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Dear Secret Santicore,

Please grant me a set of small random tables that tell me 
what happens to the characters if the adventure has to end 
before everyone gets back to civilization. Some sort of 
“fleeing from the dungeon/outaof the wilderness tables” to 
wrap things up quickly if people have to go home.

Florian

 By Stefan Shirley
"So you flee” tables

Sometimes, you’re lucky to make it back alive. These tables 
(mostly) assume that you have been so lucky and burden 
your character with certain troubles that will be more or 
less severe depending on your edition of choice. I added the 
Faerie table since it would be applicable to any location one 

might need to escape in a fantasy RPG, and I added the city 
table since that’s the next game I intend to run!

The moral of this story - if it has one - is that time is a 
resource; if you don’t use it wisely, anything can happen!

1d6 RESULT

1 Roll on a Wandering Monster table. You must survive a solo encounter with the result, then roll on this table again, 
but add 1 to the roll.

2 You become hopelessly lost. If you lack food or some method of acquiring it, you lose a point of Constitution, then 
roll on the next appropriate table.

3 A strange creature of mist stalks you. It will drain you of prepared spells, drain a magic item, or take a level from you. 
As if things couldn't get any worse, then roll on the next appropriate table.

4 Captured! Imprisoned, and there is no escape! Whoever captured you is probably related to the quest you had to 
abandon and hopefully they send ransom demands to your companions! Do not roll again.

5
Whatever other misadventures you find yourself on, you have attracted a minstrel. For better or for worse this 
traveling entertainer wishes to accompany you wherever you go and will not take no for an answer. Roll on the next 
appropriate table.

6 Roll twice more on this table. Do not ignore further results of 6! You certainly do live an unexpectedly eventful life!

7 Disintegration Trap? How did you miss that before? Save and lose a random limb, or... die... sorry. Your next roll shall 
be 3d6, my friend. Roll a new character. If you made the save, you stumble back to base dazed and confused.

1. Roll on The First Table of Escape...

2.  ...then, roll on one of the following tables, for Dungeon, Wilderness, or City as appropriate...

2d6 RESULT
2 ...

3/11 ...are set upon by humanoids bigger and more numerous than you. They take your stuff, but somehow, you managed 
to escape! Time to get your stuff back!

4/10
... are jumped by bandits when you reach the surface! They take only your cash and trade goods. They let you go as 
an example to the villagers. If they can rob a big britches adventurer and get away with it, what chance do a bunch of 
peasants have? Of course, they got you alone. They won’t be so lucky next time.

5/9
...run afoul of a powerful wandering wizard who polymorphs you into a small dog, but you are able follow your own 
scent home! Now... You need to get yourself turned back.

6/8

... hid from foul humanoids and bandits in the foulest ditches, sewers, and trash heaps. You are in quite a state by the 
time you get back. You sick, filthy, and miserable. Lose a point from each of your physical stats until you can make a 
saving throw. Make these saves daily for a month. Each successful save restores one of the lost points. At the end of 
the month you recover fully. A cure disease spell will also work. Damn. You feel miserable.

7
...nothing happens! Well, you evade capture and death and only suffer minor battering for your efforts (lose a non-
lethal number of HP). You make it back to the tavern/base/headquarters more or less none the worse for wear. 
Nothing a round of drinks and a good night’s sleep won’t fix!

12 ...are captured by creatures of the faerie courts! (see following table) Or, roll again on this table twice!

While fleeing from the Dungeon you...
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*So you flee* tables
While making your way out of wilderness back to civilization you...

2d6 RESULT
2 ...

3/11
... are hopelessly lost for 1d6 days. Eventually you make it back to camp, but if it weren't for the kindness of that 
wandering werebear you would have never made it! He did only agree to help you if you surrendered all your steel 
and your tinder box. Something about protecting the wilderness.

4/10

... are jumped by the local law's tax collectors. They take only your cash and trade goods. They let you go as an 
example to the villagers. If they can tax a big britches adventurer and get away with it, what chance to a bunch 
of peasants have? Of course, they got you alone. They won't be so lucky next time. Wait... Does this sound eerily 
familiar?

5/9 ...run afoul of a powerful wandering witch who polymorphs you into a pigeon, but lucky for you, a homing pigeon! 
Now... You need to get yourself turned back. But, first who do you want to humble from on high?

6/8

... are never sure how you got back. You wandered out there for days? Hours? You don't know, but you came upon 
paths you had never seen before and wandered and wandered. You ate what you thought were edible mushrooms 
and berries, but well... The folks in the logging/mining camp that took you in said you were raving about tiny blue 
people in white hats and hose. It was never entirely clear whether you ate them, or their homes, or perhaps you 
thought you could somehow turn them to gold? Whatever it was, it made no sense at all. Lose a point from each 
of your mental stats until you can make a saving throw. Make these saves daily for a month. Each successful save 
restores one of the lost points. At the end of the month you recover fully. A neutralize poison spell will also work. 
Damn. You feel miserable. And, your "friends" keep telling you there are spiders all over you. Bastards.

7
..nothing happens! Well, you evade capture and death and only suffer minor battering for your efforts (lose a non-
lethal number of HP). You make it back to the tavern/base/headquarters more or less none the worse for wear. 
Nothing a round of drinks and a good night's sleep won't fix!

12 ...are captured by creatures of the faerie courts! (see following table) Or, roll again on this table twice!

While escaping the terrible neighborhood you...
2d6 RESULT

2 ...

3/11 ... are caught up in an ecstatic pilgrimage or religious festival and compelled to donate all your worldly goods to their 
cause! However, you now have burlap sack robes and this fabulous holy symbol.... Damn it!

4/10 ... are confronted by Bandits? Tax collectors? Nooo... You should be so lucky! Money lenders. They helped you out of 
a rough spot, but now you owe them 1d6 thousand gold, and they said something about troll prison and soap....

5/9
...run afoul of the local wererat mafia. They've infected you with a very special version of their "disease." You have 
until the next full moon to pony up 1d6 thousand gold, or join their guilds. However, they get you "home" safe-ish 
and at least as sound as when you left.

6/8
...nothing happens! Well, you evade capture and death and only suffer minor battering for your efforts (lose a non-
lethal number of HP). You make it back to the tavern/base/headquarters more or less none the worse for wear. 
Nothing a round of drinks and a good night's sleep won't fix!

7

...as 6 & 8, but you found 1d6 coins! Determine value randomly according to the setting:
1. A new shop or tavern that will give you a 10% discount! And, sacred dice of the trickster gods, 

A TAB! Gods be praised!
2. A new church!  They don’t know you very well there yet.
3. A lead on your next (mis)adventure!
4. A park where a bunch of pacifists and rebellious nobles all hang out around strange stones and 

smoke exotic weeds. You lose a couple wisdom points temporarily when you hang out there too long, but 
double normal healing rates when you do!

5. A pet! A small dog, cat, or lizard as is appropriate to the setting.
6. A waif who claims to be a beggar prince and seems to know a very great deal about what goes on in

the city’s underworld!
12 ...are captured by creatures of the faerie courts! (see following table) Or, roll again on this table twice!
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*So you flee* tables
Captured by Faerie Creatures!

1d20 RESULT

1 You find have no memory of what happened, but you are plagued by strange dreams for the rest of your days. Lose 
a point of Wisdom.

2 Man, what did you drink? The hangover never quite ends, and you are never again as sharp as you once were. Lose 
a point of Intelligence.

3 You experienced such beauty that everything in the world pales by comparison. You become somewhat cynical and 
over critical. Lose a point of Charisma.

4 “Holy Crap! But, I was at that party for years! What do you mean only a day has passed here!” Lose a point of 
Strength on account of aging ten years.

5 You think you may have caught something unpleasant from those nymphs/satyrs.... Lose a point of Constitution.

6 You won a dancing contest with a leprechaun, and in a fit of pique he stole some of your moves. Lose a point of 
Dexterity.

7 What is this thing, and where did I get it from? You gain a random magic item!

8
You have gained nudity and poverty! Congratulations! Beats martyrdom! Also, you have a new birthmark... Wonder 
where you got that? And... Is that villager who wouldn't give you the time of day last time you were in town, leering 
at you? Gain a point of Charisma (your gear and cash are around somewhere; pixies hid it).

9
You wake in the local school house or perhaps chapel wearing a dunce cap. The local children laugh at you as you 
spend the rest of the day trying to get the thing off. However, when you do, you find that you suddenly feel more 
clever than ever! Gain a point of Intelligence.

10
You sat at tea parties and smoked with caterpillars. You discussed at great length, many things, with a wizard in an 
emerald city, and monkeys taught you how to fly. You think. You don't remember how to fly, but you do retain some 
of your insight into the functioning of the universe. Gain a point of Wisdom.

11 Man! Working out with those mountain trolls really paid off! Gain a point of Strength! On the other hand, it is 
going to take weeks to wash the troll stank off.

12
You have more endurance than you ever had before. I leave it to your imagination what sort of training you 
received. Gain a point of Constitution. You're going to be sore for a few days and you'll probably have to endure a 
couple weeks of ribald jests from your compatriots.

13 You danced with the dryads under the trees and they taught you so, so much. Gain a point of Dexterity. However, 
you desperately need a hair brush to get all the lilac blossoms and twigs out of your hair.

14
You got in deep gambling with an efreet and barely escaped with your life, fortunately they took your random 
magic item as collateral. If you didn't have one to take, well, you owe somebody something exotic and difficult to 
come by, and they know where to find you....

15 A few pleasant memories and a nightmare or two are all you have to show for your misadventures amongst the 
faerie folk, but at least you are whole and sound.

16 This is NOT the body you left in! You have been returned to this world in the wrong body! ARGH! (Delusion. A 
generous DM might give you extra XP for RP.)

17
This is NOT the body you left in! You have been returned to this world in the wrong body! ARGH! (Really. Re-roll 
Strength, Dexterity, and Constitution. At least you are the same species! Also, roll a d6. On a 1-2 lose a point of 
Charisma. On a 5-6 add one!)

18 You're blue. OK. You know, we won't ask.
19 You're invisible. Not your clothes or gear, just you. Well, hopefully this will pass? Maybe?

20 Invigorating! You've never felt better! Max your HP! Of course, the next couple of days everyone seems to mistake 
you for someone else and want to pick a fight with you.
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Dear Secret Santicore,
Please grant me a super simple but wonderfully engaging 
Alchemy system compatible with (at least) any oldish 
school D&D system. I’m talking maybe D3-1 small 
tables and D6 accompanying sentences.

by Mike Fernandez
Alchemy Engine

d12 GROUP/PROPERTY
1 Altering/Masking
2 Altering/Disguising
3 Altering/Mutating
4 Harmful/Damaging
5 Harmful/Poisoning
6 Harmful/Disabling
7 Protective/Resisting
8 Protective/Fortifying
9 Protective/Shielding

10 Protective/Repelling
11 Restorative/Healing
12 Restorative/Removing

Combining two components with complementary properties 
creates a unique effect. The cost of determining this depends 
on how closely the two items are related. If they share the 
same property (e.g., both are “Harmful/Poisoning”), the 
process costs 5gp and does not use up the components being 
tested. If the combination only shares the same property 
group (e.g., both are “Harmful”), this costs 10gp, and each 
component has a 1/6 chance of being destroyed in the 
process. Also, the alchemist may choose which of the two 
properties are used to determine the final effect.

part 2. producing alchemical items
�Alchemists need labs to study and process their raw 
components and to prepare alchemical items. For every 
1,000gp spent on building a lab, the alchemist can produce 
items worth 50gp (e.g., a 3,000gp lab can produce items 
worth up to 150gp). For every 50gp that an item costs, the 
alchemist must put in one day of constant work to create it; 
so, a 150gp item takes three days to make.

One alchemical item can have up to 3 different effects. 
For each effect, the base cost is 10gp and requires a dram 
of 2 different components with matching properties. The 
monetary costs cover acquiring common ingredients, 
maintaining equipment, and melting down coins for raw 
metals.

THE PRODUCTION PROCESS
Each effect usually has three common stats: Duration, 
Intensity, and Range. But, not all effects have all three stats. 

Use this subsystem with whatever rules you normally use to 
add alchemy into your campaign. Discovering alchemical 
components is the super simple part of this system, while 
experimenting with formulas and preparing custom 
alchemical items from acquired components is where things 
get wonderfully engaging.

part 1. acquiring alchemical components
�Use these rules when collecting the ingredients needed to 
prepare formulas and produce alchemical items.

1. IDENTIFYING ALCHEMICAL COMPONENTS
Alchemists have a 1 in 6 chance of identifying any unusual 
or extraordinary creature, plant, or mineral encountered as a 
potential source of alchemical components. The component’s 
actual form is determined by the DM, because this is a very 
campaign specific sort of thing. Components are measured 
in units of drams. The DM determines how large a dram is or 
how much one weighs.

2. ACQUIRING ALCHEMICAL COMPONENTS
To see if the alchemist is able to successfully harvest a 
component, roll a d% and consult the component type below. 
If the item is familiar to the character, roll d% twice and use 
the best result:

- Plants: Base chance is 30%; up to double this chance if the 
source is abundant. If successful, gain 1 dram, +1 additional 
dram for every 20% the roll succeeded by.

- Creatures: Base chance is 20%. Add 5% for every 3 HD the 
creature possessed; subtract 1% for every 3 points of lethal 
damage the creature took. If successful, gain 1 dram, +1 
additional dram for every 15% the roll succeeded by.

- Minerals: Base chance is 15%; up to double this chance 
if the source is abundant. If successful, gain 1 dram, +1 
additional dram for every 10% the roll succeeded by.

3. DETERMINING PROPERTY GROUPS AND 
PROPERTIES

When the alchemist acquires a new component assume 
he can easily identify whatever properties are inherent by 
running simple tests in the lab. Each component has 1d4 
properties; to determine the property group/property, roll 
1d12 and consult the following table:
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Alchemy Engine
Base stats and the costs to increase each are outlined in the 
tables on the following page. Costs are given in gp, with 
increases only applied to specific effects. An alchemical item’s 
final price is determined by adding together the individual 
costs of each effect. Both Duration and Intensity dice are 
rolled when the alchemical item is used.

DURATION
The base Duration of an effect is 1 round. Alternatively, 
some effects (notably poisons) have a Countdown Time that 
starts at 4d6 hours as the base Duration. The costs to increase 
a Duration length, or decrease a Countdown Time are below:

DURATION COUNTDOWN TIME EXTRA COST
1d6 rounds 3d6 hours +10gp
1d6 minutes 1d6 hours +25gp

1 turn 1d6 turns +45gp
1d6 turns 1 turn +70gp
1d6 hours 1d6 minutes +100gp
3d6 hours 1d6 rounds +135gp
4d6 hours 1 round +175gp

INTENSITY
The base Intensity of an effect is a d4. The costs to increase 
an Intensity die type are given below:

DIE TYPE EXTRA COST
d6 +10gp
d8 +30gp

d10 +60gp
d12 +100gp
d20 +150gp

RANGE
Base range is ingested. The costs to increase an item’s Range 
are given below:

RANGE EXTRA COST
Applied +10gp

Thrown 10’ Blast +25gp
Thrown, 15’ blast +45gp
Thrown, 20’ blast +70gp

FORM
An alchemical item is categorized by how it is used, not by 
the form it takes:

Ingested: You eat, drink, inhale, inject, or snort it.
Applied: You rub, pour, splash, or spray it on or into 
something.
Thrown: You throw it so its container breaks, expelling 
fumes, gas, liquids, or blasts.

ADDITIONAL COSTS
Each property group resists being manipulated or processed 
in certain ways, so increasing specific stats requires more 
time, money and/or effort. The costs are outlined below:

Altering: an effect’s Duration cost is doubled.
Harmful: an effect’s Intensity cost is doubled.
Protective: an effect’s Duration cost is doubled.
Restorative: an effect’s Range cost is doubled.

part 3. determining alchemical effects
�The DM uses this section to design alchemical components. 
Each of these may have up to 4 properties, either randomly 
determined or chosen by design.

On the following pages are tables for the 12 properties:

Masking Disguising Mutating
Damaging Poisoning Disabling
Fortifying Resisting Shielding
Repelling Healing Removing

These are split among 4 property groups:

Altering Harmful
Protective Restorative

When preparing an alchemical item, components sharing the 
same properties are combined to unlock effects.

To determine an alchemical item’s final effects, the DM rolls 
on an appropriate table for each of the component ingredi-
ents’ shared properties. As mentioned previously, finished 
item may have up to 3 effects.

the property tables
1. ALTERING/MASKING PROPERTIES
Sense Masked: Target becomes invisible to the resulting 
sense.

d10 SENSE MASKED
1 Taste
2 Echolocation
3 Thermal vision
4 Smell
5 Sound
6 Darkvision (works in the light)
7 Sight
8 Tremorsense (steps have no weight)
9 Touch (incorporeal form)

10 Thoughts (can’t be targeted by mental based effects)
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2. ALTERING/DISGUISING PROPERTIES
Something Is Different About You: Changes the user’s 
appearance. A 5% chance the effects are permanent.

d10 Altered Feature
1 Hair (length and color)
2 Eyes (shape and color)
3 Face structure
4 Voice
5 Body Part (grow or shrink in mass by 10%)
6 Height or Weight (increase/decrease by 10%)
7 Scent changes
8 Skin condition or color

9 Roll 1d8: that feature resembles component 
source 

10 Nails or teeth (color and length).

3. ALTERING/MUTATING PROPERTIES
That’s New: Changes the targets capabilities and appearance. 
There is a 5% chance that the effects are permanent.

d10 ALTERED FEATURE
1 Hold breath indefinitely
2 Grow functional gills (can’t breathe air)

3 No need to sleep (but must rest to regain hp and 
ability damage)

4 Always acts during the surprise round
5 Not need to breathe
6 Treats water as if stone
7 Stretch your limbs, each at 1’ per point of CON.

8 Grow functional wings (fly as fast as you can 
move)

9 Grow a natural weapon (horns, claws, bite, etc.. 
does dX damage)

10 Burrow through stone as fast as you can move.

4. HARMFUL/DAMAGING PROPERTIES
Damage Types: Lowers the target’s current HP.  
Different types can combine. No duration, instantaneously 
does dX damage.

d6 Damage type
1 Freezing
2 Shocking
3 Burning
4 Stabbing
5 Choking
6 Shaking

5. HARMFUL/POISONING PROPERTIES
How This Poison Will Mess You Up: Continuous effects, 
save vs. poison at the end of the duration, or the effect starts 
over again.

d6 How This Poison Messes You Up

1 Sudden Death (countdown). Failing a save vs. 
poison instantly kills.

2 Slowly Kills You (countdown). Take dX damage 
when effect ends.

3
Sickens You (countdown). All ability scores are 
at -1, increase penalty by 1 for every failed save 
vs. poison.

4
Hallucination. Roll twice for any roll, taking the 
worst result representing the weird things you’re 
tripping out on.

5 Dulls your Senses. Move at half speed, always 
surprised, and act last.

6 Painfully. Save vs. poison for each round of 
movement or activity, take 1 damage on a fail.

6. HARMFUL/DISABLING PROPERTIES
Debilitating Effects: Lowers the targets Ability score. At end 
of effect, damage cause heals at the normal rate.

d6 Debilitating Effect
1 Enfeebles Strength by dX
2 Numbs Dexterity by dX
3 Weakens Constitution by dX
4 Saps Intelligence by dX
5 Clouds Wisdom by dX
6 Mars Charisma by dX

7. PROTECTIVE/FORTIFYING
Nothing Can Stop You Now: Raises HP or Ability Score of 
the target for Duration of the effect. Intensity and Duration 
are increased at double the normal cost. At the end of the 
effect lose the exact amount of points gained.

d8 Characteristic Raised
1 Buffs Strength by dX
2 Focuses Dexterity by dX
3 Builds Constitution by dX
4 Expands Intelligence by dX
5 Sharpens Wisdom by dX
6 Amplifies Charisma by dX

7-8 Boosts morale (current hp 
temporarily increases by 2dX)
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8. PROTECTIVE/RESISTING PROPERTIES
Tis But A Scratch: Reduces specific Damage Types against 
target during the effect. No Intensity.

d8 Damage Type Reduced

1 Skin becomes like stone, half damage against 
edged and piercing attacks.

2 Skin becomes like blubbery rubber, half 
damage from shocking and crushing attacks.

3 Skin becomes nearly burning to the touch, 
half damage from freezing cold attacks

4 Skin becomes incredibly dense and smooth, 
half damage from burning attacks

5 Lungs are like steel, half damage from 
poisonous gases and choking attacks

6 Stance becomes like a rock, half damage 
from shaking and force attacks

7 Mind becomes like iron, half damage from 
mental and mind affecting attacks

8 Blood becomes troll like, regenerate 1 hit 
point for every turn that passes.

9. PROTECTIVE/SHIELDING PROPERTIES
Weird Defenses: dX times 5% chance for the target to avoid 
something during the effect.

d8 Defense
1 against falling damage
2 against drowning
3 against death
4 against fire
5 against detection
6 against fisticuffs
7 against mind affecting attacks
8 against iron weapons

10. PROTECTIVE/REPELLING PROPERTIES
Get Back Foul Creature!: A specific type of creature cannot 
pass within 5’ of the effects range. No intensity.

d8 Creature Repelled
1 A specific type of Animal or Beast
2 Devils and Demons
3 Ghosts and the Undead
4 Angels and Godlings
5 Faeries and Elves
6 Insects
7 A specific type of Humanoid
8 Elementals and Oozes

11. RESTORATIVE/HEALING PROPERTIES
You Feel Well Rested: Removes Damage to the targets cur-
rent HP or Ability Score up to it’s max. No duration, effects 
are all instantaneous and permanent.

d4 Healing Type
1 Regain dX hp
2 Regrow a missing limb

3 Regain dX to a damaged ability bringing 
it back up to its original score

4

Gain the benefit of one night of sleep 
instantly, and make a CON check, on 
a fail -1 to all rolls for every full day 
without sleep that has passed. The 
penalty is removed by a point for every 8 
hours spent resting.

12. RESTORATIVE/REMOVING PROPERTIES
Miracle Medicines: Cancels effects of a specific Condition 
on the target. Along with the two components used to create 
this effect, the formula may require additional alchemical 
components as described in each effect. Instantaneous. No 
duration or intensity.

d4 Medicine Effect

1

Anti-venoms, this is specific to a poison 
and needs either a dram each of all of the 
components used for the original poison 
if synthesized; or a dram from whatever 
poisonous creature or plant the original 
poison was derived from.

2

De-mutators, devolves a specific kind of 
mutation, requires acquiring a dram of a 
component either from or similar to the 
affected thing

3
Dispels, cancels out a magical effect, and 
requires that a spell with a similar magical 
effect is cast on the finished alchemical item

4
Cures, removes all negative effects of a specific 
disease, and requires a dram of a component 
acquired from a thing afflicted by the disease.

part 4. How do I use the alchemy engine?
�I’d recommend DMs come up with a half dozen or so 
alchemical components before using this system, with 
component sources being monsters, wildlife, or strange 
elements the PCs are likely to encounter during play. The 
properties of these items can be either generated randomly or 
chosen by design.

The components can be used as the basis of simple rumors 
and hooks. For example, if the PCs are looking for an 
alchemical component with a specific type of property, an 
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NPC could know the existence of such a component if it 
were on the list. The DM could even create formulas ahead of 
time, placing them in treasure hoards in the form of scrolls, 
journals, or whatever.

Where the system shines is when an alchemist identifies a 
new alchemical component during play. This turns any sort 
of encounter with something non-mundane as having the 
potential for discovering a kind of new treasure. Because 
new alchemical components will be created all the time, the 
DM should keep a list of established alchemical components 
and their effects. Producing alchemical items depends on 
acquiring components, so the DM has a good tool to adjust 
how often certain items can be made.

an example of the process
Let’s say Forji’i, an aspiring alchemist, acquired a decent 
collection of alchemical components during his last 
expedition:

3 x Adrenal Gland of Ruinsbeast [Altering/Mutation]
[Harmful/Poisoning] [Restorative/Healing][Restorative/
Removing]

2 x Tentacle of Rad�sh [Harmful/Damaging]

3 x Tongue of Winged Snake [Harmful/Disabling]
[Protective/Shielding]

2 x Eyes of Sludgefeeder [Harmful/Poisoning]
[Protective/Resisting][Protective/Shielding]

7 x Root of Glow�ower [Altering/Masking]

4 x Salt of Oozing Reef [Altering/Mutating]

He decides to spend his downtime brewing something useful 
in his lab, which cost 6,000gp to build and equip. Both the 

Tongue of Winged Snake and Eyes of Sludgefeeders shares the 
[Protective/Shielding] properties. Forji’i spends 5gp running 
tests and determines that combining these two ingredients 
can protect the user from mind affecting attacks.

He next examines �e Root of Glow�ower and Salt of Oozing 
Reef, which share the Altering property group. Forji’i  spends 
10gp to run tests focused on the Mutating property. He 
discovers that combining these items produces a compound 
capable of growing functional gills for the person using it. In 
the process, however, one dram of the Salt of Oozing Reef is 
destroyed.

With the formula for these two effects Forji’i begins work on 
an Elixir of Flowing �oughts.

The mind shielding effect’s base cost is 10gp, with an Intensity 
of d4, and Duration of 1 round. Forji’i decides to increase the 
Duration to 1 turn (+90gp, because increasing the Durations 
of Protective effects costs double), and the Intensity die type 
to a d8 (+30gp). This brings the cost for this effect to 130gp 
and requires 2 drams each of Eyes of Sludgefeeder and Tongue 
of Winged Snake.

Base cost for the gillgrowing effect is 10gp, with a Duration 
of 1 round. Forji’i decides to increase the Duration to 1 turn 
(+90gp, because of doubled cost to increase the Duration of 
Altering effects). This brings the cost for this effect to 100gp 
and requires 2 drams each of Roots of Glow�ower, and Salt 
of Oozing Reef. The total gp cost for the Elixir of Flowing 
�oughts is 230gp, and takes 5 days to prepare.

Elixir of Flowing �oughts: Drink it down, instantly grow 
gills (can’t breathe air), and any mind-affecting attacks have 
a d4x5% chance of being ineffective (roll 1d4 upon using the 
formula). The effects last for 1 turn.
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Dear Secret Santicore,
Please grant me ome notes for running, or an adventure 
outline for, a heist scenario. Could be in a medieval 
fantasy world, modern-day, or far future space — 
your choice. Thanks!

By Dave W.
Heist Scenario Notes 

�Let me first begin by stating that I’ve never before 
contemplated a heist scenario, so the advice below should be 
taken as highly speculative.

As no details were given as to the genre of the heist, I will 
assume a classic bank robbery. The bank would be protected 
by passive security systems (electronic, mechanical, or 
magical depending on the setting) and by armed guards in 
any case. Bank employees would be schooled in how to react 
to robbery attempts. These things should be assumed, and 
as they are predictable and mundane, should largely remain 
in the background of the scenario, unless the characters 
deliberately interact with them.

Based upon examples of heist films I have seen, a heist doesn’t 
become interesting until something goes terribly wrong. 
Given this fact, elaborate plans by the players should be 
mildly discouraged, as those plans are destined by the fail by 
the requirements of the plot. If everything goes as planned, 
the heist is successful, but the game is boring. So, the first 
thing to consider is what will go wrong. In lieu of having 
the characters script their heist plans, ask the players the 
following questions:

(1)  What props are required for the successful heist? Perhaps, 
they plan on tunneling in from the basement of an adjacent 
building, and consequently require digging equipment.

(2)  Who do they have on the inside (past or present) who 
might have provided insight into the inner workings of the 
bank? Perhaps the lover of one of the characters is a bank 
teller.

(3)  What NPCs outside the stable group of player characters 
are required to make their plan work? Perhaps, they need to 
hire a safecracker, or a skilled getaway driver.

(4)  What is going on outside the bank at the planned time of 
the heist? Perhaps it’s Christmas time, and carolers abound. 
Perhaps a nearby building site is swarming with construction 
workers.

Choose which of the elements above will complicate the lives 
of the characters. As they’ve helped construct the scenario, 
they can’t strongly object to the logical consequences of their 
choices. Perhaps...

(1)  The required props fail at a critical time, requiring the 
characters to improvise;

(2)  That lover has been cheating on the pc all along, and has 
his/her own plans for the heist, getting away with the money 
and laying the blame fully on the pc;

(3)  Those NPCs are disloyal (cliché) or become injured or 
sick. Perhaps they encounter a loved in in the bank during 
the heist, and are conflicted as to how they should proceed;

(4)  A holiday means drunks, and drunks attract cops. There 
might be an accident at the construction site that attracts an 
ambulance. While these forces might be entirely ignorant of 
the heist, their proximity will heighten tension.

Another common theme of the heist genre is the twist. 
Heist films often portray a dire situation, only to reveal that 
the characters have had an ace in the hole all along. Things 
may have looked bleak, but everything was going according 
to plan all along. When things look most bleak, allow the 
players to suggest how it’s all actually going according to 
plan. For every fact they introduce, introduce an additional 
complication they must overcome. This should lead to an 
escalation of revelations and complications until the final 
reveal is sufficiently satisfying.

(vague) heist scenario guidelines
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Remote gothic Noble House generators
The Master

d8 RESULT

1

Is long dead. His remaining family seem reluctant to mention his name or speak about him, especially in the presence 
of one of the many painted portraits of him that hang about the place. Closer examination of the portraits reveals 
them all to be the exact same image of the man, a robed, grey-haired human with odd whitish eyes – save that all the 
backgrounds are different.

2
Is a fit and charismatic middle-aged man with a distinctive strip of white hair. He is charming, welcoming and invites 
the party to stay as long as they desire. Occasionally, you might notice him staring at one of you with an expression of 
awful hunger on his face, but that might be your imagination.

3
Is a grim and powerful aging warrior with a black beard and fierce disposition. He is given to drinking binges of epic 
scale, followed by black rages, intense weeping and insane ranting. He is liable to attack anyone who interferes with 
him during these episodes, including family members.

4
Is a corpulent and florid drunkard who wallows in food and drink. He is an avid hunter, but uses it as excuse for 
depraved cruelty towards animals, his retainers and his family. His drunken feasting and gluttonous feedings occupy 
the main hall at all hours, except when he disappears into the kennels and basements for long periods of time.

5

Is grey and colorless, gaunt and grim. His seemingly emotionless glare and leaden features are off-putting, but he 
welcomes everyone and asks probing questions about the parties experiences. He seems extremely knowledgeable in 
certain esoteric areas, although his habit of standing atop the keep and staring, unmoving, into the distance for many 
hours at a time is somewhat off-putting.

6

Is a reckless dandy who loves fine food, beautiful women, wine and music. He is attended by bards, courtiers and 
obvious mistresses, living life in a swirling, debauched party. For all that, he is lean with solid muscle and obvious 
duelling scars, and the finely-crafted weapons he displays all about have marks of hard use. Each day he spends several 
hours on weapon drills, his movements unnaturally swift and precise.

7

Is an enormous, shambling wreck of a man, clad in worn and stained clothing and with a massive, shaggy beard. 
He communicates mostly in grunts and scowls, seeming to stare at nothing and mutter to himself constantly. 
Occasionally, glimpses of his limbs and torso reveal horrible, barely-healed scars and oddly precise tattoos in what 
appear to be arcane designs.

8

Is ancient and decrepit, having to be fed and cleaned by members of his staff and family. He wanders in and out of 
lucidity, raving about ancient battles, betrayals and intrigues. Anyone knowledgeable about local history will quickly 
realize that his ranting reveal secret details of many of the major events of the past hundred years. In the odd times 
that he is coherent, he displays a razor-sharp wit and seeks to draw newcomers into convoluted plots.

The staff
d8 RESULT

1 Are an unshaven crew of slovenly ruffians who are oddly respectful and subservient around the family, but cruel and 
bullying to all others.

2 Are squat and clad in mud-colored smocks, with oddly misshapen bodies and strangely shaped turbans.

3 Are barely-visible, performing their duties as quickly and quietly as possible, then disappearing into other parts of the 
house, visibly terrified.

4 Are oddly uniform in appearance, dress and features, moving about their duties with silent, mechanical precision.

5 Are wracked with deformities, twisted limbs and misshapen faces are common, but they appear to be happy and 
competent, running things with smooth skill.

6 Are regimented and tightly trained – all of them bear weapons and appear to belong to an elite military unit, but 
perform domestic chores and labour about the manor.

7 Have bestial features, oddly enlarged teeth and smell of wet dog. They seem loyal, though, and travel about in groups 
whenever possible.

8
Are oddly servile humanoids from surrounding tribes. They obey the family without question, but occasional flashes 
of resentment are visible on occasion.
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The Mistress

d8 RESULT

1
Is dead, but the staff whisper that they hear voices in 
the night, and a female voice seems to whisper and 
titter in empty rooms as you pass by.

2

Is pale, distant and ethereally beautiful. She walks 
silently about the house at all hours, even appearing 
in places that seem impossible to get to. Her skin 
is oddly chilly, but perhaps that’s just because she 
walks around barely clothed all the time.

3

Is attractive, with raven-black hair and full red 
lips, but her horrendous temper makes her beauty 
perilous. She’s given to psychotic rages, and nobody 
is safe from her when her anger is triggered. Too bad 
the Master of the house dotes on her every whim…

4

Is enormous and toad-like, croaking commands and 
running the staff ragged. She clearly runs the manor; 
anyone who interferes with her suffers debilitating 
stomach ailments shortly afterwards. Her control of 
the kitchens is particularly suspect, as are the many 
“exotic” ingredients found in the pantries and stores.

5

Is locked in a tower and rarely spoken of. Something 
seems to scrabble at the inside of the barred doors 
and windows, though, and faint shrieking and odd 
chanting can be heard echoing down in the night.

6

Is ancient but unnaturally spry, seems aware of 
all happening in the manor. Her hunched, black-
clad form bustles around at all hours. In fact, she 
sometimes seems to be in several places at once.

7

Is a terrified mistress desperately trying to maintain 
the Master’s attention and affection. She is young, 
beautiful and growing desperate enough to do 
something really rash to get out of the Manor.

8

Is pampered and demanding, but oddly skilled at 
getting what she wants. Something about her just 
seems to encourage compliance, perhaps it’s the odd 
sibilance in her voice, or her sinuous, swaying walk.

The Dungeons
d8 RESULT

1

Are a network of limestone caverns that extend far 
beneath the manor. The upper areas are worked and 
used for storage and security, but the lower reaches 
are unexplored.

2

Are a dank series of half-flooded galleries, dripping 
oubliettes and muddy sewers. The place is infested 
with snakes and toads of unwholesome size, along 
with other, even less pleasant lurkers.

3

Are an extensive and crumbling series of basements 
and storage rooms. They link to a set of much older, 
deeper tunnels that have odd proportions, and are 
seemingly not built for human traffic.

4

Are clearly dwarven stonework, carefully fitted and 
lovingly carved. All coated in a layer of dust and 
grime now, though, save the occasional prints of a 
pair of heavy boots going here and there.

5

Are dug into the raw earth and full of twisted roots, 
hanging vines, moss, and mold that often seem to be 
the only thing keeping the tunnels from collapsing. 
In some areas, they haven’t even managed that.

6

Are beautifully carved and clearly much older 
than the manor. The flowing, fluted columns and 
ornate balconies appear to be elvish design, but the 
prevalent spider motifs make you wonder which 
elves, exactly?

7

Are a seemingly endless labyrinth of rough-piled 
stone, dotted with small alcoves that hold unnerving 
pieces of statuary or small oddly-stained altars. The 
sounds of footsteps seem to echo throughout the 
halls, making it seem like people are always moving 
around down there.

8

Are built around a single shaft with a circular 
stairwell that drops straight into the earth. The 
occasional archway leads to a network of old mining 
tunnels scattered with ancient, rusted equipment.

The secret Is that...
d8 RESULT
1 The tunnels under the Manor are the center of a demon-worshipping cult that sacrifices humans.
2 The manor is the old lair of a necromancer and a warren of the undead.
3 The area is infested with dopplegangers, although not everyone has been replaced yet.
4 Guests are sometimes snatched for magical experimentation.
5 Hateful alien entities have thinned the barriers between realities and are pressing through.
6 Cannibalistic orgies are regularly held at the manor, and guests of honor are usually the main course.
7 The area is haunted by a variety of ghosts and spirits, making moving about after nightfall very dangerous.
8 The Master has a secret alliance with surrounding humanoid tribes for some nefarious purpose of his own.
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The heir(s)

d8 RESULT

1 Are an indistinct horde of grubby, wild and violent children. It’s impossible to distinguish gender or age under the 
grime, scabs and snot, but they seem to be everywhere within the keep, and see everything that happens.

2 Are twins, with identical appearance and clothing. They are rarely out of each other’s company and often speak in 
unison or finish each other’s sentences.

3 Is a single daughter who is dour and severe, with an intense stare that seems to cast a chill on its target. The smallest 
lapse in decorum or etiquette seems to invoke her silent ire.

4 Is a huge and simple son. He is persistent in his affections for attractive women, and mindlessly cruel to animals, staff 
or those smaller than himself.

5
Are a son and daughter in their teens who spend much of their time in the wilds outside the manor. They are fit, 
tanned, and occasionally seen sneaking inside in the middle of the night, naked and splattered in mud and less 
wholesome things.

6 Are numerous bastards that make up much of the staff. They seem resentful of their position as servants. Their 
resemblance to the master and mistress is obvious, but not commented on.

7 Is hidden away and not discussed, but whispered rumors are that the infant has been hidden since birth and is 
somehow terribly unnatural.

8 Are several adult men and women, who come and go frequently and constantly plot against each other and their 
parents.

The hunt
d8 RESULT

1 Is a huge pack of shaggy, feral dogs led by a sham-
bling bear-like fellow with a rusty halberd.

2
Are lean, reddish hounds that work with a crew of 
silent red-coated huntsmen and seem to feed only 
on blood.

3 Is a pit full of half-starved wild boars, used for bait-
ing animals and men alike.

4 Is a mixed pack of vicious mongrels, kept roughly in 
line by several surly, cursing huntsmen.

5
Is a wolf-pack that seems to form instantly from the 
surrounding woods when the Master rides out to 
hunt.

6 Are a swarm of lumpish, malformed pit-dogs that 
savage anything unlucky enough to cross their path.

7 Are a hyaena-like, humped and cackling pack with a 
hunched and hooded keeper.

8 Are a pale and silent pack of long-haired hounds 
with several slender, silver-clad attendants.

The Demesne
d8 RESULT

1 Are a cluster of muddy, reeking huts surrounded by 
animal pens and tended fields.

2 Are a scattering of strongly-built farmsteads, all 
barred and defended night and day.

3 Are small villages built at the junctions of rivers and 
valleys, connected by rough trails.

4 Are mostly savage wilderness – all the inhabitants 
cluster around the manor itself in a sprawling slum.

5
Are fenland villages with stilted huts, where the 
inhabitants move on flat-bottomed boats over deep 
mires and marshes.

6 Are rough rock houses built among the ruins of 
older, larger cities.

7 Are semi-permanent herding camps, linked by ani-
mal trails and log roads.

8 Are towers built on hills, manned and alert at all 
times.
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By Mark P.

Intriguing Rumors 
for D&D Noobs! 

1. Roll a d10 to see which rumor the PCs hear. Give
them the information from the first column. 

2. If they bite, have them make a suitable Gather 
Info check to hear what’s in the second column. 

3. If they roll particularly well, are persistent 
enough in their enquiries, or you just want to reel them in, 
tell them what’s in the third column.

d10 Someone told me… Well, I heard… And that’s not all…

1

There’s a mining camp up in the 
mountains; it’s a miserable little 
place and nobody much goes there 
except miners. Once a month, they 
send carts of ore down to a nearby 
town for smelting, but this is the 
third month in a row nobody’s 
heard from them. Local smiths are 
grumbling at having to procure 
their metals from further afield.

Last time the ore wagons came, 
the miners were excited about 
something. They had struck some 
“interesting” stone that they thought 
might be good for building. They 
were looking for stonemasons to 
examine some samples they had 
brought. Those who have seen the 
samples say that they were quite 
beautiful, but are unable to remember 
exactly what they looked like.

The miners showed the samples to a local 
dwarven stonemason, who quickly said 
the stone was useless. The dwarf tried 
to convince them to shut down their 
mine, but the miners clearly believed 
they were onto something and refused. 
They convinced another stonemason to 
go back to the mine with them. As soon 
as they left, the dwarf and his family shut 
up shop and left town without saying a 
word. They seemed afraid of something.

2

Travelers and traders passing along 
the forest road are being harassed 
by mobs of kobolds. They have 
been laying traps along the road 
to disrupt passing wagons and 
distract or disarm any guards. 
Then, they swarm in and steal 
whatever treasure they can take 
from the traders in the confusion.

The attacks seem desperate and 
uncoordinated. Kobolds are known 
for ambushes and cunning traps, but 
these seem hastily cobbled-together. 
The kobolds only seem interested in 
taking metals and gems. When the 
victims had none, the kobolds made 
off with weapons, bits of armor or 
anything else metallic. None of the 
stolen metals seem to have been 
made use of in building the traps.

One of the traders who survived the 
kobold attacks happened to understand 
a little of their language. The trader said 
they were barking something about 
“more food for the earth-dragon”. While 
kobolds are often found in the service of 
dragons, and many dragons are known 
to covet precious metals and jewels, they 
are certainly not known for eating such 
things. The name “earth-dragon” doesn’t 
seem to relate to kobold religion either.

3

A renowned adventuring scholar, 
touring the local area with an 
exhibition of treasures found on 
various expeditions, is setting up 
nearby. In addition to the fabulous 
artifacts, there will be displays 
of athletic and martial prowess, 
magic and bardic performances.

The scholar’s most recent acquisitions 
come from an old tomb uncovered 
not far from here. It is said that there 
are curses laid on such tombs, but the 
scholar laughs at such superstitious 
nonsense. During the last exhibition, 
one of the magic displays went wrong 
and a bard was nearly incinerated.

One item in particular is a carved gem 
of tremendous value, depicting an old 
heathen god. Besides the unwanted 
attention of thieves and rogues, there is 
at least one religious group who would 
want to burn such a heretical icon. One 
or two of those carvings do not show 
their god in a favorable light.

4

Wolf attacks are normally scarce in 
the area, but lately they are on the 
increase. Not only are the attacks 
more frequent, but the wolves are 
becoming more brazen. First it 
was chickens, then sheep, but now 
people are being attacked too.

One of those bitten was the eldest 
child of a local blacksmith. The 
victim has since gone missing, after 
returning to the attack site to retrieve 
some lost belongings. The smith is 
offering a reward for the safe return 
of the child.

The local druids may be able to shed 
some light on why the wolves are so 
active. The nearest known druid is a 
hermit who lives in the woods outside of 
town. Most people say the hermit is a bit 
crazy, so nobody wants to go out there.

Dear Secret Santicore,
Please grant me ten rumors that would be intriguing 
enough to complete D&D noobs for them to want to 
go check them out in a brand new sand box campaign.
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Intriguing Rumors for D&D Noobs!
d10 Someone told me… Well, I heard… And that’s not all…

5

The druidic Rite of the Unbroken 
Circle was disrupted by reveling 
fey who came out of the woods. 
Local folk say it’s a bad omen. Petty 
theft and arson are on the rise 
in the area, and the fey are being 
blamed for this too.

The rite is supposed to ensure that 
the sun continues to rise after the 
winter solstice. There is a symbolic 
sun amulet essential to the rite, which 
the fey have stolen. The rite must be 
completed before the solstice.

The druids have recently given extended 
logging rights to local lumberers, which 
may have angered the fey. It is said that 
some of the trees are sacred to the fey 
(but apparently not the druids), but most 
people can’t tell one tree from another.

6

A local lordling is calling for “the 
aid of adventurers, in a quest 
of utmost importance.” Further 
details can be made available by 
appointment at the castle.

The lordling is known to dislike 
adventurers, regarding them as 
a nuisance. At least one group of 
adventurers has headed up to the 
castle, but nothing else has been 
heard from them since they left.

Screams echo around the castle in the 
night. Although it is thought that the 
castle has extensive dungeons, it is not 
known who might be imprisoned there 
or why. Is it the adventurers?

7

One local temple had a break-in 
last weekend. The library was 
ransacked, but the only thing 
missing seems to be a book of 
prayers for the dead. The book is 
important to the clerics as they 
use it almost daily, but it is not 
of particular monetary value. 
Nobody was seen entering or 
leaving the temple.

Another break-in happened at a 
scholar’s home a few days before. The 
bookshelves were turned over, and a 
couple rare texts about astrology and 
the undead were taken The scholar 
found the mess in his study the 
following morning, but remembers 
hearing nothing during the night. A 
guard recalled seeing mist around the 
building on an otherwise clear night.

The night before the first break-in, 
somebody overheard the scholar 
conversing with a cloaked stranger. The 
scholar seemed to decline some sort of 
offer and tried to leave. The stranger 
grew agitated, hissing “I said I will pay 
you! Why will you not take my gold?” 
The voice was well spoken, as if of 
noble blood. Then, aware of unwanted 
attention, the stranger quickly withdrew.

8

A trader at a local market had a 
particularly fine sword for sale. A 
passing elf recognized the blade as 
that of an elven knight, who would 
likely only relinquish such a blade 
in death. The trader claimed it had 
been acquired by legitimate means. 
The elf was unconvinced. Some say 
there’s going to be a duel.

The elf has indeed challenged the 
trader to a duel for the sword. The 
trader accepted, naming a battle-
scarred half-orc as champion. The 
trader has retreated to the estate of 
a local noble, and the duel is to be 
fought on the grounds. The sword 
is to be kept in the noble’s dungeons 
until the duel in three days’ time.

The half-orc is well-known in local 
circles for brutality and shady dealings 
with unsavory characters. However, 
it’s also been said that the elf has been 
keeping some bad company lately. Some 
say the noble runs the local thieves’ 
guild. Bets are being taken as to who is 
double-crossing who.

9

The so-called “unbreakable vault” 
of a local noble has been breached! 
It is reported that the only thing 
taken was a single gold piece. The 
noble dismisses this rumor as 
nonsense, but there are mutterings 
amongst his serving staff that say 
otherwise. Rumors persist of a 
secret tunnel down by the river, 
leading into the vault.

Everyone says that the masked rogue 
known only as “The Whistler” is 
responsible, and that a note was 
left in the vault. There is much 
speculation about what was written 
– some say a death threat, others a 
poem. They say the Whistler lives 
up on the rooftops among the birds. 
Also, the secret tunnel is a trap. It 
leads to a fake vault designed to 
incarcerate potential thieves.

A servant reports that the note contained 
magic runes, and the noble has been 
ensorcelled by its contents. This has 
been kept secret. The noble is physically 
restrained, but continually yells “The 
meeting! I must attend the meeting!” 
The noble’s heir is currently running the 
estate, until a cure for the enchantment 
can be found discreetly.

10

A ship thought lost at sea last 
year has recently sailed back into 
port. The ship has been searched 
from stem to stern, but there is no 
sign of crew. Whispers speak of a 
horrible vanishing curse inflicted 
by the sea gods upon those who 
turn to piracy in desperation.

Unlike the rest of the ship, the 
captain’s cabin is clean and dry. Wet 
footprints have been sighted leading 
to and from the ship, but nobody 
has been seen coming or going. One 
sailor claims to have seen a light 
coming from the captain’s cabin, but 
the old sot is clearly very drunk.

The local authorities are considering 
putting the ship to the torch. Ever since 
it sailed into port, there have been all 
manner of misfortunes in town, and the 
curse is being blamed. Those who know 
of the ship say it holds secret treasure 
compartments, but none have been 
found.
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By Lain J.

Dear Secret Santicore,
Please grant me a table of random places to have 
come from, described in generic terms (e.g. “A 
run-down farm far off the beaten path” or “A 
bustling port city”).

Random Origin 
Locations! 

places we’ve been, places we’re going
d4 PLACE d6 DESCRIPTION d8 LOCATION

1 Village 1 Bustling 1 Isolated
2 Town or City 2 Prosperous 2 Coast/river
3 Farm or Camp 3 Poor 3 Forest
4 Castle or Fortress 4 Quiet, uneventful 4 Hills/Mountains

5 Ordinary 5 Plains
6 Tightly-rule 6 Crossroads

7 Swamp
8 Foreign country

d40 LOCATION
1 A quiet farm
2 A border fortress run by a strict duke
3 A small town slowly starving to death
4 A rich farm in the Sultanate of Ghubari
5 A prosperous cross-roads trading town
6 A busy traveller’s town on the edge of the forest
7 A river-boat caravan
8 A lord’s castle overlooking the forest
9 A camp of nomads with a terrifying chieftain

10 An isolated farm that manages a good trade
11 A quiet town
12 A mountainside village with a firm mayor
13 A run-down farm far off the beaten path
14 A castle in the middle of nowhere
15 A busy city

16 A small palace overlooking the sea, often used as a 
port

17 A bustling port city
18 A decaying castle far up-river
19 A rich farm with many servants
20 A small farm on the other side of the mountains

d40 LOCATION
21 A foreign city which has seen better days
22 A quiet cross-roads town
23 A small river port town
24 A slave farm on the edge of the mountains
25 A tiny hamlet in the moors
26 A woodcutter’s camp
27 An isolated village that only rarely saw traders
28 A dull town sitting in a mountain pass
29 A large farm, rich from being near trade roads
30 A small fort, home to an exiled baron
31 A village, wealthy from harvesting swamp herbs
32 A farm scraping a living in the foothills
33 A decaying castle, deep in the heart of the forest
34 A city in the moors, always attacked by bandits
35 A fortress overlooking a major cross-roads

36 A castle controlling the only pass through the 
mountains

37 A small lakeside town
38 A poor village, hiding in the foothills
39 A tired city on the grasslands
40 A port town constantly plagued by storms
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By Shortymonster

Dear Secret Santicore,
Please grant me a fantasy myth generator. When you 
travel through a village or town, the locals will know 
stories and myths you may not have heard before.
Could I please have a table to generate these local myths 
and legends?

Fantasy Myth 
Generator

Here are some basic myths and lore for quick use. These 
can be true or not depending on the needs of your game, 
but people within a settlement may disagree with each on 
interpretation.

d6 Myths of the world at 
large Local myths and legends This information 

comes to you...

1 Elves are the offspring of Human 
druids and ancient tree folk.

The crossroads at the centre of the town/village 
lie over the resting place of a powerful vampire, 
and must never be disturbed.

A hushed conversation 
with the local innkeeper.

2 The end times will be preceded by 
seven days of night.

The Elderman’s chain of office is forged from 
stardust fell to earth, and cannot be broken, but 
will fall apart of he ever tells a lie.

Shouted in the street by a 
raving madman.

3

The world rests on the tongue of a 
dragon of unimaginable size. Day 
and night are caused by it opening its 
mouth to feed on the smaller flying 
species that pass through our realm.

Mead from the honey of local bees has 
properties to cure madness, but if drank by 
the sane, can cause all manner of mental 
instabilities.

Overheard two young 
children talking about it.

4
Those born with eyes of different 
colors are favored children of the 
trickster god and cannot be trusted.

The mine behind the hill was closed after the 
workers dug too deep and saw light coming 
from below, light from the other side of the 
world.

Overheard two old 
spinsters talking about it.

5
When the full moon falls on the first 
day of winter, the dead can be heard 
by those they left behind.

The lady in the creepy old house has lived for 
centuries, and although she doesn’t leave her 
house, people who visit come back with white 
hair and have lost the power of speech.

Another traveller, passing 
the other way out of the 
town/village.

6
Changeling beasts and the Fae 
can be befriended with a song 
that no one has heard before.￼

Blonde haired children are destined for 
greatness. If they choose the remain in the 
town/village they are shunned for angering 
the fates.

In ancient documents 
in the Elderman’s 
residence.
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By Joe T.

Random Saint 
Generator

Dear Secret Santicore,
Please grant me 20 obscure saints; their names, appearance, 
symbols, and one or more outstanding miracles or martyrdoms* 
attributed to each.
A few of the saints should be thinly disguised syncretizations 
of obviously pagan gods, or dubious apocryphal folk-legends like 
the bearded lady St. Uncumber or dog-headed St. Christopher. 
(consider the folk saints here: rolesrules.blogspot.fr)
* Thanks to the intercession of the Increate, saints can have more 
than one martyrdom; for example, St. Sebastian survived being 
shot with arrows and was actually done to death by stones.
Thanks Roger S.

d20 Name Trait Physical 
Feature Symbol Miracle Martyrdom

1 Lourdes Grizzly Scar Mug Turned wine into water 
during drought

Tortured with leeches 
by local townsfolk

2 K’kkrellen Introverted Unblemished 
skin Circle Raised their dead 

parents
Swept away by a desert 

sand storm

3 Crucious Pious Blind Feather Friendly to wild 
animals Starved to death

4 Owlswing Passive Stunted leg Heart Spoke in tongues Eaten by wolves

5 Harcourt Wise Large Ears Mace Ripened crops in the 
winter

While saving a small 
animal from a snare

6 G’brush Extroverted Facial tattoo Fish Could not lie, or be 
lied to

Killed by cultists; 
resurrected and killed 

again

7 Beatty Simple Weird runes Oak Leaf Perfect empathy with 
everyone Burned at the stake

8 Isabelle Dreary Luxurious Hair Sword Saw true visions Called home by their 
gods

9 Tamara Dour Long beard Star As a child, kept alive by 
birds in the fields

Beheaded by the order 
of a local lord

10 Arvald Fastidious Oddly shaped 
mole Foxglove Blood had healing 

properties
Frostbite during a freak 

snowstorm

11 V’drakol Coarse Too man/few 
digits Mushroom

Healed small cuts 
and bruises with their 

touch

Stoned by the village 
harlots

Roll 1d20 for each desired trait, or read across for a quick saint
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Random Saint Generator
d20 Name Trait Physical 

Feature Symbol Miracle Martyrdom

12 Elsinore Smart Lazy Eye Holly Leaf Purified the village well 
with their tears

During peace talks 
with opposing army

13 Nestor Amiable Different color 
eyes Moon Cured a plague Stretched on a rack

14 Jacinth Slovenly Lock of odd-
colored hair Hexagon Always in the right 

place at the right time
In the mines, doing 

hard labor

15 Montague Opportunistic Horns Egg
Can heal anything, 

but only by taking the 
wounds themselves

Fell down a well, now 
holy

16 Fontaine Cautious Well endowed Magic Wand Turned stones into 
soup

Shot with a silver 
crossbow bolt

17 Richmond Aggressive Big Nose Diamond Walked through fire to 
save a dying child

By a disease they 
helped cure

18 Prurient Daring Mute Three 
Triangles

Made statues weep 
holy water

Hung from a nearby 
fruit tree

19 D’freja Humorous Bald Fork Increased fertility of 
the fields Accidentally poisoned

20 Stuart Fashionable Deaf Wolf Paw Flowers grew where 
they walked

Strangled by a 
madman

Give me all your cookies!!



Secret Santicore 26 Gm Tips, Tools, & Wisdom

By Anon

Dear Secret Santicore,

Please grant me a game that can be played by the characters 
in the game world. Could be dice, cards, or board, as long as it 
reaches a conclusion quickly. If Santicore is feeling gener-
ous, perhaps he could provide a gambling game for taverns 
and flesh-pots, and an abstract board game played by sages 
and courtiers. [Some variation on Yahtzee or Mornington 
Crescent will be totally acceptable]

Games of Chance 
and Skill

for Drunkards, Dilettantes, and 
Courtly Layabouts

PIT FIGHT
Each player has a distinct set of dice: d4 through d20. These 
are their gladiators. Players decide secretly which die to throw 
into the pit each round. All players roll dice at once. Highest 
roll wins. Gladiators can’t be re-used. So, you might sacrifice 
your lowly d4 early on or try to out roll everyone else with 
your d20. Winner is the player that wins the most rounds. 
Ties are immediately rolled again. A final tie is resolved by a 
sudden death roll of each player’s d20.

BRAGGARTS
Trusty seconds or neutral third parties familiar with all 
involved are agreed upon before starting. Each round consists 
of players making boasts about something they’ve done. 
Other players can call boasters out as a “Liar,” but two wrong 
accusations and the guilty player will be dubbed “Doubter” 
and have to pay for everyone else. If you manage to get 
three lies past the rest of the players you can claim yourself 
“Beautiful Liar” and have your bill paid by them. Play 
continues until a Doubter is found, all players but one are 
Beautiful Liars, or a brawl breaks out.

LORD’S LAW / WHIM
Popular in both taverns and polite society this starts as a 
simple trick-taking card game that assumes higher cards take 
lower with no set trumps. Seven cards dealt to each player. 
Before the first hand, the player to the dealer’s left adds a 
rule. The rule-adder rotates clockwise for following hands. 
First player to run out of cards wins. In tavern games, house 
rules are often set before play, such as: no rules that cause the 
rule-maker to immediately win, no rules based on seating 
position, etc. Courtiers trying to pass the time generally smile 
on rules that are amusing and extend play.

TRYST
A story-making game with two teams. It traditionally 
involves the tale of a couple deeply in love but forbidden 
to meet. To start, each player on the first team names an 
item or object. Each member of the second team must then 
describe how the hero uses one of these items to successfully 
overcome an obstacle to a romantic rendezvous. The items 
are used in the order they are named. There is no winner or 
loser, but absurdly comical and surprising items and uses are 
the goal.

Artistry often comes in the form of subtle mockery of other 
characters. The first team will often pick items related to 
social gaffes or objects of ridicule for members of team two. 
Team two will try to arrange situations that are allude to 
gossip and past embarrassments of team one.

MILLET TRADERS
All players receive chips worth 30. A non-playing dealer 
called the Guild Master shakes a set of dominoes, draws 
one, and reads the highest number without showing the 
domino. This is the price being asked for. The other number 
is the number that the seller will settle for. Each player gets 
to bid a number of chips for the cargo. First bid starts to the 
dealer’s left and rotates on following rounds. Bids below the 
minimum are labeled “Cheap” by the dealer. Cargo goes to 
the highest bid. The double blank is called “Moldy Millet” 
and the dealer treats it as a double six but it doesn’t count as 
a cargo for the player that wins it. Cargo with no winning 
bid (all Cheap) are removed from play. Play continues until 
cargoes or all player money runs out. Game goes to the player 
that takes the most cargoes.

Tavern Games Courtier Games
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Innocent Bystander Table
Reaction Authority Community Anarchic Voyeuristic Meek

Negative
Special

(2)

One bystander 
is a ranking 
guardsman  

(Fighter, 2-4th 
level), who is 

pissed the PCs 
are fighting in his 

streets.

A frenzied 
mob forms and 

attempts to lynch 
the PCs.

An old enemy 
lurks in the crowd 

and takes the 
opportunity to 

shank the PCs. If 
no old enemies 
are around, it’s a 
new enemy who 
hates the PCs for 

something they’ve 
done or wants 

something they 
have.

The PCs are 
seen as highly 

entertaining. After 
they defeat or 

escape the current 
encounter, the 
crowd captures 

them and carries 
them to the 

gladiatorial arena 
or trap gauntlet 
to further prove 

their mettle.

Jacking Santa so 
scares the meek 

citizens that they 
abandon their town 
entirely. Within one 
day it’s completely 

deserted and 
the people have 

relocated elsewhere.

Negative
(3-4)

Flee to alert the 
local authorities 
and accuse the 
PCs of jacking 

Santa.

Swarm in to arrest 
the PCs by force, 

or flee to get 
more help if they 
seem too much to 

handle.

Watch the row for 
an opportunity – 
to stab the PCs in 
the back, ambush 

them later, or 
just go through 

their pockets after 
they’re dead.

Curse and jeer at 
the PCs, mock 
their fighting 

abilities and place 
bets on Santa. If 

the PCs win, those 
who bet against 

them will be 
furious.

Flee and bar their 
doors against the 

PCs thereafter until 
some service has 

been done to rectify 
the situation.

Neutral
(5-9)

Run for local 
authorities but 

don’t make 
any particular 

statements about 
the incident.

Band together and 
chase both parties 

out of town.

Go on about their 
business. “Oh, 

you got stabbed in 
the guts? Around 
here we call that 

‘Monday’.”

Attempt to 
surround the 
incident and 

make sure it is an 
honourable fight 

to the death.

Flee and hide.

Positive
(10-11)

Run for local 
authorities and  
accuse Santa of 
jacking the PCs.

Swarm in to arrest 
Santa, or flee 

to get help if he 
seems too much 

to handle.

Offer the PCs 
assistance or an 

escape route, but 
only for a price.

Watch, egg the 
PCs on to greater 

violence, and 
place bets. If the 
PCs win, those 

who bet on them 
will be glad and 

generous.

Flee and hide, but 
first give what help 
they can to the PCs: 

items, info, or merely 
encouragement.

Positive
Special

(12)

The PCs’ enemies 
are already 

wanted for crimes, 
or have a political 
enemy. A bounty 
will be paid to the 
PCs if they defeat 

the enemy.

After the PCs’ 
victory, an old 

lady invites them 
back to her house 
for tea. This house 

will be a safe 
place for the party 

thereafter.

The bystanders 
take this fight as 
an opportunity 
to settle their 

own scores and/
or let off some 

steam. Within a 
few minutes the 
PCs are at the 

epicentre of a riot.

The PCs are 
regarded as sacred 

champions after 
their victory. The 
community now 

relies on them 
to slay the local 
monster that’s 
terrorizing the 
countryside.

One formerly meek 
bystander suddenly 
gains courage and 

joins in the fray 
for the PCs. If they 

survive, they will go 
on to transform this 
cowardly town into a 
Spartan war-society 
over the course of 
several months.

Bystander reaction table
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Innocent Bystander Table

For a while I’ve been considering the idea that the density 
of crowds in the vicinity should be an integral part of the 
‘landscape’ of an urban location. There’s a big difference in 
atmosphere and opportunities between a deserted street at 
midnight and a bustling marketplace. This sort of thing is 
largely going to be up to the individual GM to determine, 
but here’s a simple outline to get you going (table, right).

The important thing isn’t the exact numbers, but the general 
feeling. The more bystanders there are, the more likely they 
will be to enforce their desires upon the PCs and others 
who are disrupting the social order. If the PCs outnumber 
the bystanders, then regardless of the reaction table the 
bystanders will probably have to flee and get backup, 
which may be a long way away especially in an ‘Anarchic’ 
society. However, bear in mind that most bystanders don’t 
necessarily expect the PCs to escalate the conflict directly to 
mortal violence.

The overall purpose of these tables is to give the players a 
wider range of choices and to make them feel the ‘texture’ 
or ‘landscape’ of each urban environment differently. If you 
want to shut down their Santa-jacking activities altogether, 
you can just say “If you fuck with the law, you’re going to 
get it, so don’t do that.” However if you want to give them a 
chance to jack Santa without making it trivial, that’s when 
you want to put an Anarchic community next door to an 
Authoritarian one, or a backstreet with low crowd density 
next to a bustling festival plaza.

How many people are around, anyway?

Crowd Density Number of 
bystanders

Nil – no people are within sight or 
earshot. A sleepy village at siesta time, 
a crossroads at midnight, a city block 

abandoned due to haunting.

0

Few – at least one or two people in 
view at any given time. A road outside 

town, a dark avenue before dawn, a 
church in the afternoon.

1d6-1

Regular – at least half a dozen people 
in view. A normal street, a village 

common, a bar in the evening.
3d6 + 3

Thick – dozens of people in view at 
all times. A bar at happy hour, a vil-
lage market, a town street during the 

morning traffic.

Scores; but 
only 4d6 are 

likely to interact 
with the PCs’ 

troublemaking.

Bustling – so many people that they 
become a part of the terrain and make 
fast movement difficult. A city bazaar, 
a festival parade, a public execution.

Hundreds; but 
only 6d6 are likely 

to interact with 
the PCs.

For I’m a jolly good fellow… For I’m a jolly good fellow.
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By Tony Pace

Dear Secret Santicore,
Please grant me a table of random spell misfires. At least 
ten, but as many as you’d like (preferably keyed to a standard 
die type like a d10, d12, d20, d30, etc., but if you don’t, I can 
deal). They can be as weird or screwy as your warped mind can 
imagine.

Magical Misfire!

Sometimes you shoot out the magic and it comes out all 
wrong. Roll on the following tables to see just how wrong it 
is. If your system has all these spell categories, you could use 
them to decide on a table, or you could just eyeball it, or roll 
one randomly. Whatever works. 

The effects mentioned usually last as long as the spell would. 
Assume 1 round/caster level if you’re not sure, though this 
might feel a little short for low level characters.

SUMMONING
d10 Results

1 You summon a plague of frogs which moves 
randomly and makes movement difficult.

2 You summon a succubus, which promptly nets you, 
binds you, and tries to take you home.

3
You summon something small in a bad place. If it 
can’t fly, then 30 ft in the air. If it can, maybe in your 
backpack or your pants.

4 You summon yourself to the home of the creature 
you wanted to summon.

5
You switch places with the summoned creature. If 
you summoned a devil, you go to hell and it comes 
to earth.

6 You summon possibly the most useless creature 
imaginable. If in doubt, go with flumphs.

7
You summon a monkey on top of your head, which 
proceeds to open your backpack and toss the 
contents far and wide.

8

You summon the ghost of a dear departed family 
member who loudly berates you about the poor life 
choices you have made for d4 rounds. You must save 
vs. spells to act during this time.

9

You summon an enormous swarm of tiny flying 
jellyfish. The clouds starts at 5’ on you and gets 5’ 
bigger each round until the spell ends. Anyone in 
the cloud must save vs. poison or take d4 damage 
and is paralyzed for a round.

10 Roll on the Divination table.

DIVINATION
d10 Results

1
The gods are laughing at you. Reroll your next 
successful roll.

2 Your divination seems to work great, but it lies to 
you like hell.

3
All enemies or failing that NPCs can see you for the 
next minute as if they were affected by a clairvoyance 
spell targeted on you.

4
Whomever you would least want to see what you are 
up to right now is affected by a scrying spell targeted 
on you for the next turn.

5

You foresee your own doom. Think up a doom and 
a circumstance. (or roll them in Vornheim if you 
have it). When the circumstance passes, so will your 
doom.

6

Your hearing is heightened to an ungodly level. You 
automatically make all hearing checks, but you suffer 
a point of damage every time you hear an attack or 
shouting within 60’.

7

You are tormented by visions. At any stressful time 
during the next week, the GM may ask you to roll a 
save. If you fail, you are unable to act for an action as 
visions of the future pass through your head.

8

You make contact with an alien entity. Make a save 
or develop a permanent insanity. If you do make the 
save, the GM may tell you some interesting or useless 
fact about the setting.

9

All metal objects begin speaking to the caster. They 
cherish this rare opportunity to speak to the living 
world and talk over one another. Make a save to act 
each round. Also, if the caster fails to reply to them, 
they become unruly and try to convince their owners 
to attack the caster.

10 Roll on the Illusion table and think up an 
appropriate illusion if needed.
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Magical Misfire!

TRANSMUTATION
d10 Results

1 Your nails all grow to 2 ft long and they hurt like heck when you cut them – 1pt per level damage.
2 You transmute your appendix into a homunculus. It doesn’t hate you but it wants out of your body <now>.

3 All inanimate objects within reasonable line of sight animate and begin fighting against each other in teams divided 
by material. This includes clothing and personal weapons.

4
You eyeballs begin to bulge out of your eye sockets, transforming into eyestalks over the course of the next turn. They 
are tremendously attractive to birds of all kinds who will relentlessly attempt to eat these tempting snacks. The victim 
will quickly grow new eyestalks when this occurs. The effect is permanent.

5 You become hermaphroditic, and are fully capable of both conceiving and carrying children.

6 The next time you go to sleep, you chew on your blankets and form a chrysalis around your body. In one week you 
will awaken with a new body of a randomly determined type.

7 You weigh as much as a feather does for the next 2d4 turns. Any attack against you knocks you back d4x5 feet. Wind 
sends you flying. You do no damage with physical attacks.

8 The caster’s most precious item (spellbook likely) animates and flees from the caster. This effect is permanent until 
dispelled, but restraints are an option.

9
A random object in the possession of the caster becomes the center of gravity for all objects in the area. Everything 
within line of sight falls towards this object. Since it is probably a soft landing, falling damage is split between the 
falling object and the person they fall on to.

10 Roll on the Healing table.

ILLUSION
d10 Results

1 Everyone except you disbelieves your illusions. You cannot be convinced that this has occurred for the duration of 
the spell.

2
You are concentrating wrong and maybe a little distracted. A bad scene of the kind that comes unbidden to your 
mind occasionally appears in full view of everyone and plays out. You can’t stop it as it is straight from your 
unconscious.

3
A finger of darkness clouds your mind and a shadowy nightmare creature steps out of the shadows and attacks you. 
Consider it a shadowy undead with one more HD than you. Nobody else can touch it. Normal weapons can’t hurt it, 
but your fists and spells can.

4

You are feeling a little bright and cheerful and so is your illusion. People can see what you are illusing and might even 
believe in it but it is laughable. The monster is a Disney cute monster and dances. The wall has a big happy face and 
is made of little cheery goblins. If you are invisible you look Hollywood invisible and people always notice the weird 
little distortions you are making. Also, you have theme music.

5 Your illusion has a little glow around it and is semitransparent. There is a little glowing trail leading from the illusion 
back to your index finger.

6 You illuse yourself to look like an opponent and your opponent to look like you.

7 You are convinced that your most recently claimed mundane item is an artifact in disguise. You will talk to it 
constantly and attempt to awaken its power. Others may or may not believe you.

8 All creatures in melee are made to look like their melee opponents.

9 You create an illusion of the most frightening creature you have ever seen, centered on yourself. You are also struck 
silent.

10 Roll on the Transmutation table.
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Magical Misfire!

PROTECTIVE/ABJURATION
d10 Results

1
Scales sprout all over your body. You get +2 AC if 
not wearing armor, but look like a freak.

2 The spell turns the wrong way around. Everyone else 
gets the needed protection from you.

3 The spell makes you vulnerable in exactly the same 
way it was supposed to protect you.

4 All of your magic items are dispelled (temporarily), 
roll as though normal items.

5

You form a magic circle of protection vs. you and 
you are stuck in the middle of it. You have to save vs. 
magic to get through it. Lasts until you manage to 
save.

6

Roll a body part randomly (1 head, 2 torso, 3 right 
arm, 4 left arm, 5 right leg, 6 left leg). That location 
is immune to criticals and cannot touch anything for 
1d4 hours. Anything held in or attached to that loca-
tion falls to the ground.

7
There seems to be no effect. If you harm anyone over 
the next week, you’ll suffer the same sort of harm 
yourself in a coincidental fashion.

8
Your protective spell is so effective that it constricts 
your movement, allowing you to move only 5’ per 
round.

9

A shield of force manifests in front of you. You can-
not attack or walk forwards, but instead must walk 
backwards with your head turned around. -2 to all 
attacks.

10 Roll on the Transmutation table.

NECROMANCY
d10 Results

1

Your dead skin comes alive and assembles into a skin 
dust ghost. It has telekinesis but it’s totally visible. 
It wants more of your skin and might be bargained 
with.

2

You animate your own bones. You can think and 
speak normally but your bones behave as a skeleton 
ordered to guard. To control your body, you must 
first make an open door roll. 

3 You lose a level for 1d4 hours. If you are level one, 
take a coma.

4 Your soul is trapped in the shiniest object you own. 
It may become an intelligent magic item.

5

All over your entire body, your hair rips free (d4 
damage) and twists into a vile miniature undead 
creature that attacks you. This takes a round, then it 
climbs all over you and attacks for d2 damage and 
distraction. It may berate you for getting haircuts. 
Exceptionally hirsute characters might be able to 
negotiate but would take more damage from the 
original formation.

6 You catch a necrotic fever. In a few days, bits of your 
body are going to wither up and fall off.

7 You begin to wither and look like a lich.

8
You develop a frightful hunger for fresh sentient 
flesh. Every day you don’t eat it, lose a hit point semi 
permanently until you get fed.

9 For the next day, anyone who touches your flesh 
absorbs one hit point from you.

10 Roll on the Abjuration table.

HEALING
d10 Results

1 Target grows a vestigial hand on the site of the wound.
2 Target grows a conjoined twin from the site of the wound.
3 Target slowly begins to gain a bit of your essence. Over time, their face will come to resemble yours exactly.
4 Target changes gender.
5 Target is healed, but you suffer their greatest wound.
6 Target’s nose falls off and is replaced by a bird’s beak.
7 You channel too much healing energy. The target is fully healed plus 1d4 temp HP, and blinded for d4 days.
8 The target’s blood becomes a tiny blood ooze. Treat as a green slime.

9
The target develops a large number of skin tags which begin to grow faces and express hitherto unknown aspects of 
your personality. Their dialog is clearly audible to the victim, but only slightly so to others.

10 Roll on the Necromancy table and work with it.
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Magical Misfire!
CONJURING

d10 Results
1 You are teleported to switch places with your target.

2
You open a gateway to elemental air. You are caught in a small tornado and take 1d6 of wind damage. You are also 
thrown 20 feet in a random direction if you fail a save against breath. If you save your clothing is maimed in an em-
barrassing fashion.

3 You open a gateway to elemental fire beneath your feet. Save vs. breath weapon to avoid 4d6 of damage. If you do, 
your hair is gone and you are covered in soot. Either way, your footwear is destroyed.

4 You conjure a geyser of water that erupts from your mouth. If you close your mouth you tempt drowning, but if you 
open it you are propelled 30’ backwards per round. Either way you won’t be speaking.

5 You open a gateway to elemental earth. You and everything within a 10’ radius of you are buried in loose soil. You 
cannot move or breathe.

6 Grease. Centered on you. Also, you are greased like a pig. Save vs. wands to stand up or do much of anything.

7
Bubbles erupt from your body. The cloud of bubbles starts as a 5’ cloud on you and grows by 5’ per round. Vision is 
limited to 5’, and moving means you have to save to remain standing. On the plus side, you and anyone who was in 
the bubbles is now squeaky clean.

8
You open a gate to the demiplane of vomit. You and everything in a 20’ radius around you is covered in it. Anyone 
who comes close to the vomit needs to make a morale check not to run away to the nearest source of fresh air and 
water.

9 You create copies of all the items on your person (nonmagical, of course). They fall on your head in a heap. Take 1d6 
damage for every 10 pounds of items.

10 Roll on the Summoning table.

d10 Results

1 The spell is awesome big. Way too big. It reaches big enough to affect a couple of your pals, including you if that’s 
what it takes.

2
All objects within 10’ or you, including those on your person, have a 50% chance of existing or not existing for each 
creature that interacts with them. It is perfectly possible for objects to exist for one person and not another. Floors, 
walls, and doors are all subject to this effect.

3 You are glowing with magical power and you know you are just fizzling to go off – but no one else does. Roll again in 
1d4 turns and have the spell go off then. DMs are encouraged to cheat this roll.

4
The spell fails. You are left visibly crackling with electric power as rivulets of charged plasma curl and wriggle in the 
air. All small metal objects within 20’ are drawn to you and stick on. Anyone who touches you during that time suf-
fers 2d6 damage.

5 The spell fizzles. The next time you are in the same sort of environment, the spell goes off at the original range, tar-
geted at the nearest group of sentient creatures.

6 Close your eyes and draw a squiggly line on the map, starting from you. There’s a Wall of Force there now.
7 Every sentient creature within 60’ of the target except you gets a magic missile to use as they wish.
8 A floating disc appears under your feet and lifts you to the ceiling, or 60’ in the air. When it expires, you fall down.
9 You evoke ice in your underpants. Take d2 damage continuing each round until you remove said underpants.

10 Roll on the Conjuring table.

EVOCATION



Secret Santicore 34 GM Tips, Tools, & Wisdom

Magical Misfire!
ENCHANTMENT

d10 Results
1 Your target becomes extremely amorous regarding you. No is not an acceptable option.

2 You are touched by the spirit of generosity and asceticism. Give away all your worldly goods to the poor. Join a reli-
gion and believe it.

3 You are affected by an aura of truthtelling. At the top of your lungs, exclaim your forbidden love for another PC, and 
all the many reasons that they should reject you.

4 You are touched by a magical aura of enchantment for d4 days. Children love you, birds and fluffy animals flock to 
you, and you are considered by all right thinking cynical people to be a witch, a pederast or worse.

5 You are affected by a backlash of spell energy. You now hate everyone, violently.
6 You are deeply confused. Where were you again? Who are these dudes? Also, you forget your spells.
7 You are immediately affected by an irresistible compulsion to dance. Method acting is highly recommended.
8 You now have your target’s voice and mannerisms permanently.

9
You manage to put yourself in a tremendously suggestible state. The next natural small animal you see will befriend 
you and take to perching on your shoulder or head. You will regard it as your closest friend and endeavor to assist it 
in all tasks including feeding, mating, and sleeping.

10 Roll on the Necromancy table.

I... am... your... father!
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Dear Secret Santicore,
Please grant me a d100 table of off-the-wall 
transformations which might take place when 
drinking a polymorph potion which has spoiled or 
been made incorrectly.

By Patrick Henry Downs
Potions Misfire Table

d% Effect

1 The imbiber’s teeth turn into sharp fangs and he 
suddenly craves raw meat and fresh blood.

2

The imbiber’s gender changes. (Roll 1d6. 1-3, 
opposite gender, 4-6, asexual and sexless) This 
effect is permanent but can be magically reversed as 
described above.

3

Every part of the imbiber’s body becomes sticky as if 
a strong adhesive is secreted from his skin. Touching 
any object sticks it to the skin; pulling it free can 
require a Strength check of some kind (GM’s call), 
and causes 1d4 damage. If another person is stuck 
to the imbiber, then both take damage as they are 
pulled apart.

4

The imbiber becomes very famous. NPCs seeing 
the character believe they recognize her and may 
try to follow, talk to, or try to impress her. The effect 
does not confer any actual knowledge about the 
imbiber, only the illusion that she is very famous and 
renowned.

5

The imbiber’s body becomes living wax, reducing 
damage from anything but fire or edged weapons. 
Looking with care, a wick can be seen on top of the 
imbiber’s head and it can be lit.

6

The imbiber’s body becomes covered in scars of 
various sizes, lengths, and widths. The character 
looks like he was mauled by several bears, fell into a 
spike pit, and was sliced up by manic butchers, then 
put back together. Depending on the disposition 
of the viewer this either looks scary and ugly, or 
intriguing and sexy.

d% Effect

7

All the imbiber’s limbs turn into octopus-like 
tentacles. This gives an overall +2 bonus to Strength 
but clothing around the legs and arms rips and 
becomes useless. The imbiber loses 1 hit point per 
turn until she submerges her limbs in water, as the 
new tentacle limbs do not react well to drying out.

8

The imbiber’s body becomes felt and shrinks by 50%. 
She is essentially a puppet version of herself until the 
effect wears off. (The GM decides how this affects her 
stats.)

9

The bottom half of the imbiber’s body turns into 
a snake, destroying any armor or clothing she 
was wearing on her bottom half. How this affects 
movement is up to the GM.

10

The imbiber’s good arm turns into an elephant snout. 
He cannot use his weapons or cast spells properly. 
On the plus side, he gets an overall +1 to Strength 
due to the lifting power of the snout.

11

The imbiber’s hair turns into flame, which is very 
noticeable and impossible to hide. This fire does 
not inflict damage to living creatures but ignites 
inanimate objects.

12

The imbiber turns into a homicidal maniac who kills 
without compunction. This motivation does not 
render the character an idiot and he may still behave 
in a calculating and intelligent manner if he wishes 
to avoid prison or repercussions, but murder for 
the sake of murder is now his primary motivation. 
(The author strongly recommends that this be a 
permanent effect. Until “healed” of course.)

The word ‘imbiber’ always refers to the character who drank 
the potion. Unless otherwise stated, many of these effects 
can be removed with an appropriately powerful spell. The 
“Restore Life & Limb” spell from Adventurer Conqueror King, 
the “Regenerate” spell from Labyrinth Lord, the “Restoration” 
spell from Swords & Wizardry, or a “Divine Favor” with a DC 
of 20 from Dungeon Crawl Classics would all be acceptable 
methods of healing the unwanted physical effects of the 
Potion Misfire Table. By ‘rules’, this article assumes you are 
playing one of these four systems, or something similar. But 

these games use both ascending and descending Armor Class 
mechanics, so adjustments to AC are described simply as 
bonuses and penalties. This table also features many effects 
that are purely cosmetic in terms of gameplay, but the GM 
should apply Charisma, Personality, or Reaction penalties (or 
bonuses) where appropriate for the imbiber’s unsightly (or 
attractive) appearance. If a GM wants a very simple random 
polymorph effect then the Random Universal Monster 
Table in Supplemental C works well too.

potion Misfire Table
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Potions Misfire Table
d% Effect

13 The imbiber turns into a fish (or similar water 
breathing animal).

14

The imbiber phases out of reality from all other 
creatures possessing more than animal intelligence. 
Effectively she is invisible, quiet, and phases through 
other intelligent creatures without obstruction of any 
kind. The imbiber can still see and hear everybody 
else. This “phased out” effect does not prevent 
mundane animals, or beings with animal intelligence 
or less, from interacting with the imbiber.

15 The imbiber’s feet and hands switch positions.

16
The imbiber’s body appears to be wrapped in bloody 
bandages and gauze. The bandages are actually part 
of his skin, so removing them causes damage.

17

The imbiber’s nerves pop out to the outside of her 
body. Every movement is excruciating, and even her 
clothing is uncomfortable to wear. On the plus side, 
the imbiber should be able to avoid ambushes, detect 
traps, and spot secret doors just by breathing.

18

One of the imbiber’s limbs petrifies into glass and 
shatters the next time they engage in combat or 
strenuous activity. This effect is permanent until 
healed.

19

The imbiber’s skin begins to shed, like a molting 
reptile. The shedding is rapid, completely exfoliating 
the body every 3 rounds. There is always a fresh layer 
of skin underneath the dead skin that is shed, which 
quickly dries out and then begins to peel all over 
again.

20

One of the imbiber’s limbs turns into living 
electricity. Anyone they touch, directly or through a 
conducting charge, takes 1d6 damage. The imbiber 
has no control over who takes damage, anybody 
touching the limb or a conducting material between 
the two receives damage.

21

The imbiber’s body turns into water. She cannot 
speak. Those who missed the change or can’t 
communicate with the imbiber may not know who 
she really is. Use the stats for a water elemental where 
appropriate.

22

The imbiber’s head becomes a flagpole with his face 
on the flag. The imbiber can see and hear through 
the flag, so removing it renders him blind and deaf. 
The face is a static image, so communication is 
impossible via the flag, but the imbiber still has full 
use and control of his body.

23

Special result! The duration of the potion is set to 
1d10 rounds and during every round the GM should 
roll a new result on the table and apply it to the 
imbiber for that round. If a 23 is rolled again during 
this time the effect resets for another 1d10 rounds.

d% Effect

24

The imbiber turns into a giant chicken, goes through 
the process of laying an egg, then reverts back to 
normal. The egg continues to exist, what it is inside 
and whether or not it hatches or can be cooked and 
eaten is up to the GM.

25

The imbiber’s body turns into a 2-year old version of 
herself. She retains her senses and faculties, but her 
body is hard to control. (Players should get an XP 
award for talking in a ‘childlike’ voice while the effect 
lasts.)

26

The imbiber’s tongue swells to twice normal size 
and even protrudes from the mouth a little. While 
the effect lasts, speech is indecipherable, verbal 
spellcasting is impossible, and breathing is laborious.

27
The imbiber’s entire body is covered with eyes, all of 
which they can see through effectively giving them 
all around vision.

28
The imbiber’s body, as well as all of the equipment 
and clothing they are wearing, turns translucent and 
green.

29

The imbiber’s skin becomes soft and fragile like thin 
paper, with an acute sensitivity to any pain inflicted 
or rough movements. They suffer a 4 point penalty to 
AC and any damage incurred is increased by +1.

30

A lit 8-inch long candle grows out of one of the 
imbiber’s ears. Removing it inflicts 2d10 damage. It 
cannot be extinguished, burning even underwater. If 
the imbiber wears headgear over the ear, the candle 
only grows 1” and the flame burns him until he takes 
off the head covering.

31

Every living creature within 1 mile, friend and foe 
alike, falls into a magical sleep. Nothing will wake 
them up until the imbiber goes to sleep and wakes up 
herself.

32 Steam shoots from the imbiber’s ears.

33

The imbiber’s body becomes insubstantial and can 
pass through solid matter. During this effect, nothing 
can harm him, but he cannot affect the world around 
him, either.

34

The imbiber’s body turns into an inanimate but finely 
crafted wooden barrel. All of their equipment and 
money is stored inside of the barrel and can be stolen 
easily.

35 One of the imbiber’s limbs begins smoking as if a fire 
were recently extinguished off of it.

36

One of the imbiber’s limbs turns into an exposed 
beating heart and her actual heart is replaced with 
muscle tissue. If the limb suffers either a direct strike 
or too much damage the character might die (GM’s 
call).
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d% Effect

37
A cat’s mouth opens up on one of the imbiber’s limbs. 
This mouth howls and meows incessantly as if it were 
in pain.

38

The imbiber’s entire body sweats profusely for an 
hour. He stinks very badly and, if he doesn’t bathe 
properly within a day, he might contract a fungal 
infection.

39

The flesh of one of the imbiber’s limbs becomes 
invisible except for the bones. This disconcerting 
effect can repulse some NPCs, but otherwise the 
effect is only visual.

40
The imbiber’s body turns into living rock. They 
receive a natural 6 point bonus to AC but movement 
is cut in half.

41

The imbiber’s body fills with helium, and she floats 
up at a speed of the GM’s discretion, until the potion 
wears off. The imbiber’s body can either drift back 
down at the same rate, or plummet (determined 
randomly).

42

One of the imbiber’s limbs begins dripping a black 
slimy substance that magically just appears whenever 
the limb is moved (either as a footprint when the 
imbiber walks or a dripping trail left behind by the 
head or one of the arms).

43

The imbiber’s vision is heightened, allowing her to 
see microscopic organisms, the cause of death on a 
corpse, the movement of heat, electrical discharges in 
the sky, the effects of gravity and electromagnetism, 
the existence of magic on an item or in a creature, 
the existence of life, the existence of intelligence, 
and even the passage of time. The sheer volume 
of information is overwhelming and the character 
might go catatonic, or become crazed and try to lock 
themselves away, or they may sit down, cross their 
legs, and start humming “Om.”

44

Skin takes on a greenish hue and hair becomes 
mossy or grass-like. Trimming the “hair” results 
in excruciating pain and 1d2 HP damage. On the 
plus side, if the character stays in sunlight they can 
regenerate 2 HP per hour.

45

The imbiber’s body takes on the appearance of a 
painting. He still appears three dimensional, but his 
skin, hair, eyes and any clothing or gear he wears 
looks like brightly colored acrylic paint.

46

The imbiber grows a gigantic scorpion tail out of the 
back of her head. She has no control over the tail 
and it will strike at anything or anyone that comes 
near the imbiber, but never stings the imbiber’s body 
unless she tries to cover the tail. Removing the tail 
from the imbiber’s head causes 8d8 damage.

d% Effect

47 Random limb permanently turns necrotic, if the 
head is rolled the character dies.

48 A raised fleshy triangle appears on the imbiber’s 
forehead. It looks and feels like scar tissue.

49

The imbiber’s body takes on a shiny and smooth 
texture. Wounds do not bleed and normal physical 
reactions are no longer felt, such as starvation, 
exhaustion, suffocation, etc. Any damage inflicted 
upon the imbiber is reduced to half rounded down, 
but healing is impossible. (The imbiber has turned 
into solid plastic! The GM is encouraged to avoid 
using the word ‘plastic’ when describing this effect 
to the players since their characters would not know 
what plastic is.)

50

“I’ve got PIPES OF STEEL!” The imbiber’s neck, 
throat, and vocal chords turn into metal. All 
his vocalizations sound warped and echo like a 
synthesizer  with heavy reverb. Whether this adjusts 
Charisma/Personality is up to the GM, but players 
should be encouraged to role-play the altered voice 
for the effect’s duration. The character gets a 1-point 
bonus to AC, and magical weapons with decapitation 
effects do not function against the imbiber.)

51

The imbiber’s body becomes a sphere of flesh. She 
can generally control her movement (moving at 
minimum speed), but can quickly lose control of her 
speed on sloped surfaces. The imbiber can sensing 
her surroundings but cannot speak. Any clothing 
or gear becomes part of the “body sphere” and 
reappears when the effect wears off.

52 One of the imbiber’s limbs sprouts a dog’s nose which 
sniffs everything that comes near it.

53

The air around the imbiber’s body flashes with 
bright white light every other round. The light is 
painfully bright and blinding, to both observers and 
the imbiber. The blinding effect causes a -4 penalty 
to attack rolls as well as any other physical action 
attempted, but can also be nauseating since the effect 
is essentially a slow strobe effect (how this might 
come into play is up to the GM).

54

The imbiber’s body gives off pheromones that attract 
animals. Stray dogs, feral cats, wild horses, and even 
farm animals of every kind will follow the character 
and try to mate with them if given the opportunity.

55
The imbiber’s body turns into living wood. Fire 
inflicts double damage, but damage from cold is 
halved.

56
The imbiber’s skin turns into insect-like chitin. The 
imbiber receives a natural 3 point bonus to Armor 
Class but their movement rate is cut in half.
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57

The imbiber bloats and warps, filling with air. She 
cannot move without assistance. If she were in a 
small space before drinking the potion, her body 
expands to fill the space. She cannot be freed until 
the potion wears off, or the structure around her is 
destroyed.

58

The imbiber turns into a gigantic dragon (the largest 
possible according to the rules you are using). The 
imbiber has none of the powers of a dragon; only the 
size, strength and wings, flying may be difficult but 
not impossible.

59

The imbiber’s entire body becomes bruised and 
purple as if they were recently beaten by a gang of 
thugs. The “damage” is only cosmetic and no actual 
HP are lost.

60 A giant 10 lb. cancerous tumor grows out of one of 
the imbiber’s limbs.

61 The imbiber turns into a miniature version of 
themselves, no taller than one foot high.

62

One of the imbiber’s limbs turns into a void, a pitch 
blackness that hurts the eyes to look at and absorbs 
light and energy. The imbiber cannot take damage 
from this limb (it is simply negated) but they can still 
interact with the world using the limb.

63

A face appears on one of the imbiber’s limbs. This 
face has it’s own mind, voice, and personality, and 
it will communicate as if it has always been there, 
ignoring any questions about where it came from or 
why it suddenly appeared along the imbiber’s body.

64

The imbiber’s eyes become bright balls of white light. 
They can close their eyelids to hide the effect, but 
while their eyes are open they illuminate wherever 
they look like a beacon lantern and can see invisible 
objects and creatures.

65

Random limb becomes zombified and attacks any 
who approach, even possibly attacking the imbiber. 
The limb will return to normal when the effect 
ends. Clerics who attempt to Turn the limb might 
unintentionally maim or decapitate the character.

66

A loud popping noise announces the appearance 
of the imbiber’s alter ego, who should be an 
appropriately dream persona that the character 
wishes they were. The player and GM should work 
together to write up the character’s alter ego, but for 
simplicity you could simply reverse the character’s 
class (warriors become wizards, clerics become 
thieves, and vice versa) and switch ability scores 
around to adjust to the new class.

67 Strikingly blue fur instantly grows from the imbiber’s 
skin, and falls out when the potion wears off.

d% Effect

68
The flesh and skin around the imbiber’s mouth grows 
over and seals up the imbiber’s mouth. They can’t 
speak or eat until the effect wears off or is cured.

69

The imbiber turns into a common frog. The effect is 
permanent and cannot be healed, but is considered 
a curse for the purpose of reversing. Alternately, the 
kiss from an unattached noble of the opposite gender 
instantly restores the imbiber to normal.

70

Roll a d4 along with this result. A third arm and 
hand grows out of the imbiber’s back (1), head (2), 
chest (3), or buttocks (4). The hand is usable and the 
imbiber has complete control over it, but it doesn’t 
confer any extra strength or bonus attacks.

71

The imbiber instantly falls in love with the next 
living thing he sees after drinking. If the object of 
affection dies, the imbiber becomes despondent. This 
emotional side effect is a feeling of genuine loss and 
is not magical so it cannot be “healed.”

72

The imbiber sprouts feathers over every inch of their 
body. Plucking them is painful, but they will also 
lose feathers during strenuous activity like combat or 
running from scared villagers.

73

The imbiber is petrified. The effect is temporary as 
determined by the Supplemental A table, but the 
PCs don’t need to know this as the effect can still be 
reversed with the proper healing.

74

Flesh on one of the imbiber’s limbs begins to bubble 
and drip a thin gruel of flesh-colored bile. This stays 
on the ground, the imbiber’s clothes, or on anything 
she touches. This is not damaging, nor does the 
imbiber lose any mass, but it is nauseating. She 
suffers a -5 penalty to Charisma/Personality until the 
potion expires.

75

The imbiber begins to glow with radiant yellow light. 
How much this illuminates is up to the GM but it 
does make the character clearly visible and confers a 
+1 to hit bonus by opponents with ranged weapons.

76 The imbiber becomes incredibly magnetic, pulling 
small metallic objects or flying toward large ones.

77 An aura of bubbles follows the imbiber, seeming to 
form from the hair and shoulders.

78

The imbiber’s complexion turns pale and they are out 
of breath as if they just finished running for a long 
period of time. In fact, running, sprinting an heavy 
exertion of any kind are impossible while the effect 
lasts.

79
Both the imbiber’s legs become huge and muscular. 
She can jump 15’ straight up, 30’ across from a 
standing jump, or 60’ with a running leap.
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Potions Misfire Table
d% Effect

80

The imbiber turns into a swarm of locusts (or other 
insect chosen randomly or suitable for the current 
environment). The swarm act as a hive mind and the 
imbiber has complete control over the entire swarm. 
If the imbiber chose to “split” the swarm they might 
suffer a loss of intelligence, or possibly develop into 
two separate personalities (GM’s decision).

81

The imbiber ages incredibly fast until they are 90 
years old (or the racial equivalent). This effect is 
permanent but can be reversed with the proper 
healing magic. (If the GM thinks it appropriate, 
secretly roll 2d4 to determine how many weeks or 
months the character until dying of “old age.”)

82

The imbiber’s hair turns into snakes and his eyes 
become red, slitted, and cat-like. These changes are 
cosmetic; there is nothing significantly different 
about imbiber.

83

One of the imbiber’s limbs turns into a gigantic crab 
claw. If the head is rolled then it turns into a claw and 
the imbiber’s body falls prone. Anyone approaching 
the body is attacked by the giant crab claw.

84

Nothing appears to happen, but after one hour 
the imbiber begins vomiting and does not stop for 
a random duration. The vomiting is painful and 
debilitating and the imbiber’s stomach never seems 
to empty of “half-digested potion.”

85

The imbiber turns into living porcelain. Until the 
effect ends, any blow inflicted upon them causes 
double damage and leaves a cracked and jagged 
opening into their hollow interior.

86

Half of the muscles and skin of the imbiber’s body 
(roll twice on the limb table) droops and hangs off 
of their body like dead weight. Their Strength and 
Dexterity are reduced by -2 for each arm or hand 
affected, and their movement is possibly slowed (no 
more than half) if either of their legs are affected.

87

The imbiber transforms into an 18’ tall version of the 
last creature she killed (or helped kill). This could be 
trouble if that creature was a noble, a popular local, 
or the village’s prize goat. Doubly problematic if the 
imbiber transforms into a giant goblin since most 
people just assume she’s a giant goblin come to wreck 
the town and eat babies (“It’s not under a curse! Don’t 
listen to that monster’s tricks!”).

88

A limb grows to 4x regular size, breaking through 
clothes or armor. The muscles and veins underneath 
bulge through the raw and reddened skin. The 
limb weighs no less than 100 lbs. for purposes of 
movement and encumbrance.

89 The imbiber’s face and genitals switch positions.

d% Effect

90

Huge bat-like wings grow out of the imbiber’s back 
destroying any shirt, robe or armor they might have 
been wearing. They act independent of the imbiber’s 
wishes and flap randomly, knocking over nearby 
objects and sometimes slamming nearby people (or 
1d4 damage) and so they cannot be used to fly.

91
The imbiber transforms into a human-sized capybara 
(or similar rodent). They retain their intelligence, but 
physical abilities are limited by their new form.

92

The imbiber has a magical aura of music that plays 
around them and is pleasing to the imbiber, but 
others may be annoyed by the music’s presence. The 
music is not loud but sneaking is impossible while it 
plays.

93

The imbiber now urinates perfume and defecates 
pearls. This effect is permanent until healed (and 
anybody discovering what the imbiber can do might 
have a real incentive to kidnap then force feed them).

94 The imbiber’s body farts uncontrollably and 
continuously, the emanations are both foul and noisy.

95

Every time the imbiber does anything or performs 
any action (striking an opponent, opening a door, 
eating, etc.) two six-sided dice magically fly out of 
their body. The dice exist for a few seconds and then 
disappear, but the effect lasts for a long time (roll 1d6 
and consult the Supplemental A table).

96

The imbiber’s body is covered with fungus, moss, 
and mushrooms. These are painful to remove and 
grow back within a minute or two. Although slimy 
and gross, they do not really affect combat or hamper 
spellcasting abilities. Sneaking is difficult (-2 or -10% 
penalty) since the imbiber makes squeaking and 
sucking noises as he moves.

97

One of the imbiber’s limbs turns into a dog the size 
of the affected limb. The dog’s anus connects to the 
character’s body where the limb normally would. 
Depending on the limb, this can hamper movement, 
combat rolls, or casting spells. If the imbiber’s head 
is replaced, the dog controls the imbiber’s body. 
(Creative GMs will replace the word ‘dog’ in this 
description with ‘random mundane animal.’)

98

A random body part turns into living metal. The 
character gains 20 pounds for the effect duration, 
but can reduce the damage from any physical 
nonmagical attacks by 2 points.

99 The imbiber turns into a random monster. Consult 
Supplemental C: Universal Monsters.

100
Re-roll twice and combine the effects. Every time 100 
is rolled again re-roll and combine the result with the 
previous results.
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Potions Misfire Table
supplemental a: random amount of time
When not specified by a result from the table, roll 1d20 
and refer to the table below. If the GM wants to keep the 
effects relatively short but still debilitating, simply roll 3d6 to 
determine how many rounds the effect lasts.

Random Amount of Time Table
d20 Amount of Time

1 1d8 days
2-3 2d12 hours
4-6 1d3 hours

7-10 4d6 rounds
11-16 2d6 rounds
17-19 1d10 rounds

20 1d4 rounds

supplemental b: random limb
For results that ask to randomly select a limb, apply an 
additional roll of 1d20 on the table below. When appropriate, 
roll 1d6 to determine the limb side (1-3 left, 4-6 right):

Random Limb Table
d20 Limb
1-5 Foot
6-9 Leg

10-14 Hand
15-18 Arm
19-20 Head

supplemental c: universal monsters
This final table lists every monster described in the basic 
rulebook for the four games mentioned above: Adventurer 
Conqueror King, Labyrinth Lord, Swords & Wizardry, and 
Dungeon Crawl Classics. If you roll a random monster from 
this table, the stats are readily available in those systems. 
Dragons, elementals, and undead were the only monsters 
omitted.To get a result on this table, roll 1d30. If you do not 
have a d30, roll 1d10 for a result and then modify it by a 1d6 
roll: if the result is 3-4 apply a +10 to the d10 roll, if the result 
is 5-6 apply a +20 to the d10 roll.

Random Universal Monster Table
d30 Monster

1 Giant Ant
2 Basilisk
3 Giant Bat
4 Giant Beetle
5 Bugbear
6 Centaur
7 Giant Centipede
8 Chimera
9 Cockatrice

10 Gargoyle

11

Giant
Roll 1d6 for type:
	 1: Hill
	 2: Stone
	 3: Frost
	 4: Fire
	 5: Cloud
	 6: Storm

12 Gnoll
13 Goblin
14 Griffon
15 Harpy
16 Hell Hound
17 Hobgoblin
18 Horse
19 Hydra
20 Kobold
21 Giant Leech
22 Lizardman
23 Manticore
24 Minotaur
25 Ogre
26 Orc
27 Owlbear
28 Shadow
29 Troll
30 Wolf
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By Thomas Molyes
Dwarf Clan FeudsDear Secret Santicore,

Please grant me a d10 list of the legends behind epic 
dwarven inter-clan feuds.
Thank you,
Edward Wilson

d10 RESULT

1

The Anvilbreakers and the Bronzegauntlet clans come from the same geographic area and have been feuding longer 
than anybody can remember. Only four dwarves in the world, each clan’s leader and chief advisor, know both clans 
came from a schism in the Greatforge clan. A series of deaths (seen as unfortunate or assassinations, depending on 
who you ask) created a succession crisis. The resulting civil war created two clans, each unwilling to acknowledge 
their shared history. After a few generations, the truth was only whispered in conclave rooms after the death of a 
previous leader/adviser.

2

To pass long nights in the cavern halls, many dwarven clans developed a game involving the younger dwarves and a 
decapitated goblin head. The sport became popular, teams formed, and the betting and drinking increased. At some 
point, fans of the Red and the White teams became great rivals; their violence split the clan in two, with the new clans 
opposing each other in all ways, not just on the stone playing field.

3
The Halls of Light were a sacred dwarven site. After their destruction in a fiery eruption, blame focused mainly on the 
Shalehall clan, the shrine’s guardians. Fingers also pointed at the Goodpick clan, rumored to have been engaging in a 
secret ceremony at the time of the eruption.

4
Both clans claim to have been the first to discover a particularly rich vein of gold. After some minor skirmishes, the 
area has been blocked off and all entrances guarded by one clan or the other. Clues as to which clan was first can be 
found within the tunnels, should a third party convince both clan chiefs that they should be allowed to enter.

5
When splitting the treasure from a joint expedition, dwarves from Clan Dragonbellows hid an artifact of great value 
and power from the other dwarves involved. All clans believe that the artifact rightfully belongs to them and are con-
stantly scheming either to get it back or to keep its location hidden.

6
Various dwarven clans have had important items stolen by a single mysterious dwarf. Each clan suspects one of the 
other clans of harboring the thief and the items. The person in question is actually a female human magic-user who is 
very good at passing as a charismatic dwarf.

7
The Doomcairn clan fought the Blackwood Goblins at the Battle of Ash Ford, expecting the Veinfinder clan to show 
up as well. The Veinfinders never did, claiming the call to battle never came. Both clans have bad blood over it to this 
day.

8
One fine day, Knorri and Giliden were boasting to each other of their drinking abilities. Each made stronger and 
stronger claims until the only possible result was a drinking contest. Midway through the contest, Knorri accused 
Giliden of watering down his ale. Giliden, in his wrath, slew Knorri.

9 King Bolli of the Honorlode clan repeatedly met with representatives of the Bronze Hill clan with his beard unbraid-
ed. After a series of these affronts, they could not bear it any longer and attacked him in his own throne room.

10 When Vahari and Gim strode forth to defeat the Bog Hag, only Vahari came back. Gim’s clan accused Vahari of cow-
ardice that caused Gim’s death. Gim’s body has never been recovered.

Legends Behind the feuds
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Dwarf Clan feuds

If the above feuds are too specific, unsuitable for your needs, 
or dangit you just need a lot more dwarven clan feuds, roll a 
d10 on each table below to get a random Dwarf feud. As an 
example, rolling a 8, 6, and 1 would get you: a Vicious Feud 

based on Forbidden Love where one clan has been in�ltrated 
by doppelgangers. Cross out and replace The Flavor entries 
with something else each time they’re rolled in order to avoid 
repetition.

Random Clan feud Generator

REASON FOR FEUD
d10 Result

1 Conflicting claims over a rich mining area.

2 Breach of dwarven etiquette/affront, often relating to 
facial hair.

3 Schism of a single clan resulting in multiple warring 
clans.

4 Betrayal/cowardice in battle.

5
Argument turned deadly -- i.e. there was a minor 
altercation between clan members that led to the 
death of a dwarf, with resulting reprisals.

6
Forbidden love -- a dwarf from one clan married 
a dwarf who was already betrothed to another. 
Murders ensue.

7
One of the clans allied with humans and elves in 
order to fight a common enemy. The other clans 
view them as sellouts.

8
Differing (and often trivial) interpretations of one 
section in the extremely lengthy and boring dwarven 
legal codes, often relating to dwarven brewing laws.

9 One clan is either extremely thrifty or has outright 
cheated the other clans when engaging in trade.

10 Historical conflict between dwarven heroes from 
each clan.

LEVEL OF ANIMOSITY
d10 Result

1
Amicable Disagreement - Both clans are aware that the feud is mainly for pride, although most reasonable dwarves 
will put up a front of being angry or upset; eventually they can be persuaded to cooperate or talk to one another, 
especially if a third party is involved.

2-3
Rivalry - Although both clans dislike each other intensely, the feud tends toward competition/verbal disputes rather 
than actual armed conflict - if two dwarves of each clan met in a bar, it’s a given that they would at least argue, fairly 
likely that they might have a fistfight and fairly unlikely that they would actually draw weapons.

4-7
Feud - The clans involved hate each other and are engaged in a series of reprisals for real or perceived misdeeds by the 
other clan. Although both clans might be convinced to meet under the auspices of a third party, any chance meeting 
will likely lead to blood being spill.

8-9
Vicious - Any meeting between representatives of the clans will eventually result in violence unless a third party 
mediates somehow. Both clans are actively scheming to attacking/weaken the other clan, with multiple dwarves 
having lost their lives recently.

10 Blood Feud - Dwarves who meet a dwarf from the other clan will attack on sight with intent to kill unless forcibly 
restrained. Dwarven honor goes out the window, such is the level of enmity.

FLAVOR
d10 Result

1 Dopplegangers infiltrate one clan and replace 
important members for their own nefarious goals.

2
The local dwarven king (or poobah, or deity) is 
secretly favoring one of the clans, providing support 
in an attempt to undermine the other.

3
The disturbance causing the initial rift between the 
two clans was caused by a third clan; neither of the 
warring clans are aware of this.

4 One of the clans has a powerful ally in a human 
trading syndicate.

5 One clan is suspiciously tall for dwarves.

6 There is an upcoming every-other-millennia dwarf-
moot that both clans are expected to attend.

7
Both clans engage in kidnapping and then raising 
the children as members of their own clan. Double-
agents feature prominently.

8 Sound-based weaponry is used to collapse rival clan’s 
mining tunnels.

9 The feud is mainly carried on by vengeful dwarven 
ghosts. Most of the living dwarves don’t give a fig.

10
The feuding clans both occupy the same ancient 
dwarven fort, creating an intense tunnel-to-tunnel 
subterranean urban warfare.
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Horrible Std d20 Table
d20 Condition

15 As 5, but each sore has a mouth that ridicules and shouts abuse at the infected. Rolls are at -2 and the character fails 
all stealth and perception checks during outbreaks.

16 In 1d12 hours, the infected’s genitals turn into an angry, poisonous snake. If killed/cut off, see 11-12. If tamed and 
left attached, one of the infected’s hands or feet may (15% chance) turn into an angry snake every week.

17

Every time the infected enters battle or any other dangerous situation, their skeleton tries to leap from their mouth 
and escape, one time per battle (or situation). This can be prevented with a contested STR roll vs the skeleton’s 
STR of 8, but requires a full round. The skeleton’s STR increases every time it fails. If the skeleton is successful, the 
infected is left a pile of immobile viscera, but fully intelligent and aware. The Skeleton is not evil, but wants to remain 
free of its former body. If it can be tricked into jumping back into the infected’s mouth, the condition will be cured.

18

The infected will slowly fall under the mental influence of the other sex partner. In 1d6 days, the other partner will 
have total mental control. The infected will be following silent telepathic commands and leading his or her unaware 
companions towards mishap and misfortune to the benefit of the other partner, who is probably a disguised Devil. 
At the DM’s discretion, 1d6+2 days after this begins, the infected’s skin begins turning blue.

19 When in the presence of someone of the gender and species the infected is attracted to, he or she will uncontrollably 
writhe and leer in a parody of seduction, especially in inappropriate situations.

20
1d6 angry green bees emerge from the infected’s genitals in stressful situations and sting him/her and any nearby 
creatures. The stings cause 1 point of damage and a green bruise. 12 hours later, the bruises explode open, causing 
1d12 damage per sting. At the DM’s discretion, more bees emerge from the wounds.

21

The infected’s body turns to stone, one piece every 1d4 days. This starts with the genitals and spreads randomly. The 
infected’s encumbrance increases, movement decreases, and AC improves, as the DM deems appropriate. After a 
number of body parts equal to the infected’s CON score, the infected is an immobile statue, but is intelligent and 
fully aware of it’s surroundings. Infected in this stage of the disease can only communicate with telepaths.

22

The infected’s whole body turns green and becomes less and less substantial, eventually becoming a Stinking Cloud 
in 1d4 weeks. (as per the spell, but the consciousness of the infected is within and controls the cloud). The infected 
retains his or her intelligence, but cannot touch or be touched by physical beings. Verbal communication is still 
possible. There is a 30% chance anyone within the cloud will contract a disease from this chart.

23

The infected’s face ripples and shimmers, like a sea churning with blood or the air over a corpse in the desert. Those 
who see it are unsettled, but fascinated, and moved to remark upon it. Some say one can discern the future from the 
faces of those so afflicted. Should the infected ever look upon their own face, however, they immediately cease to 
exist. Reflective surfaces of all kinds are best avoided. This affliction can only be removed by a deity.

24
The newly infected and the infecting sexual partner physically switch places every 24 hours, as if under a Teleport 
spell. If one of them dies, the other is Teleported to a horrible hell for 24 hours and the dead person is alive in their 
place. Can be removed by Remove Curse, Wish, or the destruction of a valuable magic item in a complicated ritual.

25+

Neat, even squares of the infected’s body disappear at a rate of one 4” square every 1d20 days. The infected does 
not suffer pain or damage, but STR, CON, and total HP are reduced by 1 and AC improves by 1 every time a piece 
disappears. When STR or CON reach 0, the infected’s entire being has transitioned to some other plane of existence 
or simply ceased to be. Only a deity may remove this disease once contracted, although Cure Disease cast by a priest 
10 levels higher than the infected (or a Wish) can delay it for 1d12+8 days.

DISEASE ELEMENTAL
AC: 3 or 17
HD: 5 + 5
MV: 180’(60’)
ATTACKS: +2 to Hit, 1d8+2 Damage, roll 1d12 and consult 
the Horrible Sexually Transmitted Disease Table

NOTES: takes +4 Damage from fire, acid, magic; takes half 
damage from everything else; Healing spells damage this 
creature double the amount they would heal; Cure Disease 
removes half this creature’s HP.

WRINKLED SAC HOMUNCULUS
AC: 4 or 16
HD: 2 + 2
MV: 120’(40’)
ATTACKS: Dagger +4 to hit from behind or unaware, 1d4 
Damage (+2 from behind, double if target unaware), SAVE 
VS POISON or SLEEP for 1d4 rounds

NOTES: 75% Hide in Shadows and Move Silently

new creatures
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By Erik Jensen

The Plot Thickens
Using classic mystery and 

 conspiracy gimmicks

Dear Secret Santicore,
Please grant me something that would get a simple, 
straight-up combat oriented group involved and 
interested in some deep intrigue or mystery. Doesn’t 
matter what: an encounter, adventure outline, maybe even 
an item, but it should get even the most hardened hack & 
slasher interested in finding out more.

This morning I figured I’d share one of my own Santicore 
contributions before we run out the door to a family party 
on the other side of the Chesapeake. Some blathering about 
conspiracy and mystery plots and techniques for weaving 
them into your game.

the plot thickens
There’s no one-size-fits all way to get players (or characters) 
who aren’t into grand mysteries to fall in love with that 
sort of campaign, but thankfully there are myriad ways to 
try to hook their interest. When PCs come across a grand 
conspiracy or weird mystery, it’s evidence of a larger world 
beyond their own in-game actions. They may choose to 
ignore it or address it, but the mystery chugs along regardless; 
and in fact sometimes the best intriguing mysteries are 
those which aren’t real at all - constructed in the characters’ 
heads out of fear and coincidence. The central trick is to 
strike a balance between the characters learning more and 
more about the mystery, and the characters realizing that the 
mystery is broader and deeper than they had imagined. A 
good large-scale mystery is just another kind of labyrinth to 
be navigated by curious adventurers.

the principles of hooking ‘em
MAKE IT PERSONAL
Tying the mystery to the characters’ allies, relatives, or 
the PCs themselves may be the surest way to engage their 
interest. It doesn’t guarantee they won’t try to stab the 
problem, but at least they’ll be addressing it. In some cases, 
the goal can be personalized in a more mercenary fashion - 
solving the mystery is the key to getting what the protagonists 
want in a material sense. You have to know the PCs goals and 
“care-abouts” before you can threaten them properly.

ACTUAL IMPORTANCE
The grand mystery has to matter enough that if the PCs 
don’t investigate to some degree, bad things could happen. 
This doesn’t have to be world-shattering stuff - and perhaps 
shouldn’t be - but the mystery has to exist for a reason, 
and the reason must hook the characters. “Oh, a multi-
generational shark cult that’s been pulling the strings in this 
city for a century? Yawn.” For a mystery to be engaging as an 
adventure hook or the understructure of a campaign, it has to 
be more than just set dressing.

BALANCE THE DEEPENING MYSTERY 
WITH REAL PROGRESS

As PCs go down the rabbit-hole of mysterious conspiracy, 
they must be both impelled forward by a desire to see what’s 
next but also confident that they are, in fact, making actual 
progress. The illusion of progress isn’t enough - most players 
will not put up with endless sleight-of-hand, nor should 
they. If the mystery is a labyrinth, they should be constantly 
finding new levels and rooms, not just wandering the 
corridors aimlessly.

DON’T BAIT-AND-SWITCH THE TONE
If your campaign began as one of heroic fantasy and action, 
don’t switch horses midstream and start running a completely 
dark, on-the-run conspiracy thing. If you change campaign 
tone before you have (explicit or implicit) buy-in, you will 
alienate players. If you’re mashing tones together, you have 
to blend them so you don’t abandon the original vibe of the 
game. Players who aren’t super-intrigued by the mystery 
will better ride along for the story arc if there are still strong 
features of the stuff they came for - action, adventure, 
combat. Try to balance the unknown with the familiar.

PARANOIA AND CLAUSTROPHOBIA
If you’re going for a conspiracy-theory vibe, then at some 
point the PCs need to feel like their invisible adversaries 
really are everywhere, even if they’re not. The sensation 
of being watched; little things askew (“I thought I left my 
keys on the other table, but --”). Pairing this with a sense 
of claustrophobia - metaphorical or literal - will have the 
characters (and maybe the players) feeling trapped. And if 
you’re running a conspiracy/intrigue scenario, that’s a good 
thing.

intriguing mystery gimmicks
Below are some examples of classic gimmicks you can use 
to try to hook players (and their characters) deeper into 
an overarching mystery plot. I refer to them as gimmicks 
because they are just that - easy techniques or cheap narrative 
trickery which, combined and layered, can help in presenting 
a grand conspiracy, or making a minor mystery feel much 
larger.
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The Plot Thickens
THE MYSTERIOUS SYMBOL
“Wait, didn’t those other guys have scorpion tattoos as well? 
What does it all mean?” A mark on a fallen foe, a strange 
symbol pressed into the wax seal of a menacing missive - 
introducing a mysterious symbol is a great first revelation 
of a wider mystery, as it not only ties things together 
visually as the symbol shows up in different places, but it 
also characterizes the nature of the mystery through the 
connotations of the symbol.

IMPROBABLE REPETITION
“I see it everywhere - on clock-faces, street addresses. 
Yesterday it was in my lottery ticket.” Whether it’s the number 
22 or the phrase ‘Naughty Coyote’, when the same words or 
images just keep turning up, inexplicably, characters will 
likely begin to draw connections between the appearances. 
Are they reading too much into it, or is there really a cosmic 
puppet-master behind the messages? A more mundane 
version of this is “they’re everywhere” - the townsfolk 
turn out to be secret cultists, the villain really owns the 
megacorporation you’ve been working for, all manifestations 
of sinister synchronicity which can make the characters feel 
like reality itself is out to get them.

THE NOT-A-MAP TREASURE HUNT
When characters are following clues hidden in something 
which is not-quite-a-map - encoded in an old book, following 
the movements of a strange pocketwatch, etc - there’s 
automatically an extra layer of secrecy added to the quest. 
Not only is the “treasure” hidden, but the “map” is also 
obscured in one or more ways - how much more fantastic 
must the goal be with all of this secrecy? Bonus points if 
special or secret knowledge is required to understand the 
map in the first place.

THE MULTI-PART CODED MESSAGE
You can get some good mileage out of an encrypted message, 
especially if it’s multi-part; like an A-B-C quest, but to unlock 
a single message. The characters must accomplish various 
things in order to break each part of the code, or there’s a 
code within a code. Imagine the PCs having to find and 
assemble the pieces of a jigsaw puzzle, only to find that they 
now must extract coded meaning from the picture revealed.

THE RACE AGAINST TIME
A deadline adds tension if the characters care about the 
results. Running to stop something from happening, or 
guarantee it, cranks up the excitement if done sparingly and 
meaningfully. 

STOLEN FACES
Nothing freaks characters out like learning their companion 
or trusted friend was a doppelganger or simuloid all along. 
When were they replaced? For what purpose? Or perhaps 
someone is masquerading as the PCs! Related to this is the 

mistaken-identity or face-swapping problem; maybe the 
PCs get dragged into the conspiracy by accident, or have to 
abandon their old identities while on the lam.

THE DARK MIRROR
Having a professional (or romantic) rival involved on the 
other side of the mystery is a classic means to increasing 
character investment. Indy would’ve tried to stop the Nazis 
anyway, but having Belloq involved made it personal and 
put it over the top. The more alike the PC and rival are, the 
sweeter the hatred; it’s the Spider-man vs Venom angle.

I KNOW YOUR SECRETS
Being faced with a foe who somehow knows things about 
you which nobody else knows is disconcerting at best. Who 
is she, and how does she know that? Why didn’t they kill us 
when they had the chance? Even better is the foe or wild-card 
who claims to know things even the PC didn’t know - the 
identity of their real father, or the key to clearing someone’s 
name. This sort of thing is a massive tease, and if you use it, 
make sure you remember that it is a tease and shouldn’t go on 
forever.

GOING LEGENDARY
Sometimes an effective reveal involves upping the stakes mid-
mystery as the protagonists discover that what they thought 
was a small-scale problem is potentially a much larger-scale 
problem. That bandit king they’ve been working against just 
so happens to match the characteristics of the prophesied 
Doom Messiah; or the amnesiac girl they rescued bears a 
birthmark which just might suggest she’s the lost Venusian 
princess everyone’s talking about. Escalation is a window 
to bringing in new factions who care not only about the 
mystery, but about the PCs, as well.

WHEELS WITHIN WHEELS
There’s nothing wrong with retcon if it’s done well - by 
which I mean, plausibly and in a way that doesn’t invalidate 
anything established so far. Perhaps an ally betrays the PCs, 
revealing not only that they were working for the conspiracy 
all along, but that everything the protagonists have been 
through has all been a part of this same scheme, even their 
seemingly-unrelated early adventures. The pinnacle of this 
technique is the “everything you know is wrong” reversal, 
which potentially flips everybody’s motivation upside-down.

FRIEND FROM THE FUTURE-PAST
Want to really mess with characters’ minds? If your game’s 
genre allows, introduce an NPC version of one of the PCs, 
from the future. How and why did he come back in time? 
What does he want with us? What happens if he kills his 
younger self? Did he come back to stop us from succeeding, 
because he’s seen the world that results from our success? 

This also works with a mysterious past version of a PC 
showing up, but as you can imagine it’s a bit trickier to 
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explain away without doing memory-wipes or parallel 
timestreams. Imagine a scene where the younger version 
gets wounded, and a scar appears on the older version 
immediately; even better, the PC asks his older self where he 
got that bullet scar, and the older version replies “You gave it 
to me” and shoots the PC in that exact spot! Not to mention 
the potential Heinlein hijinks and assorted classic paradoxes.

REFUGEES FROM CHOICES UNTAKEN
similar to ‘the time-travel thing’, you could also introduce an 
NPC who was a PC or PC ally, but from a parallel universe or 
alternate timestream where things occurred differently and 
other choices were made. “Admit it, you guys are starting to 
like Nazi me better than actual me, aren’t you. What is it, the 
cool leather trenchcoat?”

FLASHBACK
Everybody’s seen flashbacks in movies and on TV, but not 
everyone uses them in their campaigns, especially traditional-
style games. But when you’re pursuing a grand mystery, a 
flashback sequence can be a good way to reveal extra details 
(especially if you’ve just added them in hindsight!) or remind 
the players of something they’re discounting. In fantasy and 
sci-fi games, you have added ‘flashback’ potential in the form 
of speaking with the dead, reading people’s minds, and the 
like. And don’t forget dream sequences have their place as 
well, especially in a mystery - the subconscious mind may 
very well assemble clues in a very different manner than the 
waking PC. Or even “past life” shenanigans! These techniques 
can be something the GM narrates to provide detail, or in 
some cases it might be appropriate to actually play out the 
scene in some way.

FLASH-FORWARD, OR “SPLASH PAGE”
The flash-forward is a narrative technique that doesn’t always 
work at the table - there, you’ve been warned. Basically 
the gimmick is thus: you open the session (or the entire 
campaign) with a drastic cut-scene; an example would be the 
villain standing triumphant atop the corpses of the PCs. Then 
you announce “Five hours earlier...” or “Two years ago...” and 
start your regular campaign action. Some players will eagerly 
work to get themselves in a position to “see” the flash-forward 
actually happen, although it may turn out the ‘splash page’ 
image wasn’t telling the whole truth; other players just plain 
won’t bite (this is why it doesn’t always work without player 
buy-in). 

Regardless, the idea is to sort of set an extra goal for the 
players to head for, to keep them moving forward even if 
they’re not sure what they want to do next. You can use this 
technique to snap a particular player to attention, as well - 
imagine if you started a session with “Bruthark the Reaver 
stands, bloody and beaten, in the driving rain, one eye nearly 
swollen shut; his grip on his famous axe is slack. Then the 
voiceover: ‘I am Bruthark the Reaver, most feared warrior 

in all the five realms. And this is the story of the day I died.’” 
You’d get Bruthark’s player’s attention right quick. Keep in 
mind I’m not advocating railroading any particular results 
here other than generating an eventual scene that looks 
similar to the flash-forward. Maybe Bruthark “dies” for an 
instant before being resuscitated, perhaps we’re just seeing 
him during a moment of self-doubt; maybe they end up 
faking his death for some scheme, or he dies metaphorically 
by starting a new life as Bruthark the God-King - anything’s 
possible.

On the following page is a random table with bits of mystery 
and conspiracy tropes and gimmicks, which may prove useful 
for brainstorming or - if you’re brave - rapid plot-turns at the 
table.



Secret Santicore 49 GM Tips, Tools, & Wisdom

The Plot Thickens
d30 Mystery Device

1 Mistaken identity - the target isn’t the target
2 Mysterious symbol - villain wears a strange mark linked to the mystery
3 I know your secrets - villain or wildcard has unusual info about a PC; blackmail?
4 Dark mirror - a PC’s despised rival plays a role
5 More than they seem - PCs uncover new info about an NPC which changes the whole picture
6 Mistaken identity - a PC is thought to be someone else
7 Break-in - PC HQ is ransacked, either searching for something or for intimidation
8 Pack your bags - fresh info suggests the PCs are completely in the wrong location, and time is short
9 You’re off the case - any authority the PCs had is taken from them

10 For your own good - an NPC screws over a PC, but in the long-term it’s helpful
11 Claustrophobia - opportunity to get locked up or otherwise trapped, ramping up tension
12 Paranoia - sense of being watched or followed, or tangential evidence of same
13 Right in front of us the whole time - an important clue is hidden in plain sight
14 One of us - allies are actually in league with villains, try to ‘convert’ one or more PCs
15 Dying messenger - information is passed, but what does it mean?
16 Mysterious symbol - a location is marked 
17 Vanishing village - a massive cover-up erases the PCs best evidence
18 The game is afoot - a spectacular chase or race-against-time
19 Stolen faces - someone is masquerading as a PC
20 We have your sister - villains threaten PC dependents or allies
21 Wheels within wheels - ally betrays the PCs 
22 This goes all the way to the top - an authority figure is corrupt and involved
23 This is not a proper map - good information is encoded in something unusual
24 More than they seem - a legendary revelation (new info) raises the stakes dramatically
25 Narrative revelation - a flashback or cut-scene adds details previously unknown
26 Infiltrator - a PC or ally is actually a villain/monster
27 Paranoia - the PCs risk ending up on the wrong side of the law or hunted by authorities
28 Wildcard - an NPC arrives on the scene, but which side is she on?
29 Hello again - someone from a PCs past shows up
30 Duck! - they’ve sent someone to kill you
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Dear Secret Santicore,
Please grant me an ‘Ouchies & Boo-boos Table’ - a 
G-Rated or Disney-fied version of a Death & 
Dismemberment table.

By Kiel Chenier

Ouchies and Boo-boos 
g-rated disney death and 

dismemberment tables

Death and dismemberment can be scary stuff. One bum roll 
and you’ve lost a limb, had your eye poked out, or maybe 
you’re standing there holding your own entrails, looking 
flabbergasted. It’s serious business...

...or maybe not so serious. If your campaign isn’t the right 
tone for these tables, perhaps consider introducing a magic 
weapon which has these effects? A giant hammer, perhaps.

MELEE
d12 Result
1-2 X’s for eyes. Your HP is reduced to zero. Your tongue sticks out. You pine for the fjords.
3 Clonk on the head. Birdies or stars circle your head. You’re knocked unconscious and must save vs. death.
4 One lump or two. Lumps on your head push out from your hair. You’re knocked unconscious and must save vs. death.

5 Dramatic cut/bruise. You’re wounded in a way that looks serious and dramatic. You’re slowed and inspire sympathy 
for 2d4 rounds.

6-8 Brutish strike. You lose 1d4 teeth, falling out like piano keys, UNLESS wearing some kind of helm. Then, you’re just 
stunned for 1d4 rounds.

9 Bruised butt. You’re knocked prone, UNLESS wearing light armor. Then, you get to save vs. being knocked prone.
10 Black eye/cut cheek. You end up looking kind of cool and badass, actually. Save vs. being knocked prone.
11 No effect. Everything’s coming up Milhouse.

12 Turning point! The music swells and you have an awesome comeback line, along with 1d6+ your level hit points (or 
other system-based healing).

MAGIC
d12 Result

1-2 Magically discharged. The spell winks you into a pocket dimension. Your HP is reduced to zero. You’re now just a 
memory.

3 Transformed. Magical after effects turn you into a toad. You’re knocked unconscious and must make saving throws vs. 
toad.

4 Encased in crystal. The spell spreads over your body, trapping you. You’re knocked unconscious and must save vs. 
being trapped.

5 Slimed. Residuum residue lingers from the spell, covering you like molasses. You’re slowed and grossed out for 2d4 
rounds.

6-8 Magical overload. You’re knocked prone. If you’re wielding/wearing a magical item, it is disenchanted for 2d4 rounds.

9 Big butt. The spell enlarges your butt, weighing you down. You’re knocked prone, UNLESS wearing light armor. Then, 
you get to save vs. being knocked prone. The effect lasts 1d4 rounds.

10 Wreathed in sparklies. The magic explodes around you, looking cool like fireworks. Save vs. being blinded for a round.
11 No effect. Allons-y.

12 Turning point! You take the full effects of the spell, but rebound it back against the caster. They take half damage from 
it, but all of its effects.
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MISSILE

d12 Result
1-2 Pincushioned. Your HP is reduced to zero. You’re covered in arrows/bolts/needles. Your eyes are overwhelmed swirls.

3 Arrow to the knee. Your adventuring days are over. You have a permanent limp. You’re knocked unconscious and 
must make saving throws vs. death.

4 Scary miss. You dodge a volley of missiles, ducking below and leaving your hair behind to hang in the air cartoon-
ishly. The shock of it knocks you unconscious and you must make saving throws vs. death.

5 Boromir’d. You get struck with arrows/missiles in slow motion, making you look like you’re in a dramatic death 
scene. You’re slowed for 2d4 rounds.

6-8 Glancing Strike. Your forehead’s grazed, making your vision fuzzy. You’re blinded for 1d4 rounds, UNLESS wearing 
some kind of helm. Then you’re just stunned for 1d4 rounds.

9 Bruised butt. The missile strike knocks you prone, UNLESS wearing light armor. Then, you get to save vs. being 
knocked prone.

10 Arrow to the toe. You hop around comically. Save vs. being knocked prone.
11 No effect. A winner is you.

12 Turning point! The music swells and you have an awesome comeback line, along with 1d6+ your level hit points (or 
other system-based healing).

I hunger for blood... And donuts....
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By Christopher Helton

Dear Secret Santicore,
Please grant me a food chain table for a 
dungeon. Include some new monsters if you 
like.

Dungeon Food 
Chain Generator

While underground, an adventuring party can run into a 
number of predatory creatures. Tables 2, 3, and 4 rank them 
by “toughness,” while Table 1 allows GMs to randomly pick a 
table, if so desired.

These are a combination of random monster and wandering 
monster tables. There might not be a great deal of logic to 
why the creatures appear to adventurers (that is probably the 
source of another set of tables), but this will give you some 
creatures that you might not normally think to have as an 
encounter. All of these creatures can be found in the original 
edition retroclones.

I have also taken the liberty of creating one new creature for 
each “level,” with write-ups following the tables.

Table 1: RANDOM TABLE DETERMINATION
d6 TABLE
1-2 Table 2
3-4 Table 3
5-6 Table 4

TABLE 2: WEAKER CREATURES
d12 Creature

1 Giant Crab, 1d8 encountered

2 Scarlet Strangler, 2d6 encountered
3 Skeleton, 3d6 encountered
4 Fire Beetle, 1d4 encountered

5 Hobgoblin, 2d4 encountered

6 Lizardmen, 2d6 encountered

7 Giant Centipede, 1d8 encountered

8 Goblin, 3d6 encountered

9 Wererat, 2d4 encountered

10 Orc, 2d6 encountered

11 Roll twice on this table, ignoring 11 or 12.

12 Roll on Table 1.c

TABLE 3 MIDDLING CREATURES
d12 Creature

1 Grey Ooze, 1 encountered
2 Cocaktrice, 2d4 encountered
3 Werebear, 2d6 encountered
4 Gorgon, 1d4 encountered
5 Giant Lizard, 1d4 encountered
6 Ogre, 1d6 encountered
7 Rust Monster, 2d4 encountered
8 Redcap, 2d8 encountered
9 Owl Bear, 1d6 encountered

10 Troll, 2d6 encountered
11 Roll twice on this table, ignoring 11 or 12.
12 Roll on Table 1.d

TABLe 4: TOUGHER CREATURES
d12 Creature

1 Purple Worm, 1d4 encountered
2 Efreet, 1d3 encountered
3 Dragon Turtle, 1 encountered
4 Bronze Golem, 1d2 encountered
5 Vampire, 2d4 encountered
6 Hydra, 2d4 encountered
7 Frost Salamander, 1d6 encountered
8 Cyclopes, 1d4 encountered
9 Ettin, 1d8 encountered

10 Giant Python, 1d8 encountered
11 Crimson Fiend, 1d3 encountered
12 Roll once on all three tables.
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CRIMSON FIEND
Hit Dice: 10
Armor Class: 2
Attack: 2 claws (1d8+2) hands, 2 claws (1d6+2) feet
Saving Throw: 5
Special: Immune to non-magical weapons,
	 Magic Resistance 50%
Move: 10, fly 15
Alignment: Chaos
Challenge Level/XP: 14/2600

Terrors from the deepest, darkest depths of hell, fiends are 
feared by even the most evil and chaotic of creatures. They 
have bat-like faces, leathery skin (the color of fresh, wet 
blood), glowing green eyes and talon-like hands and feet. 
They have large bat-like wings that allow them the ability to 
fly.

new creatures

REDCAP
Hit Dice: 4
Armor Class: 4
Attack: by weapon, usually short sword
Saving Throw: 13
Special: Immune to sleep, charm and hold
Move: 10
Alignment: Chaos
Challenge Level/XP: 6/400

Red Caps are despicable fae creatures that delight in causing 
pain, and murder. Short and ugly, with evil, wizened faces, 
their fingers end in claws. They dye their hats in the blood of 
their victims, which never quite dries and typically drips onto 
their faces and clothing. They are fierce creatures, who will 
not back down from causing harm to their chosen victim.

SCARLET STRANGLER
Hit Dice: 1
Armor Class: 9
Attack: choke (special, see description)
Saving Throw: 17
Special: see description
Move: 0
Alignment: Chaos
Challenge Level/XP: 2/30

This snake-like creature looks and feels like a red velvet 
ribbon with a tiny clasp (the mouth). Once put on, the wearer 
must make a saving throw or the creature clamps down and 
begins constricting, suffocating the wearing in 1d4 rounds. 
If the strangler can be destroyed before this time is up, the 
wearer will not die.
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By Forke

Unusual Things 
Under the Sea

Dear Secret Santicore,
Please grant me something unusual or interesting 
to spice up or add to underwater adventures.
Thank you,
Erik Jensen

random strange fish generator 

Mother nature has spawned a lot of strange creatures under 
the waves. Here is a quick way to add some more, but frankly, 
every documentary about sea life is gold in that respect.

d12 Size Mouth
1 Tiny Alien!
2 Tiny Bulldog snout
3 Tiny Expandable with foldable jaws
4 Very small Facing upwards
5 Very small Kissing lips
6 Very small Long, teethed jaws
7 Small No mouth
8 Small Really big
9 Medium Round and lamprey-like

10 Large Under the body
11 Huge Very small
12 Gigantic With prominent teeth

d12 Color Feature Abilities

1 Grey Alter skin color 
at will Regeneration

2 Silver Inflates if 
threatened Fly

3 Green Poisonous barbs Breathe air
4 Beige Poisonous bite Move over land
5 Gold Slimy Jumping

6 Brown Very fast 
acceleration Burrowing

7 Black Horn plated Swallow whole (same 
size or smaller)

8 Purple Giant eyes Mimicry
9 White Stalk eyes Electric shock

10 Red Can change skin 
texture at will Sonic detection

11 Blue No eyes Explodes if at 0 HP
12 Yellow External gills Sickening smell

d12 Body Fins Tailfin
1 Ball-like Gigantic No tailfin

2 Flat Smallish Longer upper 
part

3 Longish Very long and 
narrow

Longer lower 
part

4 Needle-like Stream-lined and 
shark-like

Long and 
trailing

5 Normal Have different 
color Feathery

6 Pyramidal, 
head is base

With prominent 
rays

With prominent 
rays

7 Round Feathery Has different 
color

8 Short and 
plump

Armlike, with 
joints Horizontal

9 Shortish Jagged Round
10 Sleek Round Jagged
11 Snake-like Flipper-like Forked

12 Very narrow Ribbon-like 
around the body

Like a crescent 
moon

d12 Pattern
1 Striped vertically (roll twice on colors)
2 Dotted (roll twice on features)

3

Partly striped. Roll 3x on colors, 1st is the general 
color, last two are the stripes. Determine stripe 

location on the body with a d8 (1 means upper part 
2 means upper part at the back, 3 means tail etc.)

4 Partly dotted (as #3, only with dots)
5 One color
6 Lighter underside
7 Striped horizontally (roll twice on colors)
8 Camouflage
9 Front color changes gradually to back color

10 Fluorescent
11 Reflective
12 Transparent
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As each and every campaign should have an Atlantis, I 
created the table of Atlantean relics, below. The artifacts share 
a style that makes it easy for the learned to identify them. I 
omitted gold coin values, as the worth of an Atlantean spork, 
for example, varies greatly with the buyer.

In my campaign I decided the Atlantis equivalent was an elfin 
kingdom at the dawn of time, extremely prejudiced against all 
other intelligent life, and with a kinda steampunkish ancient 
Greek vibe to it. When the gods finally doomed the island 

to sink between the waves, the Atlanteans split into three 
factions. The first changed themselves by magical-genetic 
engineering into ancestors of sea elves and became creatures 
of the deep. The second flew into the dark tunnels under the 
seafloor, becoming the first dark elves. The third faction tried 
to maintain their empire by creating mechanical and magical 
aids to live on as before in air filled underwater domes. The 
third faction is thought to be extinct, as the domes all fell to 
disasters, outside attacks, or internal strife shortly afterwards.

101 atlantean relics

d%+ Relic

1

An egg, hold in stasis in a transparent box without 
lid. If the box is shattered (which can be as easy or 
as complicated, as the DM wishes), the egg hatches 
with magical enhanced speed to an adult Atlantean 
in three days. He or she has implanted memories 
and is a font of sometimes really sketchy, sometimes 
very specific knowledge about Atlantean tech and 
philosophy, but speaks only the long lost tongue of 
his or her forebears.

2
A rifle, that emits a cone of sleeping rays – but only 
works under water, and ceases to function if ever 
allowed to dry completely.

3
A beautifully crafted statuette of a naked goddess – 
probably Venus – with gills.

4

A magical +3 trident, which places a geas unto 
the wielder to bring it to the highest mountain on 
Atlantis, into the temple of Poseidon crowning it’s 
peak.

5

A small torpedo for a diver to hold onto – it’s rotted 
controls are stuck to maximum speed (and that is 
quite fast!) and it will go unerringly for 6 hours, 
until it’s power runs out, if somehow activated.

6

A toga made from (almost) indestructible, very light 
silk-like cloth, stitched with dolphins and tridents. 
Does not protect from weapon damage, it just goes 
in with the weapon. Probably helps getting that ar-
row out of the wound and against bleeding, though. 

7
A magical map, consisting of a flat screen with a lot 
of buttons at it’s side, that can show the way to a lost 
outpost, but only if someone is able to operate it.

8 A set of strangely formed underwater drinking 
utensils.

9

A small model of an Atlantean pyramid. If observed 
closely, a secret door can be found, that, maybe, 
could be found in a ruined original (or even in a 
similar place in one of the pyramids built in the suc-
cessor states after the fall of the empire, if the DM so 
desires).

d%+ Relic

10

Octopus suit. This magical garment allows the 
wielder to change into OR out of an octopus once 
a day (so he has to stay at least 24 hours in that 
form). In addition, as long the suit is worn, it slowly 
regenerates lost limbs of the original form of the 
wielder (1-4 weeks for an arm or leg, less for smaller 
parts), but if prematurely ended the user is stuck 
with a half formed appendage, that won’t regenerate 
any further (of course, cutting off and starting anew 
is an option). Every day, the wielder has a chance of 
1% to develop the desire to stay an octopus forever...

11
An electric cattle prod, able to operate underwater. 
Because of age, its charges are just mildly annoying 
and without any game effects.

12

A two feet long and one foot high and wide magi-
cal terrarium, always filled with breathable air, even 
though it has no lid. It could be used as a rather 
unwieldy breathing mask, but it is as breakable as 
normal glass.

13 A spork.

14

3d20 seemingly normal gold coins, minted with the 
head of a long dead emperor or empress on one side 
and the symbol of a random (maybe lost) god on 
the other. They magnetically stick together, up to 10 
in a stack.

15
A magical cushion made out of soft water. It is invis-
ible and will keep it’s form, but cannot be lifted out 
of water, it’ll just flow back and form again. 

16
An amulet, gives the wearer control over a specific 
Atlantean golem. Only a 1% chance that it is found 
near the amulet...

17
Glowing lightstone, adorned with runes. Sleepers up 
to 100’ from the stone have nightmares of impend-
ing doom.

18 A shell decorated sword.  Upper part of the blade is 
broken and the tip is missing.

19 A bottle with magically heated warm water inside.
20 One crude ivory carving of a man in a  flying ship...
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21 A 10ft. long pole out of some very light metal.

22
A clockwork steam engine. If the key is turned till 
the end (needs 1 minute), it will heat water and 
release a cloud of hot steam.  

23

A carefully sealed magical vase filled with (d6): 1 
salt; 2 olive oil; 3 meat; 4 scrolls (magical or mun-
dane); 5 gears and other clockwork parts; 6 4d20 
gold coins, see #14.

24 A small toy-horse, with a lid. Inside are some even 
smaller toy soldiers...

25 A small statuette of a bare chested priestess

26 A clustered mass of clockworks and gears, fused by 
corrosion and/or coral growths

27 A mechanical astrolabe. Shows the movements of a 
second moon.

28
A spherical mechanism with a lot of buttons and 
levers. It seems to be broken, as nothing seems to 
happen, if it is operated.

29 A clockwork dolphin toy, swims for 1 minute if key 
is turned.

30

A breathing apparatus. A breathing tube connected 
to a small cylinder. Speaking (and spell casting) is 
not possible as long as it is used. Has a 5% chance 
per hour of use to stop working.

31

The dead body of an Atlantean, somehow preserved 
through the ages, and with some steampunkish 
body enhancements – e.g. a clockwork eye, spring 
heeled metal legs, an arm out of brass etc..

32

A magical dagger that gives no bonus to attack or 
damage, but confers water breathing and freedom of 
movement underwater, as long as it is hold between 
the teeth of its wielder.

33 A sacrificial altar
34 A sacrificial dagger

35
A sign, warning of “Atlantean contamination.” It is 
written in (d6): 1, Common; 2, Triton; 3, Aquan; 4 
Loacathan; 5, Sea Elven; 6, Sahuaginese

36 A hand engraved world map, on a very thin sheet of 
brass, terribly outdated

37
A small flask of serum. Injected into an animal, 
the fluid increases the animal’s Intelligence by 2d6 
points

38 A metal rod with a lot of different gears. It is the 
missing part of an Atlantean war-machine.

39

A small bottle filled with blue fire. The fire won’t 
leave the bottle (and goes out if the bottle is broken 
or damaged), but will burn underwater or in a 
vacuum. 

d%+ Relic

40
A mechanical horse with fins instead of legs. It can 
swim slowly, but steadily, and transport up to 1000 
pounds.

41

A small, levitating, glowing (as a light spell) sphere, 
that follows it’s designated owner around. To be-
come its owner, some blood has to be spilled into a 
small opening on the underside. 

42

As #41, but this one speaks in a high pitched voice 
and has knowledge of a random field of science. 
Once it has a new owner, it tries applying this 
knowledge to every problem or situation, so it chat-
ters constantly....

43

A pound of a translucent modeling clay. As soon as 
it is hit with electricity, it will keep it’s current form. 
If it comes into contact with electricity again, it will 
return to its formable state.

44
A golden magical harp, that can play by itself. All 
the tunes, that are known by it, are of Atlantean 
origin and sound quite strange to modern ears.

45 A crystal, that, when shattered, explodes to do 9d6 
damage in a 30ft. radius.

46
A crystal, that, when shattered, shows all beings in a 
30ft. radius the location of a big treasure as a mental 
picture.

47 An instruction manual on how to vivisect a human

48
A strange little mechanical bird, that explodes when 
exposed to harmful gases. It reassembles after 24 
hours.

49

A colony of magical corals, that will attach to a will-
ing being as some kind of shell armor (exactly like 
plate armor, but usable without problem by every 
class). Will die after 1-6 weeks or immediately if 
taken out of the water. 

50

A colony of magical corals, that will attach  to a will-
ing being as some kind of fins and flippers, allowing 
a swim speed of 90ft. Will die after 1-6 weeks or 
immediately if taken out of the water. 

51

A small, heart-like amulet. It confers it’s wielder 
twelve random spells as powers to be used once 
per day, but only if it accepts the wielder (Save vs. 
Spells/Will save DC 20). If the wielder ever dies, 
wearing the amulet, or if it does not accept him, he 
will be transformed into an aboleth.

52

A flask of magical olive oil. If it is put on as a lotion, 
it gives the wearer an +4 bonus to it’s armor class if 
no armor and no more clothing than a loincloth is 
worn. It lasts for 1d6 turns. 

53 An assorted set of alchemical glassware - very 
breakable.
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54
A singing tuna, immortal and immune to all normal 
weapons. He wears a harness made out of brazen 
shells.

55
A drill made out of some unknown, extreme hard 
substance. It can drill through almost everything, 
but very, very slow.

56
A magical slave chain out of gold. If it is placed 
onto an intelligent being, this being will experience 
eternal bliss.

57 A small comb

58

A small magical comb without teeth. If it is used 
like a normal comb, teeth out of magical force 
appear and entangle even really bad hair almost 
without pain.

59 A wine decanter

60

A magical wine carafe. Once per day, if turned 
upside down, it will fill again (and it’s needs a little 
experience to turn it just so that no wine will spill 
out of it).

61 A tablet depicting humanoids bowing before an 
Atlantean lord, standing at the top of a pyramid.

62 A breastplate made out of gold.

63

A magical gladiatorial outfit made of black leather 
and rivets. It increases a wearer’s Charisma by 2 
points (up to racial maximum), but has no protec-
tive value at all.

64
A magical mirror that shows the viewer as stun-
ningly beautiful or very ugly (rolled randomly every 
time).

65 A magical mirror that shows random scenery re-
flecting the current mood of whoever looks into it.

66

A humming pyramid of power (1 ft. per side). If 
a magic item is placed under it, it will be super-
charged for 24 hours and have twice it’s effects or 
charges. Items, that have a set number of charges 
and then are useless, like wands, effectively half 
their cost for the next 24 hours.

67 A death mask of an Atlantean lord.

68

A mace with an electrical generator in its head. 
Every miss builds up the charge so it does additional 
damage of 1 point (electricity) per miss, up to 5 
points of damage. 

69 A short sword, intended for a very big wielder and 
not really effectively usable by humans.

70 A piece of hand-painted pottery, with floral patterns 
surrounding scenes of mutilation of babies.

71 A disc of black metal with a small spike. If it is spun 
like a spinning top it will go on forever.

d%+ Relic

72 A rusted, primitive copy of a weapon in Atlantean 
style  

73 A golden plate, depicting the capital city of Atlantis

74 A polished statuette of an ancient god, its face hav-
ing been brutally chopped off.

75

A backpack. Pressing a red button on one of its 
shoulder straps starts it rising 100’ straight up, no 
matter if the wearer is in water or not. The button 
can be pressed as often as liked, but after that, the 
item never again sinks below its gained altitude.

76

A cursed magical buoy, made to attract fish. 
If activated, all fish within 200’ come to circle, 
mesmerized the buoy. But, disturbing even one of 
them starts a suicidal feeding frenzy (e.g., a piranha 
swarm that eats itself and all near).

77

A small pistol-like healing apparatus. If used, 
a beam hits the intended target healing 3d6 hit 
points. Any over the hit point maximum remain as 
temporary hit points for up to an hour. It has 1-50 
uses when found. If depleted, it explodes in a ball of 
negative energy that drains a level from every living 
being within 10’ (no save).

78
A magical buoy, made to attract fish. If activated, 
all fish within 200’ come to circle, mesmerized the 
buoy.

79

Two magical iron boots that let a wearer sink at will 
without harm to the deepest sea chasms, ignoring 
the pressure. They do not give the ability to breath 
water.

80 An everglowing lamp, with a headstrap.
81 A cruel, barbed slave whip.

82 A mechanical clock, that counts 25 hours per day, 
each with 72 minutes.

83

A set of goggles in a lead box. A wearer can see into 
mechanisms. Prolonged use, or even placement on 
the head, can trigger a fast growing brain tumor (1 
save vs. Poison every hour) in the wearer’s head. 
After 1 day of splitting headaches, his or her head 
explodes.

84 A magical key, that is able to change itself to match 
almost every lock.

85
A set of magical sandals with small wings. The 
magic is just to protect the leather straps from the 
ravages of time, and they otherwise have no powers.

86

A golden random body part of a broken statue of 
Helios. Residual magic allow once per day to light 
it up and shine as daylight in a 30ft. radius for 1d6 
turns.
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87 A pair of green marble eyes, in the rotten remains of 
an ivory statue.

88

A magical brazen shield emblazoned with the head 
of a medusa. Once per day, the head can be willed 
to open it’s eyes, and make a gaze attack just as an 
actual medusa.

89

A magical compass that always points toward a 
second compass, which shows the direction of the 
1st (1-2) or even a 3rd compass (3-4), or is a regular 
compass (5-6).

90
A magical bowsprit, adorned with two great, bright 
eyes at the sides. If fixed unto a seagoing vessel, all 
not-intelligent marine life will avoid it.

91 A mechanical butler in the form (and size) of a 
halfling, broken beyond repair.

92 A brooch, with a gem carved in the form of a beau-
tiful face.

93

A golden magical piggybank. If a gold piece is 
inserted, it will be doubled. If this is tried a second 
time within a given day, it will explode for 3d6 dam-
age in a 30ft. radius (save for half).

94
A magical flute made from reed. If it is played, 
everyone in a 30ft. radius is overcome with great 
sadness.

95
A helmet with a horse-hair crest. If a button pressed 
at the chinguard, it’s straps adjust automatically to a 
perfect fit.

96

A helmet with a horse-hair crest. If a button pressed 
at the chinguard, bolts are driven into the head of 
the wearer, reducing him or her into a permanent 
state of rage. Removal of helmet leads to messy 
death.

97 A disintegrating dustbin, with a hole 5” in diameter, 
unopenable and indestructible.

98

A strange, somehow distorted miniature stairway 
under a glassglobe, where a very small robot is go-
ing downstairs all the time and nevertheless goes in 
a circle.

99 An always wet and pleasantly scented cloth for per-
sonal hygiene, self-cleaning. 

100 The crown of Atlantis, cut out of one massive dia-
mond. Or maybe a fake.

101

The dagger that ended it all. Should it wound a 
noble, earthquakes are triggered, with strength cor-
responding to the might and title of the one injured. 
If a reigning king is killed, Atlantis’ fate will be 
repeated.
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By Adrian M Ryan

So You Have a 
Ship Now

Dear Secret Santicore,
Please grant me a table or list of ideas for under-the-table 
jobs, risky mercantile opportunities, and unfortunate plots 
to become entangled in that’s appropriate for a group of mid-
level PCs with a ship and well-armed crew in a sandbox/
player-roguishness-driven campaign, in a swords-and-
sorcery setting.
Some ideas that have positive or problematic repercussions 
when the game reaches the domain-conquering/thieves’-guild-
managing/wizard’s-tower-building stage of the game would 
be great. Also, one entry should deal with a Pirate Queen 
(whoever that is.)
— Wrangler

And here’s a fine table of hooks from Adrian Ryan, from 
spectology. (The original file is here).

This submission is particularly of interest to me, since Mrs. 
Wampus gave me pirate-viking books for Christmas, with 
the admonition that “Wampus needs boats”. And of course, 
she’s right. Flying boats.

d20 Job Description What’s being offered What’s being hidden
THE INTRIGUE SECTION

1

“So, my cousin Vinny, he’s not the 
brightest kid. Sometimes gets himself 
into trouble. What ya gonna do? Family. 
Problem is, he sometimes brings that 
trouble my way. Sometimes that goes 
to far, you know what I’m sayin’? So 
something gotta be done. You gonna do 
it. Do it clean, do it right, do it nice. But 
do it. And don’t ever let anyone know 
I asked ya, because if you do, I’ll be 
coming for you with all I got.”

“I owe you one. You come to 
me, any time, and I got your 
back that time. Make sure it 
ain’t nothin’ bigger ‘en this, but 
I got you.”

Nothing.

2 There’s a masquerade party! The party is 
invited!

Free booze (= free roll on 
carousing table—all booze-
related monetary penalties 
ignored)! Also, that one guy 
who they need to talk to will be 
there.

Remember that one time the party 
screwed over that other guy? Well, he’s 
here with his entourage, and definitely 
notices the party before they notice 
him.

Methods of using the table
1) OLD SKOOL: Roll a d20, read left to right.

2) PLAYER CHOICE: Ask the party which adventure type they’d like, roll a d4 in that section, read left to right.

3) GONZO: Roll 3d20, pick one from each column, mash up as best as you can.
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d20 Job Description What’s being offered What’s being hidden

3
A minor noble needs help rescuing his 
abducted bride from a higher-born noble 
man.

Introductions to a secretive 
magic items dealer.

He’s mistaken about the situation. His 
“bride” never loved him and ran off 
to the higher born noble of her own 
volition.

4

A nobless’s young lover has spurned 
her love, and has threatened to go to 
her husband with the affair. She could 
not bear to see the boy hurt, and surely 
her husband would do so in his wrath. 
Please, fine gentlemen, will you stop 
him on his way and talk sense into him? 
Don’t hurt him, she prays, but show him 
that his plan could only bring pain to 
them both.

This nobless has access to 
certain tomes in her husband’s 
library which might be of 
interest to those in the party.

This nobless has a weak spot for 
wizards—her young lover is actually a 
magic-user, level +2 of highest in party, 
with a full suite of attack and defensive 
skills ready. However, he’s also willing 
to listen and doesn’t particularly want 
to go up against Mlle.’s husband, who is 
an even more powerful caster.

THE BOAT SECTION

5
A castle lays besieged nearby, and needs 
good smugglers to bring it food and 
weapons, or break the siege.

Knighthood and lands.

Not really hidden, but the knighthood 
and lands will only come available if 
the castle survives the siege and wins its 
current war.

6

How would you like to become a 
privateer? The local navy needs help 
ridding themselves of their neighbor’s 
navy.

Party can keep any ship they 
capture, provided they turn 
over all cargo and prisoners. 
Party are made minor nobles 
with a letter of marque. If 
they are captured, they will be 
ransomed.

There’s no way the party would get 
ransomed. Even the titles are bogus. 
They can keep the ships, although good 
luck selling them to any but the most 
sketchy of figures as that navy isn’t 
going to be too happy.

7
A group of foreign rare demi-human 
dignitaries (e.g. Leopardmen or whatever 
fits best) need passage to their homeland.

Some rare item of trade 
associated with that demi- 
human. (Leopardmen capes of 
the finest quality made from 
captured royalty from the last 
Leopardman war.)

The demihumans have stolen a viewing 
stone from the rulers of the city and 
plan to start a war using it to get 
information from the enemy. (Potential 
long-term effects on campaign world 
+ short-term if party discovers the 
viewing stone).

8

A noble needs immediate transport for 
as many of his household court as the 
party’s boat can carry + all his worldly 
possessions + 20%. Must happen within 
the next two days, and without anyone 
knowing. And he needs the party to help 
out with moving his stuff.

Enough to buy another boat. 
Will be let fewer people on 
board, but for less money.

Plans on fucking the party. Household 
are more or less all level 1 fighters, and 
his port of call isn’t the nearby town he 
first mentioned but the floating pirate 
city.

THE FLOATING PIRATE CITY: THE PIRATE QUEEN SECTION

9

The Pirate Queen has declared a state 
of war and all ships must either be 
permanently lashed onto the island to 
become a part of it, or fight on the side of 
the floating pirate city.

Not having your ship 
permanently taken.

The Pirate Queen does this whenever 
overpopulation threatens the city 
to grow is boundaries and cut the 
population by a bit. Fighting will be 
pretty mild.
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d20 Job Description What’s being offered What’s being hidden

10
The Pirate Queen has asked the Party to 
regale her with tales of the lands beyond 
the sea.

Her favor for stories that are 
fantastic but believable, told of 
lands far away from coasts or 
large rivers.

The Pirate Queen has never set foot on 
land, and her experience of it comes 
only from seeing the coast and boating 
part-way up several very very large 
rivers. Any tales that do not explain to 
her their context (what a desert is, how 
a dungeon works, why land travel is 
dangerous, etc) will provoke her anger.

11
The Pirate Queen has decided that her 
libraries are unacceptably small, and 
needs books to fill them.

Double the normal worth of 
any book. Triple the worth of 
any book that will hold up well 
to water damage. Quadruple for 
coastal maps.

Any books of great power or 
knowledge will be used by the Pirate 
Queen within the next year to wreak 
some sort of havoc.

12

The Pirate Queen’s subjects are running 
out of water as one of the fresh water 
pumps has broken. The pumps were 
made by an inventive wizard who now 
lives far inland. She needs the party to 
either bring back more pumps or the 
secret of making/repairing them.

The Pirate Queen will owe one 
favor to the party. Anything that 
she can grant, and it is theirs. 
Anything.

The Pirate Queen’s two weaknesses are 
her subjects and her honor, and so she 
will keep her word unless is threatens 
her subjects in some way. However, 
this is also a potential way to escape 
the floating city, to destroy the other 
pumps and thus the city, etc etc etc

THE FLOATING PIRATE CITY: OTHER SECTION

13

A drunken captain lost his ship, and 
worries that it might be subsumed into 
the ever-expanding radius of city if he 
does not find it and prevent other boats 
from lashing to it.

A treasure map on a deserted 
island.

The map doesn’t say how to get to that 
island, but is legit.

14
A sea monster is attacking the city’s 
smithy boats! Come help us defend 
them.

Level-appropriate gold pieces 
per furnace left un-destroyed.

The beast. To the party, this seems 
mostly a number of giant tentacles 
(treat each as a 4HD monster) coming 
from below the boats and feeling their 
way around deck. It flees if half its 
tentacles are cut or someone spears its 
soft, fleshy body just below water. It 
seems to be after the shields and armor 
in the smithy ships (which are mostly 
there to be melted down into more 
usable objects). Tentacles can hear and 
feel, but not see.

15

Ah, new able-bodied and -minded 
youngsters! How would you like to make 
a couple of easy golden galleons fighting 
in our arena?

A couple of gold pieces per fight 
won, but more importantly 
notoriety amongst the city itself 
as fine fighters, magic users, and 
tacticians.

Group fights end at the first death, and 
all the other groups are much more 
experienced at arena fighting (average 
+1 level above party average). Better 
hope it’s not a party death that ends it, 
or PCs make zip!

16 One of the city’s largest merchants has 
surplus wool and grain.

He’ll sell them at a much lower 
price than the party would 
be able to get for them at the 
nearest city.

Yeah, those are obviously stolen goods. 
It’s the FLOATING PIRATE CITY, 
remember? Where would wool and 
grain even come from? Best not go to 
the port of call for the ship this was 
taken from.
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d20 Job Description What’s being offered What’s being hidden

THE DUNGEON SECTION

17 There’s rats in them there cellars! I need 
‘em done with. Free room and board for life.

Did I mention they’re giant rats? Oh, 
and if you break anything I’m making 
you pay for it. (Also unbeknownst to 
innkeeper, secret door to rats’ nest also 
leads to larger dungeon.)

18
Magic user and fighter (both +1 level 
above highest party member) seek party 
to help with dungeon delve.

Even split of all the treasure 
between party and MU+F. 
Except for any mushrooms they 
find: those belong to the magic 
user. Will consider themselves 
in the party’s debt if all goes 
perfectly (but won’t tell the 
party that).

Mushrooms which grow in this cave 
are ingredient for nasty evil ritual, but 
otherwise MU and F are on the up and 
up.

19

The furnace owned by the best 
blacksmith in the city has just gone out, 
and he doesn’t know why—it’s always 
just been there, on fire. Maybe the party 
wouldn’t mind taking a look down that 
hole in the bottom of the now-defunct 
furnace?

Each party member can have 
a single item made for them. 
Not magic, but of highest 
quality, offering some bonus 
(super-strong, super- sharp, 
super-pretty, super-intricate, 
super-duper, whatever). Armor, 
weapons, horseshoes, that 
missing piece from your mom’s 
music box that no one can fix. 
Up to each PC.

There’s a dragon down there supplying 
the flame, and he’s just taking a quick 
hundred-year nap. Rather kindly chap, 
but also rather tired, don’t you see?

20

Under the torturer guild’s black tower, 
amongst the racks, blades, and occupied 
cells, lies a political prisoner of the 
highest caliber. The party is asked by 
his brother to help the prisoner escape 
without his absence being noticed, and 
to bring him to a town down the coast.

The prisoner’s brother’s 
mansion and all items within it.

Unless the party came up with some 
fool-proof, long-term way of fooling 
the guild about the escaped prisoner, 
when the prisoner’s brother goes 
missing and a bunch of dirty vagrants 
(PCs) move in, the guild’s going to find 
out quickly and be pissed. And no one 
wants the torturer’s guild after them.
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of Roles, Rules, and Rolls
By Roger S.G. Sorolla

Wreck of the 
Fenric Sits-Heavy

an adventure for 4-8 
characters of level 3-5

Dear Secret Santicore,

Please grant me a small (runnable in a single session of 
no more than six hours) location-based adventure built 
around a ship which has sunk in fairly shallow waters, 
and which is rumored to contain excellent treasure.

One sunken ship, coming up! This adventure features a 
shipwreck, a vampire, disgusting worms, and the witch 
Maggotty Meg and her grotesque brood.

What’s not to love? The worms. The worms are not to 
love....

Ten days ago: The merchant ship Fenric Sits-Heavy (named 
after a famously fat shipping baron) set sail from the port 
of Chandler’s Bay en route to the Free City of Harvender. 
Hired at great cost to travel day and night, its cargo includes 
a special load: the coffin of the vampire Kerneguin, who was 
exposed by vampire hunters in his old haunts, with his hoard 
of centuries-old treasure. Fearing salt water, a bath of which 
is toxic to vampires, Kerneguin has taken pains to seal his 
coffins and chests watertight with lacquer.

Seven days ago: The Fenric�s crew began muttering among 
themselves. Kerneguin attracted an unusual number of 
ship’s rats on board, who started behaving oddly. The sealed 
casket and the two additional caskets bearing Kerneguin’s 
grave earth are likewise food for speculation. Some of the 
more suggestible crew members awakened from indelible 
nightmares.

Three days ago: Thinking he had sighted the lighthouse 
at the mouth of Harvender’s harbor, the pilot of the Fenric 
turned landward under heavy mist. But the light was a trap 
laid by shipwreckers, the family of Maggoty Meg. It lured the 
ship into Split Pine Cove, a small bay two miles from the city, 
infested by giant shipworms. Their gnawing breached the 
hull and the Fenric sank in shallow water. Most of the crew 
were killed by voracious shipworms. One of them – Lucky 
Helstrom, the bosun’s mate – escaped with a maimed leg, and 
made landfall on a beach at the mouth of the bay.

Two days ago: The wreckers prepared to loot the wreck 
using their normal, dangerous procedure – dragging a log 
through the water to distract the shipworms. But they were 
interrupted by a delegation of the ship’s rats, bringing a purse 
of gold coins. Through an elaborate pantomime, the rats – 
controlled by Kerneguin - convinced the wreckers that they 
would see to driving off the shipworms, leaving it safe to loot 
the ship.

One day ago: Viciously, the swimming rats drove away the 
shipworms long enough so that three of Meg’s sons could 
get to the wreck, dive, and recover about half of the chests. 

Timeline

Something about the coffins warned them off, though, to 
the dismay of the rats. A bad dream from Meg’s psychically 
sensitive fourth son, Eggwhite, further gave them the jitters. 
Meg slowly sought auguries on whether to open the rest.

Meanwhile, the adventurers were hired in Harvender to 
investigate the missing ship. Their patron could be the 
legitimate owners of the ship, a rogue company of treasure 
retrieval specialists, or an ally of Kerneguin who will caution 

A: Wreckers’ light D: Wrecked sloop
B: Lucky Helstrom E: Wrecked ketch
C: The Fenric F: Maggoty clan’s shacks

split pine cove
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most strongly against opening any of the chests. They are 
provided with a small sailboat and six water breathing potions 
that each last three hours. Their initial instructions are to 
search the coast near the Free City itself, then cross open 
water to Chandler’s Bay and investigate there.

Split Pine Cove may call their attention for any number of 
reasons. Most obviously, the mast and crow’s nest of the 
Fenric are sticking out above the waves at location C. Careful 
observation of point B will show something red behind a 
log on the beach – Helstrom’s red jacket. And there is the 
platform built high up the pine tree at point A.

key to split pine cove map
If the adventurers are in a wooden boat, as soon as they enter 
the range of the giant shipworms on the map, its hull will 
come under attack from 1d4+1 of them. When the boat sinks 
the worms will give a tougher fight than usual; they can come 
from all sides and have the advantage fighting underwater.

If your system has no underwater �ghting rules, inexperienced 
underwater �ghters have an e�ective -4 DEX. �ey also su�er 
-2 to hit and damage if using swung weapons and -1 if using 
piercing weapons. Most missile weapons won�t work at all.

Swimming through the bay, there is a 2 in 6 chance every 10 
minutes of encountering 1d6 more shipworms.

A: Barely visible from the sea, some 40 feet up a 50 foot tall 
pine tree is a small wooden platform. Slung behind the tree 
is a large lantern with 4 flasks of oil. A series of slats nailed 
to the back of the tree forms a crude ladder up. This is the 
wreckers’ light.

B: Lucky Helstrom, a 0 level sailor with a serious worm bite 
in his leg, has washed up here, lone survivor of the wreck. 
He is hiding behind a log, has drunk nothing but last night’s 
rainfall, and has eaten nothing but an overly bold seagull, 
raw. He will tell everything about the strange doings upon the 
ship, and has also seen Meg’s boys from afar as they launched 
their first salvage attempt.

C: The Fenric sits in about 20 feet of water, listing to port. The 
cross section on page 66 shows the rooms and holds of the 
ship. The shipworms have been gnawing on it, leaving holes 
in the hull, and access can also be had from the deck where 
hatches and ladders lead down, On the sea floor, the gnawed 
corpses of the ship’s 30 odd crew are scattered around.

D, E: These are respectively the mostly-eaten hulls of a sloop 
and a ketch previously lured into the bay. Nothing of value 
remains, and the months-old corpses of a few crew can be 
found nearby.

F: Screened from view behind a row of pines is the wrecker’s 
camp: three 10’x10’ shacks thrown together from ship’s 
timbers, pine logs and branches.

Mother Maggotty and Egg White’s shack holds a cauldron, 
useless charms, and potions of poison, �ying, extra-healing 

and strength. In a sack are rare herbs, total value 150$ 
(standard coins). Also here is a treasure chest. Like all others 
from the wreck, its seams are sealed in lacquer which must 
be chipped off. Its hasp is trapped with a spike (save or 1d8+1 
damage) with 300$ in gold and 500$ in silver coins.

Widemouth and Chicken Toes’ shack has only a spade, 
crowbars, 10 days’ supply of food and water, and the gnawed 
log and rope for distracting the shipworms.

Bristly Beard lives in the third shack, with four life-sized 
marble statues of nymphs from an earlier wreck (300$ each if 
you can move them), and 2 small brass boxes. One has 2 gold 
rings (200$ each) and a pack of painted playing cards (100$). 
The other, trapped with a poison needle, has 4 garnet and 3 
jet gems wrapped in velvet, each worth 50$. He has a hide 
coracle (round boat) leaning against the wall.

The family buried the remaining salvage in the woods some 
300 feet from camp. This trove consists of 5 chests, one with 
only a swarm of zombie rats (as the rat swarm on the Fenric, 
but undead, and 40% chance of disease if bitten); two locked, 
one with 6 flasks of unholy water and 2000$ in silver, another 
with 2 broken and 10 intact rare wine bottles (100$ each), 
and 1600$ in gold; and two unlocked, with Kerneguin’s spare 
clothes and boots, worth a total of 500$ per chest.

the wreck
The hull of the Fenric has been breached in several places by 
the shipworms, but would certainly be less intact if it weren’t 
for the vigilance of the rats in ...

The Nest: The only unbroken mast, the main (middle) one, 
sticks out from the sea at a 30 degree angle, broken arms and 
tattered sails visible. It runs for some nine feet, ending 
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in a crow’s nest of some four feet diameter that is completely 
covered in a pulsing swarm of about 40 ship’s rats (AC 9 [10], 
HD 2, attack as 1⁄2 HD, 4 bites at 1 hp each with 5% disease 
chance, MV 12, weapons do only 1 hp; see my Varlets and 
Vermin pdf for details). These rats move as one, can dive 
holding their breath for up to a minute, and will jump in 
the water to attack if they feel anything disturbing the ship’s 
timbers.

All rooms are filled with water unless stated otherwise.

1. Captain’s cabin. Fine furnishings ruined. Under the bed is 
the paychest, locked, key with dead captain on sea floor, 350$ 
in mixed silver, copper, and gold.

2. First mate and bosun’s cabin. Bunk beds, minor personal 
effects including: horn knife, stuffed lizard, a silver tankard 
worth 40$.

3. Crew quarters. Hammocks and footlockers in disarray. 
About 10 small red crabs have moved in. A thorough search 
reveals scrimshaw porn, a spare gold earring, and a narwhal 
peg leg, each worth 50$.

4. Ironic fate of dry goods. Onions, garlic, flour, salt fish. 
Mess kettle and ship’s stove.

5. Passenger cabin. Two dead sailors embracing float here... 
Hmm. Save or be diseased from foul water.

6. Drink stores. 10 saleable barrels of beer still here, 10 
bottles of fine wine (20$ each) for the captain, enough pewter 
mugs for 30 crew members.

7. War room. Locked door, key with dead bosun on sea floor. 
In racks, 20 cutlasses, 20 crossbows with 50 quarrels each, 15 

pikes, 10 grappling hooks. About 6 inches of air in top corner 
of room.

8. Cargo hold. Nearly full with timber logs, bricks, sacks of 
grain. 12 inches of air in top corner.

9. Stores hold. Large barrels of water, salt beef and pork (now 
with extra salt), soggy ship’s biscuit. Would have held more 
cargo but had to sail in a hurry. 12 inches of air in top corner.

10. Special cargo room. 12 inches of air in top corner. About 
6 lacquered chests, 2’ long, remain of Kerneguin’s treasure. 
One, trapped with a lightning glyph, is the magic store: 
chain mail +2, magic sword +2, pan pipes that cast sleep, oil 
of disappearance. The other 5 hold cash, each about 1000$ in 
mixed silver and gold. There are 3 coffins disguised as sets 
of 3 treasure chests stuck together. Two are filled with grave 
earth; Kerneguin is in the other.

If the party opens the chest underwater, they have the 
vampire where they want him. Salt water is as bad as running 
water to a vampire; Kerneguin takes 2d6 damage per round 
from exposure to it, more than he can regenerate. If it is day 
above he will be in a bad way, but will use a combination 
of gaseous and bat form to find the closest air-filled hiding 
space.

If they open the chest out of the water, Kerneguin will rise 
and charm one party member, intimidating the rest to serve 
him; he would rather bend wills than bite necks. He will 
enjoy forcing a conflict between the party and the wreckers, 
believing this the best way to determine who is strong 
enough to serve him.

map key:	
Black line: bulkhead (complete wall)
Broken black line: hatch (door)

Brown line: mast
Gray marks: hull breach in starboard (right)
Red marks: hull breach in port (left)

Ship lies tilted 35 degrees left (away from this view) 5 feet

109876

5432

1

To nest ^
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mother meg and her children
Maggotty Meg, the wrecker, is a witch who relies in her 
advancing age on her four grown sons. In earlier years she 
enjoyed many naked Walpurgis dances, accounting for the 
diverse appearances and powers of each brat.

MAGGOTTY MEG
Evil Cleric 5, can substitute 
spells of a Magic-user 3
AC: 9[10]
AT: Sickle (1d6)
MV: 120’
Spells: Bestow Curse, Stinking 

Cloud, Hold Person, Cause 
Light Wounds, Sleep, 
Disguise.

BRISTLE BEARD
Hairy, tall and fat, thick 
brow, impulsive.
Likely father: Boar demon.

HD: 5+1
AC: 5[14]
AT: Two-handed axe 

1d8+1+bonus (STR 18)
MV: 120’
Special power: Roar for fear 

(as spell), 1x/day

CHICKEN TOES 
Long nose and face, feathery 
hair on a skinny body.
Likely father: Vulture 
demon.

HD: 4
AC: 6[13] including shield
AT: Pick (stick with giant 

eagle beak: 1d6+1)
MV: 90’ walking, can leap 

up to 20’
Special power: Cause 

darkness in 5’ radius 
once/day; climbs and 
hides as an 8th level 
thief.

WIDEMOUTH
Short and powerfully squat, 
splayed legs, broad face.
Likely father: Toad demon.

HD: 4+1
AC: 6[13] from tough warty

skin
AT: Wrestle (STR 17), 

bite: 1d4+1
MV: 90’ walking, 150’ 

swimming
Special power: Can breathe 

underwater for up to 1 
hour at a time.

EGG WHITE
Plump, childlike body, huge head, 
face of a happy idiot.
Likely father: you tell me

HD: 1
AC: 9[10]
AT: None
MV: 60’
Special powers: ESP within 60’, 

can send telepathic messages 
to a known person within one mile, can make victim in 
sight range save vs. spell or attack self once per round.

Meg and Egg White mostly keep to the camp. The others may 
be located at any given time using the table below:

d6 Location
1-2 In camp, occupied or sleeping
3 In Bristle’s coracle, patrolling the cove
4 On the beach, looking fondly at the wreck
5 Hunting snakes and wild onions in the woods
6 At location A, keeping lookout

There is conflict in the family on how to proceed given their 
misgivings about the wreck. Bristle Beard is all for going 
ahead and looting, while Egg White has bad dreams about 
the scary man (Kerneguin), and Widemouth and Chicken 
Toes think the rats are creepy.

If the party approaches by land, the family takes the chance 
to use them as cats’ paws to bring the salvage up. They try to 
strike a deal, which they’ll betray at the earliest opportunity, 
and use the party to open the dangerous chests they retrieve.

If the party approaches the wreck underwater, they may get 
away without being seen, but are vulnerable on the beach. 
Spotting PCs taking chests away from the wreck will infuriate 
the three active sons.

The rats will pursue their interest of getting Kerneguin’s 
casket intact on land in the dark, threatening and biting if 
necessary.
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Ulfirestein & The Nazi
Rocket Troopers

By Paolo Greco

Dear Secret Santicore,
Please grant me a Carcosa adventure that 
includes at least one new monster and some 
nonstandard treasure and magic items.

PREMISE: Nazis are not necessary for this adventure. You 
can replace them with any other imperialist country hellbent 
on invasion and plunder and no respect whatsoever for 
natives like the British Empire, Imperial France or Japan, the 
Kingdom of Italy or the United States of America. If you want 
to keep the cool-sounding fake German names, pick Prussia. 
Or Switzerland.

I believe that what happens in the typical Carcosa game or 
metaplot (snake-men performing eugenics and selective 
breeding on apes to have color-coded victims to rape and 
sacrifice) is not worse than what the SS were up to in Europe.

Plus, killing Nazis is fun. And you can take their cool 
uniforms, rifles, and jetpacks.

SECOND PREMISE: the adventure is statted up per Carcosa. 
It requires the Carcosa handbook and a healthy dose of seat-
of-the-pants-wrangling.

The adventure is a bit atypical: the gist is that the Nazis want 
to learn a monster summoning ritual and use it back in 
Europe. The PCs are caught in the crossfire and might decide 
to run away, side with the Nazis or with Mr Brilliance (the 
locals sorcerer). Or try to kill everybody.

Remember that the Germans speak German and Carcosan as 
a second language, with a really profound Teutonic accent. 
All their equipment, including an Enigma machine and the 
rocketship, comes with instructions, but the instructions are 
in German. Because I love messing with your players.

The adventure starts with PCs in the village in hex 1902 
noticing, just after sunset, a very bright light in the sky 
descending in the hex north of hex 2201. Shenanigans start 
the next day.

what are the nazis up to?
The Nazis arrived in Carcosa with a rocketship a few years 
ago led by the dreams of a mad Terran sorcerer. They 
immediately began looking for summoning rituals and, 
mostly through violence and torture, uncovered the existence 
of the Violet Mist and the �e Haunter of the Phosphorescent 
Vault, the ritual to summon it. They tortured more people 
and learned that Unpeerable Brilliance (a LVL 7 neutral 
sorcerer) knows the ritual. Mr Brilliance lives in Ulfirestein, 
an ulfire-coloured tower in hex 1902, a mile south of a village 
numbering 85 purple people. That’s where the PCs are at the 
beginning of the adventure.

day 0
The Nazis land the Rocketship Wernher Von Braun one 
hex north of hex 2201 at about 7 PM and start unloading 
and preparing material immediately after. It carries a crew 
of 10, plus 20 RaketFallschirmjägers and a disassembled 
Säbelzahnkat Tank with its crew of 10 tankers/mechanics.

RaketFallschirmjägers (Rocket Paratroopers): LVL 3 
fighting-men. Light armor (steel helmet, goggles, flak jacket), 
no shield. Weapon: dagger, steel-capped boots, Green Laser 
Rifle (2 dice, 50 charges), additional batteries for laser rifle, 
3 frag grenades (3d6 damage, save to halve), rocket-jetpack 
(1 hour of fuel, max speed 200mph, takes 1d3 rounds to start 
properly). One soldier has a portable radio that takes 1d6 
rounds to activate plus 1 round to extend the antenna.

Säbelzahnkat (Sabertooth) Tank: The vehicle has two 
turrets, each of which holds a neon laser cannon (5 dice, 
10+10 charges) and a laser auto-rifle (3 dice, 30+30 charges). 
Naturally PCs will melee with the tank, so consider it to have 
very very heavy armor (-4). Treads have 5 hit dice each and 
“killing” one stops the tank from moving. 100 damage to the 
glacis or 50 to any other specific area penetrates the armor. 
Inside are 5 really pissed off Nazi tankers equipped with red 
laser pistols. Cruise speed 30 mph, 200 miles range.

day 1
At 10AM, ten RaketFallschirmjägers leave the Von Braun, 
zooming off on rocket-powered jetpacks toward Ulfirestein. 
Since the jetpacks have a cruise speed of 200mph the Nazis 
arrive in five minutes. Unless stopped, they immediately 
start asking villagers about �e Haunter but, as the villagers 
can’t answer, some are rounded up in the village square 
and executed. After the execution, some villagers tell of Mr 
Brilliance and offer to guide the soldiers there.

Arriving at the tower they knock at the door. But nobody 
opens it, because Mr Brilliance (LVL 6, coat of mail (5), two 
helium pistols) is waiting in the tower (it’s a single room with 
a spiral stair going up, no handrail) for someone to open 
the double door before riding out laser guns ablazing on his 
Cyber-Palaeoscincus (LVL 9, very heavy armor (-2), attacks 
with bite and tail swing, radiation breath 1/day for 6 dice, 
save for half). A radioactive grenade is attached to the bottom 
of the trapdoor at the top of the tower. When the trapdoor is 
opened, the grenade explodes upwards.
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If the Nazis are reduced to 5 or fewer, they activate their 
jetpacks and leave. They return the next day riding the tank.

Should the Nazis win the fight they find a badly concealed 
door in the tower opening over a wall cavity and, from there, 
a ladder leads down in the basement. Before going downstairs 
the soldiers establish radio contact with the Von Braun, 
report, and ask for reinforcements to bring their numbers up 
to 12. Reinforcement rocket-troopers arrive in 6 minutes.

day 2
The tank is operational by noon and leaves unless the Von 
Braun is in danger or the RaketFallschirmjägers return with 
the books or an unconscious/tied up Mr Brilliance. It reaches 
the village or Ulfirestein if the paratroopers managed to 
report its presence. The trip to either place takes about one 
hour unless the tank is intercepted, stopped, or slowed down; 
it carries all remaining paratroopers plus its crew.

At the village, Nazis demolish a building or two and then 
ask information. At the tower they annihilate any resistance 
and then use all the remaining personnel (except the tank 
commander that will have to drive back) to try to extract 
valuables and arcane paraphernalia from the tower and, 
especially, its basement.

and then?
At this point the possibilities are so many that giving more 
than guidelines is useless. The Von Braun has orders to 
retrieve all possible arcane material from Carcosa and then 
fly back to the dark side of the Moon.

what’s in the basement?
The basement is divided into three parts: the cellar, the 
study, and the reactor room.

Cellar: holds many barrels of water, terran wine, alien dried 
fruit, dinosaur jerky, human “longpig” scratchings, and a 
box with 3d6 doses of all the lotus types of your Carcosa 
campaign. A small wooden door leads to the study, while a 
big metal bank-vault-like door leads to the reactor room.

Study: This small room is filled with astronomical devices, 
charts, notes, and random body parts pickled in glass jars. In 
the mess are three distinct pieces of furniture: 1) a bookshelf 
with several books, collectively holding the rituals �e Mad 
Ensorcelled Inscriptions, Susurration of the Purple Cavern, 
and �e Haunter of the Phosphorescent Vault; 2) an Ottoman 
of Profound Acedia (whoever sits on the low seat/footstool 
won’t want to leave for the next 5d6 hours, unless a save is 
made); and, 3) a white, lacquered bathtub filled with thick 
opaque green liquid. The bathtub origin and original name 
are unknown but it sometimes is referred to as the Tank of the 
Saucy Sauce.

Reactor Room: The big metal vault is opened by pressing 
the password (123456) into a numeric pad next to the 
door. When the vault door opens, a bright yellowy-green 

light floods the cellar. Inside the small room is a glowing, 
green, barrel-shaped metal sealed object: it’s a Quantum 
Radionuclide Battery Charger Reactor. Any battery-
powered object left within a meter of the reactor will be fully 
powered in 1d6 hours. There’s still 2 cubic meters of space 
left in the room. For each turn the vault is open any character 
in the Basement or within 90’ of the reactor will accrue 1 
radiation dose. 1d6 hours later ask each irradiated character 
to make two poison saves with a negative modifier equal to 
the number of doses taken. If both are failed the character 
dies, if one is failed the character acquires a mutation (roll 
something on the Spawn of Shub-Niggurath or on the 
Random Robot Generator if you need ideas).

TANK OF THE SAUCY SAUCE
The Tank resembles a white, lacquered bathtub. It might be 
found filled with a thick opaque green liquid. An empty tank 
can accept a small specimen of green slime and will then 
proceeds to prime its behavior. The slime will not have any 
particular behavior unless it’s fed with at least a pound of 
organic matter, possibly from a single source called donor. If 
any creature with genetic material close to any donor’s (same 
Family [taxonomic, not nuclear]) arrives within 10’ of the 
full tank the green ooze (LVL 4, slow movement, no armor, 
immunity as a green slime) will form a genderless shape 
close to the donor and start moving toward the creature. Any 
creature of the same Genus must roll a saving throw or be 
overwhelmed by the ooze-sequenced pheromones and try to 
mate with the humanoid ooze, which results in consequences 
easy to imagine (green slime is very very nasty stuff). The 
ooze will go back to the tank after having eaten anything 
from the same Family as the donor, and its list of donors will 
grow if it consumes more than a pound of material from a 
single being. 24 hours after eating a pound of organic matter 
from a given donor it will not react in any way to the donor’s 
presence, or even cause them any harm. Mr Brilliance fed 
his ooze with his own blood and hair, then immediately left 
Ulfirestein for a couple of days. Now it’s fed with kitchen 
refuses and the occasional colored corpse. Before feeding the 
ooze Mr Brilliance often bathes in the ooze and, since he’s a 
donor, the ooze keeps him clean and perfectly scrubbed. The 
ooze has eaten terrans, ducks, penguins, apes, greys, elves and 
Carcosan humans of all colors.

what else should i need to know, by the way?
Mr Brilliance realized horrible things were happening. 
After the landing he peered from the top of his tower with a 
telescope in the direction of the light and saw the rocket, then 
set up the traps.

Everybody in the village noticed the landing: if Mr Brilliance 
is not around they will be very submissive to the Nazis, 
because while Mr Brilliance defends them from aggression 
sometimes he pretends he needs virgins as tribute.
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By Erik Jensen
Illustration by Gus from Dungeon of Signs

Dear Secret Santicore,
Please grant me an adventure involving 
goblins that are very comical but still 
effective for a weaker group of characters, 
perhaps the goblins can serve someone who 
is a capable villain.

The Griffin Street angels
a comedic goblin adventure

One of the most exhilarating parts of being a Santicore�s Helper 
is that there are sometimes requests which need help, so you�re 
�rst in line to pitch in - sometimes on a short deadline. I love 
that kind of pressure sometimes. Here�s one I ended up taking.

the griffin street angels
�Five young, mischievous goblins have taken up residence 
in the attics, eaves, sewers, and barrels of Griffin Street. 
Having lived here nearly a year now, they have become an 
acknowledged part of the community, despite being rarely 
seen. The goblins have christened themselves the Griffin 
Street Angels, and they fancy themselves a sort of street 
gang which protects the residents and lives off of their 
largesse. Local residents and merchants sometimes put out 
milk or table scraps for the goblins, but the Angels could 
get by on trash alone if necessary. There is no ‘protection 
racket’ involved; the relationship is more akin to that of the 
traditional brownie, where the locals curry favor with the 
goblins and in exchange are not only unmolested by the dirty 
critters, but the Angels sometimes help out in unseen ways. 
The goblins have become fairly protective of their ‘turf ’ and 
the people who live there, and at one point a few months ago 
drove off a rival (human) street gang. So, too, have many of 
the locals grown fond of their little helpers.

The ideas herein do not constitute an adventure on their own, 
but rather a short toolkit to create one, especially on the fly. 
Add a reason for the PCs to be on Griffin Street, or seeking 
the goblins, and perhaps a map of a steep and winding 
road, and improvise away! You may also want a handful of 
local merchants and residents handy, or ready for improv. 
Although written for use in a medieval or faux-Victorian 
fantasy city, a quick reskinning could make the Angels into 
escaped lab rats of extreme intelligence (for a modern or 
supers game), gremlins of some sort (horror), or even fluffy 
kawaii aliens (sci-fi).

running it as a comedy
The Griffin Street Angels should be a bit difficult to locate, 
then very difficult to pursue. The goblins themselves are no 
match for even novice adventurers in a straight fight; they 
are “just goblins” after all. However, dealing with the Griffin 
Street Angels may prove quite a challenge for any party 
seeking to avoid collateral damage or angering the local city-
folk, who have come to appreciate the hidden goblins.

To create this effect, the encounter is best run as comedy, 
and as broad as you care to make it, within the context 
of your game. Tussling with the Angels should be a bit 
cartoony, whether it’s comical combat or a hot pursuit 
through the streets. Below, the goblins and their unusual 
powers are described; several tables are provided to assist you 
in generating a madcap goblin encounter mid-game (and 
heaven help the party if they split up). You may also wish to 
employ the “Ouchies & Boo-boos” table, elsewhere in the 
2012 collection of Santicore, to amp up the cartoon feel.

the goblins themselves
All of the Griffin Street Angels are plain old goblins, with all 
the requisite statistics; however, each of them has a comical 
quirk which may come into play (typically non-lethal in 
nature). The Angels can all speak Goblin and a smattering of 
Common (especially Hamburger Soup, who is near-fluent in 
Common). They can be Neutral or Evil or Chaotic (or a mix) 
as suits your game.

HAMBURGER SOUP - the self-proclaimed leader of the 
gang, Hamburger Soup galavants about in a busted top hat 
and torn suit-jacket, constantly coming up with new schemes. 
He is quite selfish and vain, but also the cleverest 

WHAT DO THE PCs NEED FROM THE GOBLINS?
d6 Reason

1 Information. These goblins know something the PCs 
need to know.

2

Their stuff back! The Griffin Street gang has 
pickpocketed (or blatantly stolen) money or an item 
the characters care about (perhaps a magic item, 
badge of office, or MacGuffin).

3
Someone else’s stuff back! A non-Griffin Street 
resident claims “those blasted goblins” stole 
something of his...

4
Directions. The Angels possibly know a secret way 
into some building to which the PCs need discreet 
access; could be sewer, secret door, etc.

5 Something hidden. A treasure map or will sewn into 
an old coat donated to the goblins, for example.

6 Mistaken Identity. These are not the goblins you’re 
looking for. Move along.
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of the goblins, and quite skilled at both trap-setting and the 
navigation of Griffin Street (optional: when Hamburger Soup 
is pursued, roll twice on the Pursuit & Mayhem table below 
and choose the “better” result for the situation).

CRYBABY - although his fellows often tease him for his 
childish ways, Crybaby is perhaps the most ‘angelic’ of the 
Griffin Street Angels. He is the goblin who leaves gifts or 
candy for children, or sneaks into their rooms to tell them 
stories late at night (often he is just a voice from the closet, 
or under the bed). Whether there is any real philanthropy 
in these acts is subject to debate - Crybaby loves positive 
attention, and he doesn’t get any from the other goblins very 
often. If cornered or wounded, Crybaby is certain to emit an 
ear-splitting wail which could daze or deafen those standing 
too close.

POOT - a rather tubby goblin in a dirty shirt, Poot enjoys 
eating, snacking, trying new ingredients, and eating. He 
has a bad habit of filling his constantly-empty stomach 
with chalk from the chalk processing facility at the low end 
of Griffin Street. This practice combines explosively with 
his eponymous flatulence; when he is frightened or under 
duress (for example, when in combat or held aloft by an 
angry adventurer) he may release a noxious cloud of gas and 
copious tiny chalk-particles which destroy visibility within a 
five foot radius of his position for 1d3 rounds.

CLOWN-SHOES - despite wearing an oversized pair of 
human boots (and large ones at that), Clown-Shoes is just 
as stealthy and sneaky and his fellows. He is the enforcer 
of the gang, and easily the most belligerent of the bunch, 
always willing to bring his massive clodhoppers to bear in a 
ruckus. Assume most attacks from Clown-Shoes are either 
foot-stomps or crotch-kicks, either of which may cause a 

temporary stun effect (and possibly loss of movement rate for 
a few rounds) to his victim.

HOOCH - so enamored of drink is Hooch that he’s 
practically pickled; some spells (including sleep and most 
mind-affecting or fear-causing sorceries) may just plain 
not work on him, or have altered effects. Hooch generally 
has some sort of bottle, wineskin, or stein in his hand as he 
stumbles about, and one might think this would make him an 
easy target and less stealthy than his companions, but it just 
isn’t so. Hooch is like a tiny, burping drunken master. Should 
he release an immense belch directly into the face of a melee 
opponent (an act which inevitably solicits a unison “Good 
one!” from any other goblins about), the victim must save vs 
poison or be nauseated (50%) or even become temporarily 
intoxicated themselves (50%; lasts 1d4 rounds).

GRIFFIN STREET LOCALS’ REACTIONS
(when it’s obvious the PCs seek or pursue the goblins)

d6 Reaction

1
Belligerent (tough guy). “Oi! What you doin� over 
there? You mess wif dem gobs, you mess wif alla Gri�n 
Street, boyo!”

2 Belligerent (matronly). �You cad! How dare you! What 
have those poor wee goblins ever done to you!�

3 Subtle assistance (pro-goblin). �Ooh, so sorry, how 
clumsy of me! Am I in your way?�

4 Neutral. �Meh. Goblins.�

5 Subtle assistance (anti-goblin). NPC says nothing, but 
points furtively to a cabinet, then leaves the room...

6 Hater (anti-goblin). �Too right! Get �em gobs up outta 
here! Little blighters...�

Le� to right: 
Poot, 
Crybaby, 
Hamburger Soup, 
Hooch, and 
Clown-Shoes
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goblin mayhem and pursuit
DMs should improvise results and add stat checks or saves as 
necessary for various implied effects. Be sure to describe the 
environment of the street in a way that incorporates people, 
places, and things that just beg to be exploited by your players 
during a chase. Roll 1d20 and consult the list below.

d20   Event
1)  Goblin effortlessly scoops up a road-apple and flings it - 
rather accurately - toward the pursuer; alternately, a banana 
peel is tossed underfoot.

2)  While you were looking at one goblin, another one tied 
your shoes together. No laces on your boots? That’s fine; he 
tied fishing line from your belt to something heavy.

3)  Goblin makes a sharp turn, causing pursuer to nearly 
barrel into a (small child, elderly lady) at top speed (a save 
or DEX check might be valuable here; neither Little Sally nor 
Granny Knickerbocker react well to plate mail collisions)

4)  Goblin upsets an cart full of oranges or other pretty-
spherical fruit, with predictable results as the death-trap 
fruits cover a large area (time for DEX checks).

5)  Bouncing around, goblin knocks over (or pulls down) 
something heavy or awkward - a gargoyle, a rain gutter, etc.

6)  Goblin shoves a pram (complete with baby). It rolls out of 
control down the street, picking up speed.

7)  Goblin grabs fish from a cart and flings it like a 
boomerang; if it misses, make another attack roll as the fish 
boomerangs back at the target

8)  Goblin whistles, calling over a rather mean dog on a 
chain; whether the dog or the outstretched chain is the more 
serious issue is a matter for debate

9)  Is that a procession ahead? Oh, crap, it’s a funeral. The 
goblin weaves in and out of wailing mourners and even hops 
on (or in!) the coffin/bier if the opportunity presents itself. 
This is an opportunity for the PCs to be “those jerks who 
ruined that funeral” for years to come.

10)  Goblin scrambles up a rooftop, knocking ceramic 
shingles down upon you

11)  A pair of workers carrying (1-2 long ladder, 3-5 pane of 
glass, 6 something ridiculous like a piano or Christmas tree) 
between them steps between you and the goblin.

12)  Goblin hides in a barrel, giant wicker basket, or large clay 
pot, one of several. Somehow he can stick his head out of a 
different pot while you’re checking the first one; you know 
how this goes.

13)  Goblin scurries up under the eaves of a building and 
disappears, ending pursuit.

14)  Goblin slithers into a manhole in such a way that the 
heavy metal cover spins about noisily then slams down again 
just as you get there.

15)  The goblin nonchalantly grabs a stray cat and flings it 
right at your face. Being a cat, it adheres nicely and wails and 
claws nonstop.

16)  Goblin sneaks under the skirts of (1-2 attractive young 
lady, 3-4 tremendously round lady, 5-6 nun).

17)  Goblin kicks the rickety wheel of a dung-cart, causing 
a nasty spill (and potentially a Biff Tannen incident if you’re 
not careful).

18)  Goblin grabs a bag of spices (1-4 black pepper, 5-6 crazy-
hot pepper powder) and hurls it into the air, in someone’s 
face, or against a building as necessary to produce the desired 
sneezing or OH SWEET ODIN IT BURNS

19)  Goblin climbs up the beard of a passing wizard who was 
reading half-aloud from a book and not paying attention to 
where he walked; the book drops, spell components scatter 
everywhere from pouches, a bunny leaps out of a comical hat, 
and the old wizard blurts out random words of power. If you 
have a Wand of Wonder table handy, go for it.

20)  Goblin hurls fruit or a dead duck (hanging in a stall) 
at a hulking thug, then ducks behind something so when 
the brute turns, it appears as though a PC threw the food. 
Trouble ensues.

the goblins’ secret�
The Griffin Street Angels might be more than they seem; here 
are some ideas.

Mysterious �benefactor�. Hamburger Soup has been enlisted 
(and plied with wine and silver) to be on the lookout for a 
particular person (man dressed a certain way, child with a 
strange birthmark); if spotted, he has magical or mundane 
means of communicating with his patron - who may have 
evil designs.

Accursed. The goblins are actually people (knights? 
adventurers?) who were transformed and memory-wiped by 
a witch or other villain. If they manage to perform enough 
small good deeds (or one big one!) their bodies and minds 
will revert to normal.

Undercover. The Angels - all of whom are Lawful or Neutral 
in reality - are special agents of the monarch, a secret police, 
or are associated with one of the local churches, and are on a 
top secret mission...

Kid Brother. One of the Angels has an older brother who is 
a guildmaster, assassin, warlord, crazy shaman, or similar 
Person Who Would Be Very Cross You Killed His Kid 
Brother.

Wannabe. One or more of the goblins would desperately love 
to be the sidekick to an adventurer, or becomes obsessed with 
the idea of apprenticing under the party mage or cleric.
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the hillside than the right. Only a few bare pictograms, and 
some almost unrecognizable hieroglyphs remain: not enough 
to form coherent sentences from had you the time to spend 
on translation.

�e right hand wall of the temple is more intact, and while 
faded and grimed over almost to opacity, seems to have both 
readable hieroglyphs, and a traditional pictographic frieze 
of some sort. Much work to clean and reveal, or light and 
properly study the area would need to be undertaken to 
pull out any details from this wall though. It appears at �rst 
impression to be a traditional illustration involving a journey 
to a holy place. �e images nearest your entrance show 
travelers guided by the heavens: stars and the sun and moon. 
In all likelihood it is the founding myth of this very temple.

�e double row of pillars have similar grimed, faded and 
dusty friezes of some of the earliest versions of the Egyptian 
pantheon.

If Players express any desire to investigate either the piles of 
rubbish or the story on the right hand wall, tease them with 
some further details, but let their investigations draw them 
deeper into the temple. Then, when they reach the half-way 
point, interrupt them with this happening:

As you advance further down the hall, deeper into the 
hillside, the thin light from the broken doorway behind you 
is all but lost. Your torches and lanterns guide your way 
now, and it is by their dancing, wavering light that you �rst 
perceive some movement from up ahead. Some dancing 
ripple of re�ected light comes back to you, along with a 
continuous sound which is eery in its familiarity, while being 
at the same time utterly wrong.

�en, as you squint up to this disturbance in the gloom, 
with a scrape and shu�e a shape of blackness interrupts the 
re�ection and all at once you are aware of a �gure moving 
toward you. In the half-second it takes you all to take this in, 
you realize that it has the form of a person, lurching toward 
you with a kind of desperate intensity. From the shu�ing 
form comes the scent of an ancient tomb, and with a rasping 
moan it reaches out to you a hand with �ngernails like curled 
talons. �e sound from his throat sounds like:

�Please... mesneh... shebi... rek!�

Then the only sense that any Character will be able to make 
of this speech follows. However, we would suggest that it 
would take a native speaker of ancient Egyptian, who was 
also a great linguist, with a recording device running for 
the few seconds that is spoken for and time to review the 
recording afterward to get as far as this:

“Please... turn back... change... this time!”

Let the Players have one action only, at the end of which, 
whatever they have done, the shambling figure crumbles to 
dust before their very eyes.

Stepping forward onto a leg that shatters with a mu�ed 
crunching sound, the �gure collapses suddenly forward. It�s 
lurch to catch itself sees the other leg snap and crumble right 
up to the thigh, and the arm it throws forward in an instinct 
to stop its fall disappears in a mess of dust bone and rags up 
to the elbow. Unable now to arrest its fall, or right its balance, 
the whole being subsides over onto its shattered limbs - still 
desperately mouthing its speech over and over - at last 
collapsing bodily onto the stone �oor with a crumpling crack. 
As its torso breaks, and its head plunges shattering to the 
�oor, the entreating hand remains outstretched before falling 
loose at the last and dissolving into a dry rotten pile at the 
very feet of the nearest of you.

Once the players have recovered from the shock of this, 
allow them to move forward and investigate the tantalizing 
shimmer of light up ahead.

shrine/adytum
Immediately a�er the sixth pillar on each side of the central 
chamber come two shallow steps down to the Adytum area of 
the temple: it�s holy place of mysteries.

Here the space opens out to be around ten yards wide, and 
might be a further three yards deep. In the centre of this space 
lay what must have been a pool of clear cold water, curving 
out in a half moon to lap at the foot of the lowest stair.

But as you step closer your mind rebels at what it sees before 
it; it refuses to make a coherent picture in your mind for you 
of what your senses report.

�e area of the pool is fractured, but not in any natural way. 
It is as though the stone, water, and even air of the space 
before you had been some artwork, cra�ed immaculately 
out of a perfect piece of crystal or glass. But then at some 
point a force of unimaginable violence has struck the edi�ce, 
at the very centre of the back wall of the temple. A dozen 
cracks have radiated out through reality from there, and 
their shimmering, wickedly sharp edges can be seen glittering 
through the stone above, water below, and air in-between.

More than that, the fracturing has broken something else. 
For somehow the border between each segment of shattered 
reality reveals little di�erences between each shard of space. 
�ey sit at slightly di�erent levels, but the water does not 
�ow down from one to another. Or it does so, but only at the 
pace of almost frozen honey. In once place the ripples travel 
backward from the direction that all the other segments 
around it do, and in another the entire shard seems utterly 
motionless altogether. One shard is an impenetrable black. 
Along another�s edge, water �ows backward up into the 
section above it, but the ripples of it entering appear on the 
far side of its neighbor than where they should. Behind all 
this, in the centre of the back wall of the shrine, sits a carven 
edi�ce: a square stone throne, with the crudely shaped form 
of a man sitting in it. �rough the crystal distortion of
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TWO SCORE YEARS I HAVE LABOURED AT THIS TASK

I AM AN OLD MAN NOW AND HAVE BUT THIS TO ASK

SHOULD MY FRIENDS OF OLD NEVER SEE ME AGAIN

REMEMBER ALWAYS THEIR PAST AND FUTURE FRIEND

|I NAMI HIGH PRIEST OF RE CAUSED THIS TO BE BUILT AND

WRITTEN

This is the text on the walls:

SPHINX  OF  BLACK  QUARTZ 
SPHINX  OF  BLACK  QUARTZ

JUDGE MY VOW
JUDGE   MY  VOW

The line below is a pangram: a sentence containing all the letters of the Roman Script.
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By...?

Dear Secret Santicore,
Please grant me a one page dungeon based off 
Hansel & Gretel. Eating

 an adventure based on 
Hansel and Gretel

background:
This evil hag lured two stupid children into her WICKED 
COTTAGE with the sweet smell of sin smoke!

She put them in cages and fed them her WITCHY 
COOKING, to plump them up for her CANNIBAL LUSTS.

But they were WILY BRATS and they shoved her into her 
OWN EVIL OVEN.

But she had HELLA MAGIC and her half burning carcass 
scuttled into the chimney and MADE WITH THE CURSES.

The children fled into the woods, but in the days to come, the 
witches curses was revealed. No food but that cooked in that 
oven will sate their horrible hungers.

Now Hansel and Gretel have grown into horrible OGRE 
BABYS, Gretel capturing people in her SACK OF 
STUPEFYING and Hansel guiltily tending house and making 
dolls out of the hair of PEOPLE COOKED AND EATEN.

ingredients:
Ogre stats for Hansel and Gretel, Gretel should have more 
hit points than Hansel. She has a sack infused with a 
Unconsciousing herb so anyone she successfully grabs and 
shoves in the sack must make a Con save each round or be 
asleeped. She has a necklace of 6 finger bones around her 
neck. When inserted into the bone hands holding the cages 
shut, these make the hands open the cage.

The Witch, aka the SMOKED HAG, uses the stats for a Ghast. 
But, instead of paralyzation claws once every 3 rounds, she 
can do a burning stare. The victim must make a Will save 
to avoid being paralyzed for a 1d4 rounds (then you get a 
another chance to make the save). On the 2nd round, the 
victim starts cooking, taking 1d6 fire damage per round until 
dying or making that Will save. The witch is immune to fire 
as well.

She lives up the chimney and will lurk there. Anyone looking 
up the chimney will see nothing, then smell cooked meat, 
then her eyes glow in the darkness and they are attacked with 
her gaze attack. Also if anyone tampers with the shrine in the 
basement or the treasure sack, she WILL KNOW and come’a 
scuttling down. She wouldn’t really care if Hansel and Gretel 
are killed unless the prepared food is tipped out, then she will 
try and kill you.

The Treasure sack in the basement needs stats as well, a 
trapper or an executioner’s hood would be ideal. It’s soft 
black and fuzzy and warm and if anyone puts anything into 
it will lunge over there head and torso, wrapping tightly and 
suffocating them. Put whatever treasure is appropriate for 
you campaign in it.

There are UNDEAD CHICKENS on the roof. They attack 
with gaze attacks, which have the effects of (randomly 
chosen) slow, confusion, sleep, or enfeeblement. If attacked, 
they fly out of reach and come back later to harass the 
attacker. Hansel, Gretel, and the witch are instantly aware of 
what they know. Use the stats for a chicken for them, but like 
undead. They remain out of sight for anyone entering the hut, 
but attack with their gaze attacks anyone leaving.

The FOUL COTTAGE is made from packed mud and 
wicker. There is always delicious smells coming from it, 
and occasional wispy smoke from the chimney (via THE 
SMOKED HAG’S UNDEAD FLESH). There is big pot of 
“pork” soup in front of the oven.

Eating any of the soup or food here means you will be unable 
to digest any other food (barring a high level remove curse). 
You begin to crave the witch’s cooking in the days to come. 
If you eat the SMOKED HAG in one sitting (can be shared 
between people) this breaks the curse too.

where are the ogre babies?
HANSEL

d12 Location
1-2 Asleep

3-5 Picking flowers, herbs etc out in the woods 
somewhere

6-8 Making hair dolls, absorbed in it , upstairs
9-10 preparing food, potions or preserves

11 Tidying up, changing the floor rushes or mucking 
out the prisoners with a rag on a stick

12 Taking a shit in the woods
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GRETEL

d12 Location
1 Asleep in the second story

2-7 Out hunting
8 Lolling about indolently
9 Rummaging in the larder, about to prepare food

10-11 Eating
12 Taking a shit nearby, outside

HEY THIS CAGE, WHAT IS IN IT?
(Insert Macguffin NPCs here as needed)

d12 Contents
1 Goblin, kobold, or other small humanoid
2 Stray orphan or mostly unwanted peasant child

3 Child of someone who has stuff, like a noble or a 
dwarven Boozelord

4 A busting fat piggy!
5 Halfling Minstrel
6 Sheep in a Dress

7-12 Empty!

DOES GRETEL HAVE SOMETHING IN HER SACK?
Roll a d8 and consult the table above.

LARDER
The larder is poorly organized with no indication of what’s a 
potion, a poison, or a tasty jam.

Picking something at random results in... (also everything is 
really bizarrely flavored like a giant cannibal child has been 
morosely combining unlabeled ingredients at random)

d12 Random Larder Item
1 Jam
2 Vinegar
3 Chutney
4 Abortive agent
5 Mild Poison
6 Poison that destroys a random sense
7 Potion of cure light wounds
8 Potion of fire breathing
9 Potion of Tongues

10 Soup stock

11 Stupefying agent (the stuff the sacks been treated 
with)

12 Homebrew booze plus roll again for its side effect

Pardon me. Do you have any Grey Poupon?
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Revenon
 an adventure location for 
use with reaper miniatures

By the Secret DM

Dear Secret Santicore,
Please grant me a dungeon or adventure for low-to-middle level 
characters that uses only monsters and characters that can be 
exactly represented by miniatures from the Reaper Bones 
Kickstarter. Anything from the Vampire level is fair game 
except the non-fantasy (Chronoscope) stuff and Sophie. I’m 
looking for something nice and fun that anyone who got in on the 
Kickstarter could drop into their campaign (so probably not 
too gonzo, but a bit is fine if you want), and the more miniatures 
used, within reason, the better.

Note: This is intended as a starting point to encourage your 
creativity. To help make this adaptable as possible to the 
specific needs of you and your players, I’ve left out full stats 
and pre-defined encounters. Instead, I give you a map and 
room descriptions, and suggestions as to what kinds of 
encounters would work best in each environment, relying 
specifically on the minis that are available to people who 
backed the Reapers Miniature Kickstarter at the Vampire 
Level.

Revenon is a place where various religious sites converge, 
pressed together within an enclosed space and linked by a 
number of intersecting tunnels. The origins of this strange 
realm are left for you to decide; perhaps these disparate 
ideologies were “borrowed” from places in the real world, and 
brought here by some kind of “collector” entity. Perhaps it’s a 
little deeper than that; maybe the tunnels represent madness 
and each “religion” a path to reason and enlightenment. Or 
maybe it’s WHO CARES LETS KILL STUFF!!!

How Revenon fits into your campaign world is entirely up to 
you, but here are some suggestions:

1. Extra-planar. The easiest way to include Revenon is to 
make it a place that exists outside your normal campaign, 
accessible through some kind of magic. For example, I use a 
magical stairwell that never ends.

2. Post TPK One-Shot. If your players have just experienced 
a “total party kill”, you can immediately follow that up with a 
visit to Revenon, treating this space as a sort of purgatory for 
their PCs, giving them one last chance to adventure.

3. Just another dungeon. Maybe this place really does 
exist in your campaign setting, because your world is just 
that awesome. Why are so many different religions all co-
existing in a tiny dungeon space? Perhaps this is a safe haven, 
established by the heads of various religious organizations, to 
preserve each ideology in some fashion.

Why are the PCs here? Did they end up here by accident? Or 
were they sent here with a specific purpose? Perhaps to gather 
rare Mook Vine leaves (see room #4)?

1  The Entry
Regardless of how your PCs reach Revenon or why, place 
your entry point (magical portal, trap door in ceiling, endless 
staircase, etc.) in room #1.

2  Egyptian Temple
A series of tunnels leads to a vast, golden-hued chamber full 
of pillars. And hieroglyphs. And mummies.

On the way there, use the vermin minis from the Reaper 
collection: beetle swarm, giant beetle, spider swarm, and 
either the giant spiders or scorpions (personally I’d go 
scorpion for its deadly poison attack and to mix things 
up a bit from beetle/spider appearances). Start subtle; 
describe the noise of “scuttling” in the walls, then unleash 
the beetles. Follow this with a small chamber with a sealed 
door; breaking the seal unleashes the spider swarms (deals 
1d4 points of damage, save vs. paralysis) and exposes a 
passageway, the lair of either giant spiders or scorpions. After 
these encounters, the PCs can move on to the main room.

If you’re a fan of campy horror films, now is a good time 
to build and then break the tension. Use a description that 
builds suspense; mention hieroglyphs that depict death, and 
describe a musty scent permeating the chamber, mixed with 
a hint of pine and saffron (scents used in the mummification 
process).

At the far end of the chamber are several sarcophagi, their 
lids ajar. As the players creep forward, something pops out 
from behind one of the pillars...

Put out the cat familiar mini. Allow players a sigh of relief, 
or their standard, overly-paranoid ‘the cat is a mimic/illusion 
and should be stabbed to death’ reaction, whichever is more 
likely.

Then unleash the actual encounter.

(Note: Since there are no “priest” type minis, we’ll focus 
instead on the undead that reside here. Depending on the 
level of the PCs, they may be able to go toe to toe with a 
mummy (or mummies, as the case may be) or they might 
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have to retreat; in that case, the mummy(ies) will not follow.)

Inside the main chamber, place a batch of skeletons (I’d say 
the four with shields) and, depending on what level your 
players are, toss in a mummy (or four; ). You can set their HD 
anywhere from 3 on up, but even for a low-level party, keep 
the mummy’s powers the same (i.e. still capable of inflicting 
“mummy rot”).

As for treasure, this is probably the best place in the dungeon 
for them to acquire anything gold or jewel related; other areas 
may yield magical items, but the concentration of valuables 
within the Egyptian temple are befitting of a pharaoh.

3  fire elemental worshipping cauldron
Drawing closer to this circular room, the tunnels fill with 
noticeable heat, along with the smells of charcoal and smoke. 
At the room’s center is a massive black cauldron, surrounded 
by eight smaller cauldrons. There are no noticeable fires 
underneath any of the cauldrons, although their bottoms 
glow with a dark orange hue and they are extremely hot to 
the touch (2d4+1 points of damage). Beyond this, they are 
completely empty.

Allow the players some time to explore this room, increasing 
their physical discomfort the longer they stay.

The large cauldron in the middle is engraved with the 
following saying:

“The Path is Illuminated with a Gift of That Which Burns”

If the players toss anything combustible into the large 
cauldron, there is a burst of heat and light as the large Fire 
Elemental appears, writhing out of the cauldron and eager to 
destroy anyone that disrupted it.

In addition, the two lesser fire elementals also appear, each 
in a random small cauldron. They are like standard fire 
elementals, only they have the ability to teleport from one 
cauldron to another.

If the players are able to defeat the elementals and apply 
some kind of magical means to cool off the cauldrons, they 
can search the interiors of the cauldrons to collect random 
treasure. Feel free to go nuts with as much mundane or 
exotic stuff as you feel like giving out; assume that, whatever 
fire elemental worshipping cultists used this temple, they 
probably tossed human (or humanoid) sacrifices into the 
cauldrons. Possibly with their possessions.

4  orc bone garden
Crudely carved steps twist and curve deep into the bowels 
of this cavernous realm. The air is cool, and filled with the 
sound of chanting. Those with a keen ear can make out some 
orcish words about “death” and “battle”, but the total chant is 
either too difficult to discern clearly or includes foreign words 
or phrases that the party has never heard before.

The narrow, twisting passages then open up into a vast, 

natural cave, filled with scattered piles of various sized skulls. 
There are also several (at least 7) orcs here, who although are 
sitting with individual skull mounds, chant in unison, while 
each offers some kind of crude, stone object to the pile before 
them.

Rarely seen in the known world, orc bone gardens serve as 
both burial grounds and worshipping centers for the more 
religious-minded clans. Scattered around the cave are piles 
of collected skulls, both orc and non-orc alike. Each pile 
varies in size, and represents one specific battle an orc clan 
fought in. Orcs collect the skulls of their clan members and 
the enemies they faced in battle, and these mounds honor the 
dead and tell their story as well.

Growing through the cracks and crevices and openings of 
each skull is a rarely seen plant known as Mook Vine; this 
vine twists and wraps through each skull, binding them 
together into one solid, impenetrable lump of bone. Every 
now and then, the vines move and tighten, causing the piles 
of skulls to sway and chatter.

Mook vine has a bitter taste, but if harvested properly, it can 
be used in the creation of potions of regeneration.

The bone piles have another unique property as well; if they 
are disturbed in any way, they all begin to chatter in unison. 
The cacophony of sound is disturbing to listen to, inflicting a 
-2 penalty to hit on all attacks made by non-orc characters.

The exact number of orcs appearing depends on several 
factors, mainly how many orcs are in the Reaper Miniature 
Collection. I count 7 orc or orc-like creatures in the Vampire 
Level, but I could be mistaken, because some of the images 
aren’t clear.

That being said, it’s wholly possible you picked up the $25 
“Orcpocalypse” option, which adds an additional 20 orc 
minis to the collection.

Regardless, beef up (or weaken) these orcs as needed to 
accommodate the level of your players. You could even make 
all the orcs present into warrior-shamans, granting them a set 
of spells each to use in battle.

What are the crude stone objects the orcs were offering? 
Probably nothing, but feel free to assign them some mystical 
property.

5  demonic summoning vault
A massive, square chamber built from demonic blood stone, 
the Summoning Vault features diabolical paintings of horrific 
and perverted scenes on every surface; in addition, there 
are infernal runes carved into the floor, walls and ceiling. 
The ceiling itself is very high up, and held in place by several 
pillars built from an evil, black stone that is so black in color, 
its glossy surface reveals reflections that expose the darkness 
inside any onlooker’s own heart.

Seeing this imagery calls for a save vs. paralysis, or else the 
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on-looker is held in place as the madness-inducing imagery 
fills their mind with dread thoughts of what evil they 
themselves are capable of. Blocking someone’s line of site to 
the pillar will free them from this trance-like state.

Attacking the pillars themselves is possible, but runs the risk 
of bringing the ceiling collapsing down.

There are two pentagrams drawn in white chalk on the floor, 
and drawn with apparent disregard for whatever runes or 
paintings are featured on those sections of the floor.

This area offers a few possibilities for building encounters. 
Here are some suggestions, depending on which minis you 
have, if any, from the add-ons to the Vampire reward level:

Cultists: First and foremost, before any actual demons show 
up, you need cultists. While the Reaper minis don’t have any 
specific ‘cultists’, there are a few minis that work great for 
this purpose. Any minis with hoods should work; under the 
“+30 New Bones” grouping alone, I see 5 potential ‘hooded 
cultists’, plus the wizard type with a scroll and the wide brim. 
I wouldn’t use him though, because I’d reserve that role for 
the Bearded Cultist from the Dark Heroes group, whose look 
features chains, and a long scroll unraveled but whose top is 
wrapped around a bone.

Necromancers and Dark Heroes: Any of the minis featured 
in the Reaper Minis categories titled “Necromancers” or 
“Dark Heroes” would work for encounters transpiring in this 
vault. Just assign appropriate Hit Dice, attack powers, and 
abilities to match the capabilities of your player’s characters.

For example, the two evil-looking, fully-armored knights in 
the “Dark Heroes” category? I’d make them at least 7 HD, 
wearing ill-metal armor that gives them an appropriately 
difficult to hit AC and causes sickness on each miss against 
the dark hero (save vs. poison to avoid, -1 to attacks for the 
remainder of combat, non-cumulative). They also wield 
horrorswords that scream as they cut through the air, just for 
the added effect of having these knights be the kind of things 
nightmares are made of.

That may or may not work for whatever level your PCs are; 
I wouldn’t use those minis to represent warriors with HD 
less than 5, because then their full body armor doesn’t fit 
with their power level. Instead, if you’re running this for say 
a group of players with 2nd to 4th level characters, skip the 
armored guys and focus on just cultists.

If the PCs are between 5th and 8th level, have the lead cultist 
guy begin a summoning ritual while the lesser cultists and 
warriors keep the PCs from interrupting. If they don’t get 
through and stop the summoning, a portal opens up and 
something comes through.

If the PCs are 9th level or higher, you might have that 
something already in the chamber...maybe invisible or hiding 
on the ceiling or something.

Alternatively, you could have the room empty of any living 

souls, with just the bodies of dead cultists strewn about and 
blood smeared everywhere. Then, as the players cross into the 
room, one or more demons appear and attack the party.

What kind of demon or demons? Let’s see what the options 
are in the Vampire Level:

In addition to the 4 minis in the “Bedevilled” grouping, there 
are two other “winged demon” models in the collection, and 
the Owlbear could be used as well.

It’s also possible you opted for the “Demons” add-on, which 
gives you two large demon minis. There’s also the “Mythos 
Monsters”, the frost wyrm, the “Deep Dwellers”, and big ol’ 
C’thulhu himself.

6  monotheistic worshipping hall
A long rectangular room with a very simple decor; A couple 
of candle stands along the walls, two rows of benches, and 
a relatively unassuming altar built from wood. There are 
several large, stained-glass windows, depicting scenes of a 
holy knight dedicated to serving their god.

Which God this church is built in honor of is entirely up to 
you, so be sure to add in that detail.

Of course, no light comes in through the windows, as they 
are pressed up against rock. The same is true of the large 
double doors at the far end of the chamber, which open up to 
reveal a stone wall.

Start this encounter with up to 5 townsfolk minis placed in 
the pews. These people appear to be waiting for a sermon 
to begin, though there is no priest. They hang their heads in 
sadness, and seem at first to ignore the PCs.

If the PCs press them with any kinds of questions, they’ll 
mutter something about how cold it is here; they don’t know 
how they got here, and have no desire to leave the church and 
explore their surroundings; instead they wait for the priest to 
arrive so that the daily sermon can begin.

If they are asked how long they’ve been waiting, they’ll 
respond that they just arrived at church a little while ago.

In fact, they’ve been here for more than a few centuries; 
now they are ghosts, unbeknownst to themselves, and will 
eternally wait for the sermon to begin.

If the players can figure out a way to make the townsfolk 
understand how much time has passed and that they are in 
fact ghosts, they could free the townsfolk of their burden and 
allow their spirits to depart.

Doing so is the equivalent of completing a combat encounter 
of moderate difficulty.

If instead the players attack or provoke the spirits in some 
fashion, they will reveal their true form; swap out the 
townsfolk for the set of green “Haunts” minis and have at it 
with the death and mayhem.
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