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Dear Secret Santicore, 4\‘ Ty e .
Please grant me a set of small random tables that tell me & 0 i OU FLEE TAB]JB
what happens to the characters if the adventure has to end e )

before everyone gets back to civilization. Some sort of By Stefan Sh | rl ey

“fleeing from the dungeon/outaof the wilderness tables” to
wrap things up quickly if people have to go home.

Florian
Sometimes, you're lucky to make it back alive. These tables might need to escape in a fantasy RPG, and I added the city
(mostly) assume that you have been so lucky and burden table since that’s the next game I intend to run!

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

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!

1. Roll on The First Table of Escape...
1d6 RESULT

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.

) 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.

Whatever other misadventures you find yourself on, you have attracted a minstrel. For better or for worse this
5 | 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!

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.

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

While fleeing from the Dungeon you...
2d6 RESULT
2

...are set upon by humanoids bigger and more numerous than you. They take your stuff, but somehow, you managed

A to escape! Time to get your stuff back!

... are jumped by bandits when you reach the surface! They take only your cash and trade goods. They let you go as
4/10 | 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 wont be so lucky next time.

...run afoul of a powerful wandering wizard who polymorphs you into a small dog, but you are able follow your own

39 | scent home! Now... You need to get yourself turned back.
... hid from foul humanoids and bandits in the foulest ditches, sewers, and trash heaps. You are in quite a state by the
6/8 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.

...nothing happens! Well, you evade capture and death and only suffer minor battering for your efforts (lose a non-
7 | 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 nights sleep won't fix!

12 | ...are captured by creatures of the faerie courts! (see following table) Or, roll again on this table twice!
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—350 YOU FLEE" TABLES

While making your way out of wilderness back to civilization you...

2d6 RESULT
2

... are hopelessly lost for 1d6 days. Eventually you make it back to camp, but if it weren't for the kindness of that
3/11 | 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.

... 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?

4/10

...run afoul of a powerful wandering witch who polymorphs you into a pigeon, but lucky for you, a homing pigeon!

519 Now... You need to get yourself turned back. But, first who do you want to humble from on high?

... 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.

6/8

..nothing happens! Well, you evade capture and death and only suffer minor battering for your efforts (lose a non-
7 | 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
311 | e 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!
410 | e 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....

...run afoul of the local wererat mafia. They've infected you with a very special version of their "disease." You have
5/9 | 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.

...nothing happens! Well, you evade capture and death and only suffer minor battering for your efforts (lose a non-
6/8 | 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!

...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!

7 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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—350 YOU FLEE" TABLES

Captured by Faerie Creatures!

1d20 RESULT

] 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.

) 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!
You have gained nudity and poverty! Congratulations! Beats martyrdom! Also, you have a new birthmark... Wonder

8 | 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).
You wake in the local school house or perhaps chapel wearing a dunce cap. The local children laugh at you as you

9 | 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.
You sat at tea parties and smoked with caterpillars. You discussed at great length, many things, with a wizard in an

10 | 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.
You have more endurance than you ever had before. I leave it to your imagination what sort of training you

12 | 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.
You danced with the dryads under the trees and they taught you so, so much. Gain a point of Dexterity. However,

13 . . . .
you desperately need a hair brush to get all the lilac blossoms and twigs out of your hair.
You got in deep gambling with an efreet and barely escaped with your life, fortunately they took your random

14 | 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.)
This is NOT the body you left in! You have been returned to this world in the wrong body! ARGH! (Really. Re-roll

17 | 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. 1’'m talking maybe D3-1 small
tables and D6 accompanying sentences.

by Mike Fernandez

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:

di2 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;
s0, 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.
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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
de +10gp
ds +30gp
di1o +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.

ALCHEMY ENGINE

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

Taste

Echolocation

Thermal vision

Smell

Sound

Darkvision (works in the light)
Sight

Tremorsense (steps have no weight)

O | IS |W]IN |-

Touch (incorporeal form)

—_
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Thoughts (can’t be targeted by mental based effects)
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ALCHEMY ENGINE

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.

d1o ALTERED FEATURE
1 | Hold breath indefinitely

2 | Grow functional gills (can’t breathe air)

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
7

Treats water as if stone

Stretch your limbs, each at 1’ per point of CON.

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

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

Freezing

Shocking

Burning
Stabbing
Choking
Shaking
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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.

dé HOW THIS POISON MESSES YOU UP

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

1

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

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

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

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

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.

dé6 | DEBILITATING EFFECT
Enfeebles Strength by dX
Numbs Dexterity by dX
Weakens Constitution by dX

Saps Intelligence by dX
Clouds Wisdom by dX
Mars Charisma by dX
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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
Buffs Strength by dX

Focuses Dexterity by dX

Builds Constitution by dX
Expands Intelligence by dX
Sharpens Wisdom by dX
Amplifies Charisma by dX

Boosts morale (current hp
temporarily increases by 2dX)
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ALCHEMY ENGINE

8. PROTECTIVE/RESISTING PROPERTIES
Tis But A Scratch: Reduces specific Damage Types against
target during the effect. No Intensity.

ds DAMAGE TYPE REDUCED

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

) 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
Lungs are like steel, half damage from

5 . .
poisonous gases and choking attacks

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

7 . .
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.

ds 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.

(=9
]

CREATURE REPELLED
A specific type of Animal or Beast

Devils and Demons
Ghosts and the Undead
Angels and Godlings

Faeries and Elves

Insects

A specific type of Humanoid
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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

Regain dX to a damaged ability bringing

3 it back up to its original score
Gain the benefit of one night of sleep
instantly, and make a CON check, on
4 |2 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

Anti-venoms, this is specific to a poison
and needs either a dram each of all of the
components used for the original poison

1 |. .
if synthesized; or a dram from whatever
poisonous creature or plant the original
poison was derived from.
De-mutators, devolves a specific kind of
) mutation, requires acquiring a dram of a

component either from or similar to the
affected thing

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

Cures, removes all negative effects of a specific
4 | 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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ALCHEMY ENGINE

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 ineftective (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.

(VAGUE) HEIST SCENARIO GUIDELINES

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 plann