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books outright (at least 100 gold), assuming they would 
be willing to part with such information; far more com-
mon in this regard would be to trade a deed or favor 
from such seekers in exchange for the lore. Neverthe-
less, monasteries remain the sole surviving source for 
some information, and they can be worth it. 

Finally, monasteries serve to strengthen the souls of 
the faithful or those seeking reaffi  rmation or enlight-
enment. Although not their primary function, they 
can nevertheless serve as temporary homes for those 
requiring a spiritual respite, either for a couple of days 
or a more extended period (perhaps years). 

Monastic life is not for the fainthearted. Most mon-
asteries rigidly defi ne one’s life, telling monks when to 
sleep, eat, worship, and perform other duties. Monks 
must usually take vows beyond a conviction to the 
monastery’s order: chastity, poverty, and silence are 
all common. (In particular, the vow of silence is often 
misunderstood. Like most such vows, it teaches self-
discipline, and isn’t an absolute; most monks are per-
mitted to speak or sing during prayer, when completely 
necessary to fi nish a work assignment or respond to a 
visitor, or when addressed by a superior.)

Of course, one doesn’t spend the better part of a 
day at a monastery — waiting for one’s clerical com-
panion to stop gabbing with another religious superior 
— without coming up with other ideas. As such, here 
are some other possibilities for what I might do, if I 
wrote a tale set in a monastery. 

Monasteries off er seclusion and insularity. While 
this is wonderful for those seeking respite from worldly 
distractions, it can also provide an ideal canvas for 
stories requiring secrecy. For example, a murder mys-

tery is ideal for a monastery; it’s a closed-off  
environment and there are a limited number 
of suspects — many of whom don’t speak! A 
monastery would also be a good place for some-
one unscrupulous to hide; presuming he could 
con his way in, he could remain undetected for 
months or even years. And if this miscreant 
had other nearby objectives, he could use the 
monastery as a base of operations. 

A monastery can serve as the last stand 
against some evil, either physical, spiritual, or 
both. Although not fortresses, most monas-
teries are designed to withstand some level of 
attack, especially if they contain items, crafts, 
or knowledge of value. A group of heroes might 
seek to aid a region under attack by using the 
monastery as a line of defense, working with 
the monastery to cobble together off ensive or 
defensive strategies. Of course, for this story to 

work, the monastery (or at least the abbot) would need 
motivation to thwart the assailants; many monasteries 
place themselves above the petty squabbling of nations 
and wars. But attacks of an evil, mystical nature would 
surely draw the monastery’s attention, and woe befall 
any attackers who forget that such places often commune 
with higher powers dedicated to order and good. 

Finally, the establishment or rebuilding of a mon-
astery might be a long-term goal for a suffi  ciently 
pious individual, bringing much of the same fl avor of 
castle-building tales while advancing the holy person’s 
religion and faith. 

As for myself, I volunteer to help any monastery 
that has suffi  cient brewing ambitions to hone their 
off erings. 

Ruined Castle’s 
Dungeon

It was noon when we arrived at the rubble that 
denoted a previously mighty fortifi cation. How the 
castle became ruined, and why it has remained such 
without being replaced, I do not know. Th e large hilltop 
it rests upon appears (to my admittedly untrained eye) 
an exemplary location, overseeing the region below and 
providing excellent visibility for kilometers in all direc-
tions, especially from the one seemingly sturdy tower 
remaining in the valley-side corner. Raichael seemed to 
sniff  the air, looked up to the sun, and uttered a short 
prayer to her deity. “Ill omens,” was all she would say, 
and I got the feeling this would prove, yet again, her 
extreme capacity for understatement. 

Mirror of the 
Highest Sun

Th ese holy items are highly polished metal, made more 
refl ective than any conventional means by the abbey’s secret 
process. Although it does not seem to have any miraculous 
abilities of its own, it can augment other eff ects that rely on 
light or the sun. Th us vampires fi nd light refl ected by this 
mirror even more unbearable, illusions using it as a compo-
nent are more eff ective, and so on (Uncanny Aptitude (R4), 
+4 to all totals utilizing or requiring sunlight; Burn-out (R1), 
can be lost or stolen). Price: VD (100 G). 
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Looking for clues 
within the ruins, we dis-
covered a few points of 
interest. Grubba stroked 
his long beard and asked 
if he could poke through 
the ruins on his own. 
We assented, and the 
dwarf wandered off  in an 
expression of absolute 
glee (which is to say, he 
was scowling less than 
normal). 

A f t e r  s e a r c h i n g 
for a time, we found 
what seemed to be the 
remains of the throne 
room. Any valuable trap-
pings had long since 
been destroyed by the 
elements or looters, but 
it still exuded the regal 
style as typifi es royalty. 
After some more exami-
nation, we found a collapsed secret door which led to 
the castle’s dungeon. 

Th ere are some general misconceptions among 
commoners about typical castle dungeons. Th e normal 
vision is a sprawling, vast complex, replete with dozens 
of chambers and corridors, containing prisons, supply 
rooms, and so on. Th is is generally wrong for a number 
of reasons. First, any kind of under-earth burrowing 
is hideously expensive; unless there’s a specifi c reason 
for doing so, a castle’s underground construct, if it 
exists at all, is likely to be modest. (Of course, plenty 
of castles are constructed by those with a less-than-full 
grip on reality, which can be reason enough for making 
a sprawling dungeon.) Second, sprawling underground 
prisons are rare beneath a castle. Prisoners scarcely ever 
warrant the expense of building a dungeon; in fact, 
in most kingdoms they seldom warrant the expense 
associated with feeding them. Wrongdoers in most 
kingdoms are punished by fi nes, banishment, or death. 
Occasional short-term public humiliation (such as a 
public cage or stockade) may serve for those who need 
to be taught a lesson by brief imprisonment. 

Regardless, the only folks you want to seal beneath 
the earth in a full dungeon are those who are too dan-
gerous to set free or too valuable to let go. Political 
prisoners most commonly frequent dungeons, although 
those who know valuable lore (especially of an arcane 
nature) might also be found there. 

Th e fi nal reason there aren’t more sprawling castle 
dungeons is that it presents a security risk. A moment’s 
thought will reveal why: If you’re building a thou-
sand-ton castle on a spot of earth, digging beneath 
the foundation is a good way to ensure your castle 
becomes ruins. (In fact, if an enemy castle does have 
such a dungeon, it’s possible that an adventuring party 
might be tapped to play the role of sappers against it, 
sneaking into the dungeon and weakening the ceiling 
to help invaders take or destroy the fortifi cation.)

Because of all these reasons, most dungeons beneath 
castles — if they exist at all — are small ... “hole-in-the-
ground” tiny. Th e normal purpose of the dungeon is 
the short-term holding of a small number of prisoners 
(no more than four, kept in two rooms of two people 
each, although only having enough space for two — or 
even one — is common). Soldiers usually guard above 
such tiny dungeons at the sole entrance. 

However, this castle’s ruined dungeon was an excep-
tion, being somewhat more elaborate than the typi-
cal underground hole. It seems this dungeon served 
primarily to imprison and interrogate; the entryway 
opened into an antechamber which led to 12 prisoner 
cells, each sealed with a lock that would take Moder-
ate lockpicking ability to thwart. Th e doors consisted 
of stout wood, with grated openings to peer in and a 
slot at the bottom to give food. We weren’t interested 
in exploring the chambers fully, but it stands to rea-
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son that any number of secrets might be housed in 
those cells, either in the form of gear the prisoners 
managed to hide on them, or else in messages or lore 
hidden within. I’ve heard of one prisoner who carved 
an elaborate enciphered text on the inside of his cell 
using a fork, over the course of his months of captivity; 
the guards never new because they never bothered to 
open the cell door. 

Th e next room was a full-fl edged torture chamber. 
Th e smell of rusting iron and sound of creaking chains 
fi lled the air as we moved quickly through here. Th ere 
was a door similar to those blocking the cells between 
the torture chamber and the prison antechamber, and I 
realized that this probably let the interrogators control 
whether or not the other prisoners heard what they 
were doing to their fellow inmates. 

Th is chamber had a thick, sealed door that would be 
Diffi  cult to open for anyone lockpicking it. We weren’t 
able to penetrate the door’s defenses, but peering 
through the keyhole I realized it was a weapon closet 
of some sort; apparently this dungeon also served as 
a secondary defensive measure for the castle. Th e door 
had to be nearly impenetrable in case the prisoners 
escaped, so they couldn’t arm themselves. (Th ere might 
also be untold treasures behind that door — or maybe 
just an angry skeleton tapping its foot impatiently.)

Finally, the torture chamber opened up into a little 
meeting room, with a small table and chairs. Upon 
closer examination, I 
realized the walls of 
this room were lined 
with cork — apparently 
to keep prying ears 
from hearing what’s 
going on amid those 
who gather here. (It 
wouldn’t surprise me 
to learn the walls were 
ensorcelled to prevent 
supernatural scrying, 
as well.) Apparently 
whoever owned the 
castle above reveled in 
secrets, both extracting 
them from others and 
keeping them himself; 
given the phenomenal 
cost in the cork lining 
alone, I can only guess 
that these secrets were 
more than paying for 
themselves. 

As we were ruminating about the implications of 
this dungeon — and what secrets might still be hid-
den within these chambers — we heard an armored 
fi gure rapidly approaching. Drawing our weapons, we 
turned around ... only to spot Grubba coming at us full 
tilt, gasping. “Short of breath?” I asked our diminutive 
friend, causing him to draw his axe and stagger tiredly 
toward me. Okent interceded and Grubba, grumbling, 
told his tale. “I found another underground cavern 
system. In investigating, I learned there lurks some 
kind of inhuman presence there. Th ey have sensed our 
presence here, and are clawing at the earth separating 
their caves from this dungeon. We need to get out of 
here now!”

Never needing incentive to run from a fi ght, I led the 
way out of the castle’s dungeon. I can only hope that 
any secrets that might still remain buried weren’t so 
important that we should worry about them falling into 
hostile hands ... or needing to wade into those enemies 
in a future eff ort to retrieve this lost lore. 

Ruins of the 
Ancients

It comforts us at night to believe that we, as a world, 
have come far. We can turn the tiniest seeds into the 
mightiest oaks. We can build mighty castles, then 
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suspend them in the air with magic. We have 
harnessed the wind and sailed the seas. 

But there are a few mysteries left in this 
world that serve only to show us where we’ve 
been. How far we’ve fallen. And how far we 
may yet fall again some day. 

Such is the way of the ruins of the Ancients. 
Th ese monuments were created by a people 
known to be here no longer. (At least, this is 
the supposition; however, this may not be the 
fi nal word, as I will reveal shortly.)

Here’s what we know for sure: 
Th ey’re big. 
Okay; perhaps we know a little bit more. 
Th ere seem to be four areas of interest 

within these ancient ruins located by a cliff  
and waterfall. First, there is the remains of 
a gigantic arc or circle covered in unknown 
runes. Assuming that the arch was complete 
at one point, it would be possible to lead a 
herd of elephants through it. What purpose 
this might have served, if any, is completely 
unknown; it could have been as mundane 
as an archway to a city, or something as 
magnifi cent as a gateway to someplace else. 
Some people of great power have discussed trying 
to reassemble the arch, but these plans have always 
fallen apart. Perhaps the project is just too daunt-
ing, or perhaps the universe itself rebels against the 
endeavor. Regardless, the fragments of the archway by 
far compose the most complete of the ruins, and the 
unknown runes on the pieces form the most complete 
record of their language (unknown as it is) that we 
currently possess. 

Th e second area of interest is a portion of a gigantic 
face. Sages fi nd this piece amazing because of how much 
of the face remains, yet how little information can 
be gleaned from it. Th e eye is smooth and betrays no 
insight. Th e face ends at the forehead, so it’s impossible 
to see if, say, it wore a crown or similar sign of royalty. 
Th e mouth and cheeks reveal no discernible emotion, 
and even the gender of the face (if the Ancients had 
such a concept) is open to interpretation. Artists fi nd 
this ruin amazing, because it’s possible for viewers to 
project any type of emotion or connotation atop the 
face: a sad child, a stern mother, or a peacefully benevo-
lent monarch have all been suggested as possibilities 
for what the original statue portrayed. 

Th e third and fourth items of interest are the gigantic 
hands, half buried beneath the earth. Assuming the 
rubble all came from a statue of the same scale, the 
hands seem slightly larger than the face, although 

this assumes the Ancients — or whatever is depicted 
by the ruins — had the same proportions as Humans. 
(Th is doesn’t seem to be an unreasonable assumption, 
since the hand seem to be, for all other purposes, based 
on a humanoid’s.) Th e hand farthest from the cliff  is 
clenched in a loose fi st, and seems to be pointing ... 
although why it’s pointing or where it’s pointing to 
— if anything — is impossible to discern. Th e second 
hand seems to be cupped, although the why is, again, 
unknown. For whatever reason, this hand is prized 
by mages, especially those specialized in apportation 
magics; apparently standing on the highest knuckles 
is considered to be a Unique location when it comes to 
devising a spell’s components. (It’s not unheard of for 
skirmishes to break out between mages wishing to use 
the hand at the same time, especially during celestial 
alignments or other rare phenomena.) Oh, and as 
one other item of note: Both hands are left hands. All 
attempts to fi nd remains of a right hand have turned 
up empty. Did the Ancients only have left hands? Did 
some force obliterate the right hands for some reason? 
Or were the Ancients just really bad at sculpting right 
hands? (Th at last one is my personal theory.)

Beyond these four areas, there’s plenty of random 
rubble strewn throughout the rest of the site. Perhaps 
something interesting is buried there, waiting to be 
unearthed by people or erosion. 

Using the Ruins
Th e Ruins of the Ancients — much like the Ancients them-

selves — exist entirely as a convenient plot hook. In this regard, 
they are similar to the stone circles, and serve many of the 
same purpose. However, while the stone circles represent a 
mystery that can be solved (determining who built them, how, 
what happened to the ruined circles, and so on), the ruins of 
the Ancients cannot be deduced. While cracking the secrets of 
the stone circles can form the basis of an exciting adventure 
or three, scratching the surface of the Ancients’ enigmas can 
form the basis of an entire campaign. 

Of course, the gamemaster is free to disregard this and 
assign whatever signifi cance and story she desires. However, 
fantasy settings are often about the unknown — secrets, 
unknown lore, mysteries lost to the sands of time. If some-
thing as breathtaking as the Ancients can be fully plumbed, 
this might up the ante on any future attempts at instilling 
wonder in the game. 
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In investigating the ruins, we encountered a band of 
travelers from this region. By their long robes painted 
with strange runes taken from the rubble of this area, 
we recognized them as the Ruin Nomads. (I should note 
that this is a name bestowed upon them by outsiders; 
their name for their people is “Cotushan,” while an indi-
vidual is “Cotusé.” My pedantic nature notes that “Ruin 
Nomad” is an oxymoron; the ruins aren’t that common, 
and they spend most of their time wandering outside 
the area of the Ancients. However, they defi nitely claim 
the ruins as their birthright, and it would be an unwise 
idea to tangle with them over that claim. 

Some of the smartest minds of the lands have put 
their minds to the task of unlocking the secrets of these 
ruins, and I’m more than happy to steal their ideas. 

Th e Ancients seem Human or humanoid. Given 
how the primary evidence of their existence stems from 
gigantic statues, this would appear to be an obvious 
observation. However, there are two problems. First, 
we don’t have a full example of their statuary; we have 
pieces. It’s possible they had, say, gargantuan tentacles 
extending from their abdomens (or something equally 
alien), but that those representations in their statues 
have long since broken off  and eroded away. Second, 
there is the problem of scale. Th e Ancients — whoever 
they were — did nothing half-baked. For those of you 
with hopes of investigating the Ancients, let me stress 

the diffi  culty of scale. When you are standing next 
to these ruins, you can’t fathom them, seeming like 
nothing more than odd stone formations. From afar, 
however, you recognize them for what the are — the 
creations of an intelligent mind. Of course, you don’t 
always have the opportunity to have the perspective 
that distance provides. I’ve heard tale of one adventure-
some gnome who spent all day scaling an odd jagged 
column he discovered in a valley — only to get to the 
top and fi nd that the bottom of his “mountain” had 
toes, and he was atop the broken statue of a leg. 

Th e Ancients lived a long time ago. Th e most 
long-lived races are deeply disquieted by the realization 
that intelligent beings exist outside their collective 
memory. (Frankly, anything that adds to the discomfort 
of Elves makes my heart glow a little warmer.) Regard-
less, everything we know about them comes from these 
ruins. Th ere are no books, writings, crystals that glow 
with illusory messages — nothing. Mind you, the dis-
covery of such artifacts would be a breathtaking fi nd, 
and no doubt be a treasure that people — or nations 
— would kill for. 

We don’t know what happened to the Ancients. 
While merely an extension of the idea that we don’t 
know anything about them, this fact alone should give 
us pause. What could cause a people so advanced to 
vanish from creation so thoroughly, such that our only 

evidence of their passing is site?
Th e Ancients possessed knowledge 

and abilities beyond ours, but not 
impossibly so. Th is observation is entirely 
my own, based on my discussions with 
many sages on the subject. When one 
spends enough time with these scholars, 
it’s possible to get the impression that we 
can’t even fathom how these ruins came to 
be. Th is isn’t so. Grubba tells me that any 
Dwarf could note the fragments of statuary 
were obviously carved; they weren’t forged 
whole-cloth out of the fabric of space. 

It’s an important fact to realize. We 
mere mortals can never look at the sun or a 
mountain or a whale and think, “I can make 
one of those!” No knowledge or extension 
of our understanding of the universe would 
allow us to do these things, even with magic. 
But it would be theoretically possible to 
envision a world where we could construct 
monuments as impressive as these. 

We could become the Ancients. 
Should that idea fi ll us with hope and 

inspiration? Or dread?

Ruin Nomads
Th e nomads are normal Humans changed by a lifetime of 

exposure to the strange energies responsible for the ruins 
(or, at least, the powerful forces infusing the ruins). Although 
not all the nomads have been aff ected, many of them display 
unique abilities, which seem to manifest without pattern from 
person to person. 

At character creation, Ruin Nomads may spend up to six 
creation points on Special Abilities. At the gamemaster’s 
discretion, they may even possess Extranormal abilities not 
otherwise found in the fantasy setting (such as Psionics from 
the D6 Adventure Rulebook or Metaphysics from the D6 Space 
Rulebook); these six points could thus be spent on one attribute 
die and up to two skill dice in these extranormal abilities. 

Ruin Nomads may never teach their extraordinary abilities 
to others. Th ey may also have additional Disadvantages that do 
not count toward the maximum but that off set the additional 
creation points, such as Devotion to the ruins or their tribe.
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Stone Circles
I’d always believed that there was a point of wet-

ness beyond which one could eclipse; for example, 
a rock thrown in a lake became as wet as that rock 
could get. After days of trudging through the nonstop 
downpours of that cold island nation, I realized I was 
wrong, and considered jumping in a nearby lake in an 
eff ort to dry off . 

I emphasize the gloom and dreariness because is 
the only reason we hadn’t seen the stone circles before 
almost literally smacking into them. Sure, in most situ-
ations a group of stalwart adventurers should spot a 
large collection of fi ve-meter-tall stones on fl at land, 
but it was raining. A lot. 

We knew this location bore further investigation, 
so we made camp, using a giant stone as a brace for 
our tents. 

We awoke the next morning to the commanding 
voice of a man dressed in leather and furs, arranged in 
ornamental strips radiating from a thick gold ring in 
the center of his chest. He exuded authority and power. 
“Who dares to defi le our sacred site?” he demanded. I 
pointed to Okent. 

I knew the fur-wearing man had to be powerful, 
because his presence marked the fi rst time it wasn’t 
raining since we got to this land. Raichael, using her 
divinely inspired charisma, quickly smoothed the situa-
tion and kept Okent and 
the fur-clad warrior-
priest from striking 
anyone. Th e holy man, 
who referred to himself 
only as “Precursor to 
the Perpetual Falling 
Land,” served about 
three dozen men and 
women as both secular 
and religious leader. 
Th is group lived in the 
foothills, in a cavern sys-
tem containing enough 
bolt-holes, traps, and 
hidden ambush points 
to made us thankful we 
didn’t discover their 
community the previ-
ous night. 

Th e Precursor (as I 
called him, lacking the 
desire to devote more 
ink than necessary to 

his full name) was not a pleasant man, and it seemed his 
hospitality sprang mostly from the fact that he hadn’t 
found any reason to kill us yet. However, his reluctance 
in talking about his people did not extend to his faith, 
about which he was more than willing to explain. 

Unfortunately, his explanations just didn’t make 
much sense. His people seemed to believe in the notion 
of falling. When they sacrifi ced animals on the main 
altar stone, the blood fl owed into the earth along with 
its spark. Th ey contend that the world’s spark — and 
all life — stems from within the earth, from whence 
it is renewed and where it shall return. All aspects of 
their beliefs stem from this idea of falling: Th e sun 
doesn’t rise, but rather the earth falls each morning, 
its momentum carrying it away enough to give the sun 
reason to itself in turn fall back into the earth. Th ey 
claim that lava and natural springs are the land’s soul, 
proof of the essence that shall fall into it. “After all,” 
he explained, “when our blood fl ows from us, we turn 
cold; our warmth has descended into the ground, from 
whence it shall come again. Lightning strikes, bringing 
fi re to what it touches. Th e fi re, too, will ultimately die 
down, to fall into the earth.” It made my head hurt. 

(Raichael later explained that our confusion stemmed 
from the faith’s antiquity. Th eir ideas were born at least 
two Human Ages ago, perhaps even older. Th ey had 
only rudimentary ideas of community and faith, all 
centered on the stone circle. Th ey didn’t even believe 
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in a god or gods, per se, so much as elemental forces 
that governed the universe. Th at the rest of the world 
existed was of little import to the Precursor, who she 
guessed felt that all life radiated from this circle, and 
back to the circle all life would eventually fall.)

Th e Precursor took us on a tour of the circle, and I 
made a map as best I could. Although each stone looked 
near-identical to the others, each had a sacred name, 
which only the Precursor and his followers knew. “Th is 
is Vl’eya — the moment of clarity before impact. Th is 
is Af ’nyara — the ever-increasing speed of a body’s 
decent. Th is is ...” and I tuned out after a while. 

I asked the Precursor if his people or ancestors built 
this circle. He looked at me quizzically and mock-
laughed. “Did your people build that?” he asked, 
pointing at the sun. I stammered a protest. Surely, this 
monument could be built by people, perhaps using giant 
ramps and log rollers to move carved stones from the 

nearby foothills. (I even pointed out what 
seemed to be the remnants of Human-made 
valleys, long overgrown, that seemed to 
support my idea.) But he just frowned at the 
prospect. “All things fall. Th e rain. Th e over-
ripe fruit. Th e newborn calf. Th is circle. All 
things have fallen into place as they should. 
And it falls to us to ensure the cycle.” 

I asked what he meant, and he seemed reti-
cent. Raichael coaxed him, and we learned 
that the next morning was their most holy 
day. After more convincing, he agreed to 
let us observe. 

Several hours later, we found ourselves 
shivering in the pre-dawn hours, still merci-
fully clear of rain. Th e initial preparations had 
been completed, and we were only awaiting 
the dawn. In an eff ort to understand the 
coming ritual, I asked the Precursor what 
he and his people were going to be doing. 
Again, he looked quizzically, and said, “My 
people and I are keeping this world alive. It 
is by our actions that the land’s spark stays 
within it, and life remains possible. We can 
do no more, and we must do no less.” 

I chuckled inwardly, disbelieving the 
enormity of his proclamation. Less than 
half an hour later, the sun arose. 

I fi nd myself pausing, trying to convey the 
enormity of this stone circle and what we 
witnessed. Th e circle, while impressive, had 
seemed to our eyes a random phenomenon, 
akin to a child on the beach placing shells 
in a pattern pleasing to her. But I realized 

there was more going on here than I could conceive. 
For, as the sun’s rays hit the fi rst stone, the Precursor 
chanted a prayer extolling the virtues of the forces of 
that stone. And just as he fi nished, the sun had risen 
enough to strike the two stones next to that fi rst. And 
again he praised the stones by name. 

As each stone became alight and alive with sunrise, 
I found my spirit soaring with possibilities. And then 
the sunlight hit the altar stone. I winced, unprepared 
for the display. For the sun proceeded to shine through 
the focus stone, directing its brightness on the center 
altar, its light following the precise line work etched 
in the slate. Th e light illuminated the fawn’s falling 
blood, absorbing into the sodden earth with a glow I’d 
not attributed to blood before. Words cannot express 
the precision and beauty of this display; it was like the 
world’s most intricate sundial, acting with the complex-
ity of a water clock but using light instead of fl uid. And 

Precursor to the 
Perpetual Falling 

Land
Agility 2D+1
Coordination 2D+1
Physique 2D+2
Intellect 2D+1: scholar 3D, speaking 2D+2
Charisma 2D+1: charm 2D+2, command 3D+1, mettle 

2D+2, persuasion 2D+2
Acumen 2D
Miracles 4D: divination 4D+2, favor 6D+2, strife 6D+2
Strength Damage: 1D
Move: 10
Fate Points: 1
Character Points: 5
Body Points: 28
Wound levels: 5
Disadvantages: Devotion (R3), to the Perpetual Falling 

Land; Employed (R3), to the Perpetual Falling Land
Advantages: Authority (R3), over the followers of the 

Perpetual Falling Land
Special Abilities: Skill Bonus: Leadership (R1), +1 bonus 

to command, intimidation, and persuasion totals
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this spectacle was being played out on 
a display larger than any I’d ever imag-
ined possible by Human hands. 

Th e sun eventually rose higher, end-
ing its breathtaking display. But for at 
least a day afterwards I found myself 
believing instead on some level that 
the earth had fallen into place under 
the sun. Our group remained another 
day, and I noted that the sun’s display 
was not repeated the next morning 
within the stone circle (although it 
was still beautiful); whatever we were 
observing, it was obvious that it only 
worked on certain days a year. 

I found my mind divided. On the 
one hand, there was no miracle here, 
per se; nothing we had witnessed 
could not be explained beyond mere 
tricks of the stones’ placement. On 
the other, these stones were huge, 
and each weighed more tons than I 
wanted to consider. Could Human 
minds have understood how to posi-
tion these stones to account for this 
display? Also, the stone only fulfi lled 
its seeming primary function a couple 
days a year at most; this leaves little 
room for trial and error. (“Hmm. 
Nope, that wasn’t spectacular enough. 
Hey, Th adius! Help me move those 10-
ton stones a few fi nger-widths to the 
left and we’ll try again!”) Th is stone 
circle either stood as a monument to 
a near-dead religion that sprang from 
wisdom we cannot fathom; or else it 
was crafted by Human minds, point-
ing to a former glory and expansive-
ness of intellect the likes of which we 
no longer possess. Or perhaps both 
are true. 

It rained the day we left. 
Seven months later, we found our-

selves in a dark and twisted land over 
a thousand kilometers away from that 
monument. If grass and forests ever 
grew there, if there were ever people, 
if there were ever birds or bugs or any 
sign of life, then no evidence remained 
beyond the dried, decaying posts of 
once-mighty trees dotting the muddy 
landscape. 

Uses for Stone 
Circles

Stone circles represent a convenient plot hook for all manner of 
stories; since their immediate use isn’t obvious, anything that seems 
reasonable can become the focus of a plot. Some ideas include: 

• Th e site of a spell or miracle
• Th e only means of creating or destroying an object of 

great power
• A means of teleporting to another location or opening a 

gate to another dimension
• A way to decipher an ancient formula or celestial calculation

Of course, these ideas can be combined; perhaps a villainous 
necromancer has calculated the perfect time for his grandiose 
undead creation ritual via a stone circle, and a band of heroes 
needs to use the same circle to forge a weapon that can defeat 
this new nightmare army. 

Traditionally, stone circles are associated with astronomical 
phenomena, such as the ability to track or predict the movement 
of heavenly bodies. Th ey have also been the cite of various spiritual 
and religious movements, usually involving pagan beliefs. 

Stone circles represent the fl ip side of the coin presented by 
the Ruins of the Ancients. While the Ruins symbolize a mystery 
from ages long past standing apart from humanoid accomplish-
ments, a stone circle is a long-lost mystery that could be created 
by people, given suffi  cient resources, time, and dedication. As 
such, while the Ruins of the Ancients are probably never able to 
be fully understood within a fantasy campaign, stone circles can 
theoretically be deciphered and their secrets utilized. Of course, 
what infl uence such secrets would have on the world is up to the 
gamemaster. 

Th e eff ect of a stone circle on miracles and magic depends on 
the rarity of the circle and the conditions under which it can be 
activated. In most circumstances, unless stone circles are very com-
mon, they will qualify as “extremely rare” or “unique” components, 
and thus count as a -6 or -7 Negative Spell Total Modifi er (see the 
D6 Fantasy Rulebook, page 91). In addition, if the spell or miracle 
can only be used in the stone circle at a certain time, this counts as 
an Other Condition, worth -3 for daily events (sunrise or sunset), 
-4 for a seasonal eff ect (equinoxes or solstices), -5 for an annual 
event, and -6 for an event only occurring every few years or rarer. 
See the D6 Fantasy Rulebook page 94 for more information. 
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After countless miles of trudging through this bleak 
region, we came across a fi ve-meter-tall stone, which 
— we soon discovered — formed part of another
stone circle. However, this circle was in disarray, 
with stones overturned, broken, or missing entirely 
(although the indentations remained where these 
stones once stood). 

All indications pointed to the fact that the calam-
ity behind the land’s death lingered far in the past, 
although we couldn’t determine exactly what happened. 
Regardless, as we fi nished surveying the remains of 
the circle, we reached a conclusion: Th is circle was an 
exact duplicate of the one we had already visited, save 
for its ruination. 

And that conclusion led to questions: Could that 
warrior-priest have been telling the truth when he said 
that he and his followers were keeping the world alive? 
And if so, what would happen if his devotions were ever 
disrupted, his faith shaken, or his circle damaged?

Temple
In our travels, we investigated hundreds of temples. 

Sometimes, it was because Raichael had been asked to 
by her order; sometimes, it was out of curiosity or a 
desire to explore; sometimes, it was to patch up our 
wounds. Although there are as many types of temples 
as there are religions, most temples have the same (or 
similar) features. 

Above all else, temples exist to serve a religion and 
its community. For any belief system that has been 
around for more than a few years, almost no aspect of 
its temples is designed by accident; the layout, shape, 
size, color, and appointment of temples generally refl ect 
its dogma and symbolism. 

Here are some features we’ve found in various 
temples.

Narrow corridors might represent that the precepts 
of its faith dictate everyone must ultimately go to visit a 
deity one at a time after death. Conversely, wide open 
areas might signify that community is exceptionally 
important to the religion. 

A temple may have many windows, both to provide 
light and to expose its members to the glories of the 
natural world. Or it may have very few, because the 
religion demands that its community not lose focus 
by distractions of the outside world. 

Food might be presented or sacrifi ced at a temple. 
Fruits and grain products such as bread are the most 
common off erings (to be collected and eaten by the 
clergy or — especially in open-air temples — eaten 
by animals or left to rot). Animals are generally sacri-

fi ced, the blood often gathered to represent purity or 
impurity, depending on the faith. (However, at least 
one religion we witnessed had a touching ceremony 
where the priestess describes how they are about to 
celebrate their faith with the struggling, fl ustered dove 
before her ... only to release it just before plunging a 
dagger into the wooden altar top. Th e dove’s escape 
to the open skies represents the faith’s triumph of 
mercy and forgiveness over humanity’s base desires 
to kill and defi le.)

Th e most important element of almost any temple 
is the altar, here defi ned loosely as the focal point of 
the faith’s prayers and devotions. Th e altar is where the 
faith’s community leader directs the prayer services. 
While it’s possible to have a temple without an altar 
of some kind, in practice we’ve only seen this twice. In 
one, fi ve clerics address the congregation while standing 
against each wall of the pentagonal temple. In the other, 
taking place in a near-pitch-black temple, the priest’s 
sermon took place from amid the congregation (the 
acoustics made it diffi  cult to discern where, exactly, he 
was). At the midpoint of the ceremony, he performed 
a miracle that summoned a ball of light; this hovering 
ball became the focal point of the mass. 

Unlike monasteries, temples are devoted to the 
greater needs of larger groups of the faithful. As such, 
they generally have a gathering area of some kind; 
this is almost always by the altar, usually containing 
seats, pews, or benches for the faithful to sit, kneel, and 
stand. Alternatively, some temples have special mats or 
other portable seating arrangements. In general, these 
gathering areas are usually the most richly appointed 
and adorned sections of the temple. 

In addition to one or more formal gathering places, 
temples often have other contemplation areas
where the faithful can visit to pray, meditate, compose 
their thoughts, or the like. Th ese can be sections of the 
main gathering area (such as a shrine to a lesser but 
still important deity or prophet), other rooms within 
the temple, or even separate buildings or locations 
on the temple’s grounds. Th ese places run the gamut 
from ornate to plain, although they almost never have 
as many resources devoted to them as the altar or 
main gathering area. I hesitate to say they are “worse” 
because that’s an aesthetic judgment; I’ve often found 
my (admittedly weak) spirituality more kindled by 
these simple, tasteful shrines or rooms than I have by 
the ostentatious temple center. 

To be honest, even if an element does seem incidental, 
the religion will usually come up with some justifi ca-
tion as to why it is such. “We enter the temple from the 
west because ... er, that is the direction of the sun’s set-
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ting, and our illumination begins 
where the world’s light ends. And 
the large fi re in the antechamber 
represents the purifying love of 
our ... no, wait. Th at’s not supposed 
to be there. Run!” (More seriously, 
incense is used in some temples to 
mask the aroma of sweaty farmers 
... although the faith might incor-
porate this real-world necessity 
by pointing out the smoke rises 
to the heavens like the spirits of 
believers.)

Most temples have on-premises 
clerics, monks, deacons, or the 
like, and as such must provide 
living quarters for them. Depend-
ing on the region, religion, and 
relationship with local nobles or 
community, these holy people 
may also be charged with the 
defense of the temple in the event 
of attacks; if not, then there will 
presumably be knights or trained 
militia citizens marshaled in that 
situation. (In case it’s not obvious, 
these arrangements exist because 
temples are usually the fi rst target 
of an attack on a community, owing to the wealth most 
temples have on their premises; statues, ornamentation, 
or dressing that are considered sacred to the faithful are 
merely seems gold and silks suitable only for reselling.) 
Of course, these measures assume that a region knows 
the threat of invasions. While this is usually the case, 
our group encountered one temple in a remote region 
that had never known warfare or invasion, so they had 
absolutely no concept of the notion when we visited. 
(All the while we were there, I kept saying to myself, 
“Please don’t be invaded while we’re here. Please don’t 
be invaded while we’re here ...” Fortunately we weren’t 
... although, in hindsight, it would’ve made a pretty 
exciting story if that had happened.)

Finally, most temples have ample storage, whether 
for seasonal adornments, ceremonial garb for the holy, 
or other odds and ends. Th ere’s generally little notewor-
thy about such areas. However, our group once found a 
temple that promised its followers a means of directly 
interacting with their god; after some investigation, we 
discovered a gearwork assembly in a store room that 
controlled a giant “talking” visage above the altar. (I’m 
generally skeptical of any miracles that require constant 
lubrication.) If a temple has any signifi cant stores of 

treasure, they’ll usually be kept in a locked or guarded 
vault room or other heavily protected area. 

Th e Nyg-Fa Temple of the Fa’ayn belief (translating to 
“truth” in their language) illustrates both the commonali-
ties and individuality of these places of worship. 

Th e Nyg-Fa Temple has a traditional altar; in this 
case, it’s made out of top and bottom layers of basalt 
with an outer ring of bamboo. Locked within this 
bamboo “cage” is a plant with broad blue-green leaves 
and tiny yellow fl owers. In talking with the Temple 
Elder, Raichael learned that this plant is a Gar-Fa (“the 
growing truth”). All Fa’ayn temples contain one of these 
plants, and according to their traditions, all these plants 
are descendants from the original Gar-Fa created by 
Fana’ayn, their faith’s beautiful druidic founder. In fact, 
this plant is so sacred to them that living specimens are 
only permitted to be within Fa’ayn temples, although 
a leaf from the temple’s specimen might be presented 
to a particularly devout member or family on a special 
occasion. (No doubt, should a temple’s Gar-Fa become 
endangered, the Temple Elder would go to great means 
to ensure its recovery and safety.)

 Nyg-Fa’s followers bring thin, soft mats made from 
richly dyed green fi bers. Over the course of their thrice-
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weekly religious services, followers go from sitting 
crouched on the matt to kneeling to standing with their 
arms over their heads — simulating the “growth” of 
the followers as part of the community. 

Th e Nyg-Fa temple has two meditation areas. Th e 
fi rst is adjacent to the ceremonial hall and is lined 
with beautiful wood carvings depicting the religion’s 
tenants; so fi ne is the line work and artistry that it’s 
possible to miss seeing them the fi rst few minutes 
you’re within the chamber. (For a donation of a few 

silver, the Temple Elder will provide parchment and 
charcoal for people wishing to make rubbings of a 
particular engraving. Given the beauty and intricacy 
of the etchings, this could well be a bargain ... and I 
swear I saw something resembling a map in one of 
the pieces.) Th e second is an elaborate garden that is, 
according to the Temple Elder, exactly 360 steps from 
the rear entrance of the garden — one for each degree 
of the circular sun, “from which all good life ultimately 
springs” (or so says the Elder). 

Although not universal, temples are often cen-
ters of a community (for believers, at any rate). 
Th e purpose and structure of this center depend 
on how popular, universal, and strong the faith 
is within a community. In a township with many 
rival religions, these gathering sites might be small 
and intended primarily as a meeting spot before 
services. In communities with one primary religion, 
however, these sections of the temple can be large 
and elaborate, serving the role as a gathering spot 
to keep the community strong. Of course, how much 
the community uses these areas depends also on 
how spiritual the people are in the fi rst place. In 
several communities, we’ve seen solitary temples 
with large antechambers almost awash in dust, with 
uncaring citizens bustling around it. 

Such a fate has not befallen the Nyg-Fa. Th e 
temple enjoys the status of belonging to the second-
most prevalent religion; as a result, its people are 
a vibrant community, especially among farmers. 
Th is temple has two adjoining rooms. Th ree times 
weekly, one room is used for small meetings of select 
groups, and once a week, both rooms are used for 
gatherings after religious services. 

Like most religious living quarters, those of the 
Nyg-Fa are pretty spartan. Th ere are two rooms 
— one for the Temple Elder and one shared by the 
two neonates. Th eir proximity to the altar means 
they are the fi rst line of defense for the temple, 
although in the event of an emergency, the Elder’s 
only duty is to retrieve the Gar-Fa and escape 
— usually out the back exit. 

Th e Nyg-Fa storage facilities are mundane, con-
taining nothing more than spare mats, ceremonial 
garb, food, and other items necessary for formal and 
informal functions. It has no “hidden” wealth to speak 
of, although the temple uses a fair amount of gold 
(actually gold plating) throughout, since they see a 
symbolism between gold and the rays of the sun. 

While Raichael was debating metaphysical 
nuances with the Temple Elder, I found myself 
wondering what other sorts of events might hap-
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pen at a temple. To be sure, “evil” temples (those who 
worship dark gods, evil forces, politicians) have been a 
staple of literature for quite some time, not to mention 
a constant thorn for do-gooders of this world. 

Of course, most of the story possibilities of the 
monastery apply to temples as well. Th ey are very 
similar buildings, except a temple serves the needs 
of the faithful public while monasteries tend to its 
private holy people. 

It’s possible that a group might have to infi ltrate such 
a place, perhaps to recover information or fi nd a secret 
lurking within. While it’s usually nice to be diplomatic 
and polite, some religions are more insular than others, 
and it’s not always possible to even see those in power 
at a temple. For example, one palatial house of worship 
we encountered had as a precept that its High Priest 
was unapproachable. Unfortunately, we had learned 
that an assassin had tricked her way within the temple 
and was planning on killing the High Priest. (If this 
had happened, the region would likely have plunged 
into turmoil.) Denied any direct means of warning the 
church, we had no choice but to infi ltrate it ourselves; 
we eventually found and stopped her, but it was nerve 
wracking for a while. 

Many temples have a policy of “sanctuary” — those 
seeking asylum within such a temple are protected 
from the secular law by staying within. In theory, 
those who receive sanctuary are expected to live by the 
moral code of the religion; they have, in eff ect, been 
given freedom from secular authorities in exchange 
for obeying the church. In practice, many unscrupu-
lous people have used this asylum in the past merely 
to escape prosecution, hoping to fl ee from the church 
— and justice — later. 

Temples often provide services to the community, 
such as healing, research, or access to holy items. 
Sometimes these are only furnished to members of the 
religion, but often they will be given to others if the 
need is great or if they feel that doing so might persuade 
someone to join their faith. Some temples just don’t 
care, and off er their services to anyone willing to meet 
their nonbeliever prices. Th is is most common in war-
torn or confl icted regions where showing favoritism 
would be tantamount to choosing sides, which could 
prove devastating to weak temples. 

Finally, visiting a temple can be a deeply moving 
event for the faithful; those who are devoted to their 
causes can fi nd themselves refreshed, and even those 
who aren’t particularly religious can fi nd themselves 
rejuvenated by watching the simple act of those believ-
ing in what’s right doing what they can to express their 
belief and commitment to those ideals. 

As an aside, I note that it’s also possible for people to 
be in confl ict with a religion, yet neither side being “evil,” 
as we think of it. For example, if two temples exist in a 
town, and one preaches restraint and self-denial while 
another celebrates the openness and freedom of alcohol 
and casual interactions, then these two will probably 
be in confl ict. Neither is “evil” (per se), although both 
would probably view the other as misguided. (But if the 
head of the temple cackles maniacally and expresses 
confi dence in his ritual to allow a venomous god to 
snuff  out all life in the world, thus sating primal dark 
appetites ... well, you should stop that person.)

Fa’aya
Th ose who follow Fa’aya (or the Fa’ayn Path, as 

it is otherwise known) believe in the holiness of its 
founder, the druid Fana’ayn. Although upholding the 
sacredness of life as most other druids do, she asserted 
that everything has the potential for divinity through 
the process of growth. She taught that all good things 
grow, and that the only criteria for the divine is they 
do not stop “growing.” (One of her ideas most often 
scorned by other religions is that stars are actually 
akin to the sun, and similarly divine; the light from 
these orbs has merely “grown” outward infi nitely, and 
refl ect in the night sky visibly as a result.) Because of 
this faith, followers of Fa’aya believe in healthy growth 
in all things; whether growing mighty oaks, erecting 
high towers, expanding the mind through learning, 
building muscles, or raising tall and healthy children, 
Fa’aya teaches that all growth and expansion is proper, 
holy, and a way to achieve divinity. 

Fana’ayn’s most remarkable deed came during the 
most incredible drought and pestilence seen in the 
region for centuries. As crops withered and thousands 
died from illness and hunger — and with the threat 
of even greater death looming — Fana’ayn convinced 
everyone in the village to replant their crops, request-
ing that, in the four corners of their fi elds, they should 
plant clippings of her own plant. Th ese crops grew just 
enough to feed the region, even without minimal water, 
an abbreviated growing season, and fewer skilled farm-
ers than normal. Once the plants were harvested, all of 
Fana’ayn’s clippings withered and died, despite their 
having been left in to grow out of respect; in fact, all 
clippings of this plant in the world supposedly died. 
Th e only plant to survive was Fana’ayn’s original one. 
Th is became known as the Miracle of the Gar’Fa, and 
all Fa’ayn temples supposedly contain off spring of this 
original plant, although the fate of that fi rst plant is 
unknown. 
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At present, there is a slight schism within the com-
munity; a splinter sect, calling themselves Fa’aya Engar 
(meaning “grandiose truth”), has taken Fana’ayn’s man-
date to grow to also mean weight. Many members of 
this sect are thus phenomenally obese. Fa’aya’s offi  cial 
position is that this is not “healthy growth” as mandated 
by Fana’ayn; the splinter sect counters that, according 
to Fana’ayn, all growth is healthy and holy. Th e outcome 
of this ideological confl ict is uncertain. 

Fa’aya is a religion favored by farmers and cosmo-
politans alike; anyone devoted to the concept of growth 
— whether it’s tending crops, expanding a mercantile 
empire, learning new languages and philosophies, or 
designing castles — is welcome. Th eir sworn enemy 
is entropy and war of all types. Th ey teach a mild 

aversion and prejudice against those who 
avoid the sun, especially Humanoids such 
as Dwarves who are shorter than Human 
average (who, their precepts argue, “have 
stopped growing because they have turned 
their backs on light”). 

Clerics of Fa’aya
Clerics of Fa’aya with access to Miracles

almost universally prefer the favor extra-
normal skill, since ideas of growth most 
often correspond with those of aiding the 
world or others. Th e second most common 
is strife; this surprises many, who assume 
that skill’s destructive capabilities are anti-
thetical to the ideals of growth. While this 
is true, smart Fa’ayn clerics realize that to 
make something grow it’s often necessary 
to destroy or cut it; for example, cutting cir-
cular open wounds into a square enables the 
body to heal much faster. Th e least common 
is divination; it is diffi  cult to directly justify 
many aspects of this skill, since Fa’ayns do 
not dwell in the past and they also believe 
the future is what a person grows toward. 
Still, some clerics realize that learning is a 
step of personal growth and can often work 
divination miracles that lead to a greater 
growing good. 

Required Aspect
Gesture (-2): Making something 

seem to grow (fairly simple). Th is is most 
commonly accomplished by making a fi st 
and then opening it, palm up; the fi ngers 
are “growing” outward. However, there are 
variations: curling into a ball and standing 

upright, and so on. One Fa’ayn cleric who was bound 
and held captive in a prison cell was able to invoke a 
miracle by puffi  ng out her cheeks. 

Recommended Aspects
Gar’Fa Leaf (-5): Every year on the spring equinox, 

all fully vested clerics of Fa’aya receive one leaf from 
their temple’s Gar’Fa leaf. Th is is the most powerful and 
sacred holy symbol of the Fa’ayn, and is irreplaceable; if 
a cleric loses it or has it destroyed, he must wait until 
the next equinox to receive another. In dire straits, a 
Fa’ayn cleric can have the component become consumed 
at the end of invoking a miracle; this destroys the leaf 
but imparts an additional -5 aspect modifi er (see “Com-
ponents” on page 91 of the D6 Fantasy Rulebook). 

Miracle: Clearing 
the Undergrowth

Skill Used: Strife
Diffi  culty: 16
Eff ect: 18 (6D in damage)
Range: 10 meters (+5)
Speed: +5
Duration: 3 rounds (+6)
Casting Time: 1 round (-4)
Other Aspects: 
 Area of Eff ect (+10): 5-meter radius circle
 Component (-8): Light overgrowth or foliage of the forest 

(uncommon; destroyed)

Th is miracle ignites the fallen branches and leaves of a 
typical forest. Such burning is common and necessary to 
ensure the healthy growth of normal forest, by allowing new 
trees and plants have access to sunlight. A side eff ect of this 
miracle is that those who are within such clearing areas fi nd 
themselves burning as well, making this a popular off ensive 
spell to otherwise pacifi stic naturalist clerics. 

Th is miracle can only be used once for any given fi ve-meter 
area radius, because the underbrush fueling the fi re burns 
away, not to be replaced for a decade or so. Although taller 
trees are scorched a bit by this miracle, it does them no lasting 
damage, and there is no danger of starting an uncontrollable 
fi re via this invocation.
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Incantation (varies): Prayer to Fana’ayn or exalta-
tion on the power of growth. Th is is most often a -1 
modifi er (for common mantras such as “Good stems 
from growth” and “Sun, I reach for you”) although it can 
rise as high as -6 (for reciting, from memory, Fana’ayn’s 
“Sermon of the Fresh-Cut Gar’Fa”). 

Typical Fa’ayn Temple Elder
Agility 2D+1
Coordination 2D+1
Physique 2D: stamina 2D+2
Intellect 4D: healing 4D+1, reading/writing 5D, 

scholar 5D
Acumen 3D+1: artist 3D+2, crafting 4D
Charisma 4D: charm 4D+2, command 4D+2, mettle 

4D+2, persuasion 5D
Strength Damage: 1D
Move: 10
Fate Points: 0
Character Points: 4
Body Points: 16
Wound levels: 3
Disadvantages: Devotion (R3), to the holy order 

(including a vow of poverty); Employed (R3), by the 
holy order

Advantages: Authority (R2), over Fa’ayn followers; 
Contacts (R2), within the Fa’ayn order

Special Abilities: Skill Bonus: Charismatic (R2), +1 
to charm, persuasion, and command totals

Typical Fa’ayn 
Temple Neonate

Agility 2D+1: dodge 
3D+1, melee combat 
3D+1

Coordination 2D+2
Physique 2D+1, lift-

ing 3D, stamina 2D+2
Intellect 2D+2: cul-

tures 3D, healing 4D+2, 
reading/writing 4D, 
scholar 4D, trading 3D

Acumen 2D+1: artist 
2D+2, crafting 3D

Charisma 2D+2
Strength Damage: 

1D
Move: 10
Fate Points: 0
Character Points: 2
Body Points: 12
Wound levels: 2

Disadvantages: Devotion (R2), to the holy order 
(including a vow of poverty); Employed (R2), by the 
holy order

Advantages: Contacts (R1), within the Fa’ayn 
order

Typical Fa’ayn Traveling Cleric
Agility 3D: dodge 4D, melee combat 4D
Coordination 2D
Physique 2D: stamina 2D+1
Intellect 3D: cultures 3D+2, healing 4D, reading/

writing 3D+1, scholar 4D, speaking 3D+1, trading 
3D+1

Acumen 3D: crafting 3D+1, investigation 3D+1, 
search 3D+1

Charisma 3D: charm 3D+1, command 3D+1, intimi-
dation 3D+2, mettle 4D, persuasion 3D+1

Miracles 2D: favor 3D, strife 3D
Strength Damage: 1D
Move: 10
Fate Points: 0
Character Points: 2
Body Points: 11
Wound levels: 2
Disadvantages: Devotion (R3), to the holy order 

(including a vow of poverty); Employed (R2), by the 
holy order

Advantages: Contacts (R1), within the Fa’ayn 
order

Equipment: various seeds; pouch; blanket
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Treacherous 
Straits

I have come to believe that the gods created urgent 
needs and dangerous straits at the same time, for surely 
one cannot exist without the other. 

I reached this conclusion aboard a rickety ship I had 
won us specifi cally for this occasion in a high-stakes 
mumblety-peg game. Raichael’s order had charged her 
with delivering supplies and medicine to a coastal city 
that was ravaged by a recent war they had no direct 
involvement in. Th e onset of a plague had made their 
situation particularly dire, and time was of the essence. 
So, naturally, the only way to get there promptly was 
through the Serpent’s Maw Straits, a route usually 
exclaimed by agitated soldiers as a curse. 

One of the fi rst observations I had when approaching 
the straits was recognizing I could no longer hear the 
omnipresent creaking and groaning of our own ship. I 
realized after a moment this was because of the deafen-
ing roar of water, circling in chaotic patterns around the 
vessel, the jagged rocks, the coastline — everywhere. 

Shortly thereafter, the captain bellowed that turning 
around or changing course was no longer an option. 
“What about a horrible death?” I off ered, helpfully. 

Once within the straits, there are two possible roles 
for all those aboard a vessel. Th e fi rst is to obey the 

captain as if your life depended on it ... because it does. 
Th e ship almost seems alive, with ropes fl ailing and 
sails spasming. It falls to the people aboard the ship 
to keep it under control, making sure lines are secured 
and any damage is repaired or its impact minimized. 
(A broken railing can mean death, both from sailors 
fl ying overboard and from additional impact and dam-
age from the railing debris.)

Th e other role in this situation is to wait; if you don’t 
have the skills to help, or if you freeze under pressure, 
you’re a liability, both to yourself and to others. So your 
only options in this case are to watch and feel helpless; 
or hide, not watch, and feel helpless. 

Work yourself to death, or wait to die. It’s debatable 
over which role is more diffi  cult. 

I had chosen to wait because, outside of compos-
ing the dirges that might be sung at our funerals, I 
felt impotent (although I was not yet at the point 
of observing my stomach’s contents, as Grubba 
was). But after we were about a third of the way 
through, I heard the sounds of panic from the aft of 
the ship. I drew my short sword and sprinted up from 
the cabin, only to see a tentacle fl ailing and grabbing 
at crewmen. 

During the course of the battle, I also found myself 
entangled by one of the tentacles, being lifted high 
in the air. An unfortunate glancing blow knocked my 
sword out of my hands, sending it to the straits below. 
Panicking and having few other options, I reached into 

my belt sack and pulled 
out the fi rst item I could 
fi nd — the sharpened 
quill I use for writing. 
As the monstrous beast 
drew me in closer to 
its maw, my despera-
tion helped my quill-
equipped hand into one 
of the beady eyes of the 
monster; it squealed 
in pain and confusion, 
fl inging me backwards 
into the water. I could 
also hear the sound of 
the other men being 
dropped safely aboard 
deck. Clearly, in some 
situations, the sword is 
weaker than the pen. 

Th e churning foamy 
straits sucked me under 
almost immediately. 
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Rules for Navigating Straits
Straits have a base diffi  culty and a scale range. 

Th e diffi  culty is the minimum pilotry roll the ship’s 
captain makes when navigating through, all things 
being equal. Th e scale range is the range of ships’ scale 
values that can navigate through at this diffi  culty. Th e 
lower end of the scale range represents the smallest a 
ship can be before being tossed around by the chaos 
of the straits. Th e large end of the scale represents 
the largest a ship can be before running afoul of 
the outskirts of the straits. For each point outside 
of the scale range, the pilotry diffi  culty is increased 
by 3. (Th e gamemaster can decide that ships of a 
certain size are impossible to sail through a strait 
at all; a gargantuan war galley won’t fi t through the 
Needle’s Wrath, no matter how good its captain is.) 
If the captain is successful with her pilotry roll, a ship 
passes through the straits successfully. If this roll is 
unsuccessful, one die of damage is dealt to the ship 
for each point the roll is missed by. 

Example Straits
Strait Description Base 

Diffi  culty
Scale 

Range
Simple, wide straits 10 2–30
Simple, narrow straits 10 2–13
Rough, wide straits 15 6–30
Rough, narrow straits 15 6–13
Challenging, wide straits 25 12–30
Challenging, narrow straits 25 12–13
 

Others may aid this roll — through hoisting sails, 
battening down hatches, and other crew eff orts — by 

making successful pilotry rolls at the same diffi  culty of 
the pilot’s. For every fi ve points these supplemental 
rolls are made by, the captain may add one to her roll; 
this bonus cannot exceed half the diffi  culty (rounded 
down), no matter how many people help. 

Example: Captain Nick is piloting his small galley 
Th inker’s Bell (scale value of 14) through the rough 
and narrow Straits of Mattenkelé. Th ese straits have 
a base diffi  culty of 15 and a scale range of 6–13. Th e 
Th inker’s Bell has a scale one greater than the upper 
range of the straits, so his diffi  culty is 18 (15 + 3). 
Th e ship’s 20 crewmembers each roll their pilotry 
diffi  culty (against a diffi  culty of 18); those who roll 
a 23 add 1 to Captain Nick’s roll, those who roll 28 
add 2, and so on. Th e maximum bonus the crew 
can provide is +9 (18 divided by 2). If Captain Nick 
failed his pilotry roll by 5, then 5D damage would 
be dealt to the ship. 

Th e gamemaster may decide that there is a certain 
level of crew involvement required to keep the ship 
afl oat, and he may determine that a certain number 
of crew members need to succeed their supportive 
pilotry rolls. If this threshold is not met, the captain 
suff ers a -1 penalty to her roll for each person below 
this threshold. 

Example: Th e Th inker’s Bell needs at least six 
helpful crewmembers to get through the Straits of 
Mattenkelé. If at least six of the 20 crewmembers 
didn’t roll an 18, then Captain Nick suff ers -1 for 
each crewmember short (up to a maximum -6 
penalty). 

While it was only a Moderate challenge to my swimming 
abilities to make sure I inhaled enough air before being 
pulled under, it was much more Diffi  cult to ensure I 
swam against the pull of the water. Perhaps guided by 
instinct, luck, or the tides, I found myself emerging 

from a large pool inside a wondrous grotto, the walls of 
which were lined with a glowing phosphorescent moss. 
Th e most immediate treasure this cave contained was 
air, and my staccato breaths fi lled my thankful lungs. 
As my eyes adjusted, and I found there were remains 
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of long-departed Human life here — the wreckage of 
a small boat, which had apparently been damaged and 
sucked under to this cave by the straits. Seeing the four 
clothed skeletal bodies lying here, I couldn’t help but 
think of myself and my own friends; the possibilities of 
an adventuring party being trapped here both frighten 
and intrigue me. 

A thin beam of light trickled from above, and I con-
cluded that it would take a Heroic climbing feat to get out 
of here; even then, I wasn’t sure where I would emerge 
in the outside world (no doubt one side of the straits 
or another). However, a suitably skilled craftsman or 
tinkerer might have been able to rig a device or contrap-
tion to escape, especially using the remains of the ship; 
I guessed crafting such a device would be Very Diffi  cult. 
And, of course, one appropriately trained in the arcane 
arts could possibly fl y or levitate one out of here. 

As I explored the cave, trying to fi nd a means of 
escape, I came across a sealed but unlocked chest. 
Opening it, I saw an impressive cache of treasure, 

including a dagger and amulet that seemed to glow 
with mystical might. Atop it all was a rolled scroll, old 
but still treated with care; obviously its contents were 
important. My hands drew toward this discovery, when 
I heard sounds behind me. 

Th ere, from the pool of water, emerged the second 
most beautiful woman I’d ever seen. She beckoned me 
closer with long, slender fi ngers, and I found myself 
leaving the treasure to go to her. Meter by meter, I was 
drawn toward her. As I drew tantalizingly close to her 
lips, she smiled ... 

... and cuff ed me upside the head, rendering me 
unconscious. 

I awoke back aboard our ship, with Raichael tending 
the bump upon my head. (I wish I could say this was 
the only time I’d been knocked out by a woman, but 
that’s another tale.) Th e waters were calm now, as our 
vessel had made it through the straits. Apparently, 
Raichael had prayed for aid, and her deity provided it 
in the form of a Mermaid. When I asked how the Mer-

maid was able to transport me 
back, Raichael responded, “She 
swam ... and probably breathed 
into your mouth a couple of 
times.” I groaned; “A heavenly 
beauty’s lips upon mine, and I 
was unconscious for it?!”

I have no way of knowing 
what that treasure was, or 
how to get back there. But 
I couldn’t help but wonder: 
Where were those travelers 
going with those items? Th eir 
ship was obviously too small 
to survive the straits. Was that 
scroll a map or a letter, perhaps 
indicating how and where the 
amulet and dagger were to be 
used (or even destroyed)? If 
the failed legacy of this group 
becomes important, how would 
anyone else brave the straits to 
fi nd them?

As we sailed on to our destina-
tion, I pondered our harrowing 
journey. Why someone would 
want to risk traveling through 
dangerous straits? Some tech-
niques I might use in my own 
tales include: 

• Inaccessibility — the straits 
represent the only way to reach 
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a secluded area. (Th is would especially be true of an 
archipelago or lone island. Of course, this island would 
have to be pretty special to risk life and limb.)

• Reduced risk — it’s possible such dangerous straits 
could represent the safest route to an area. 

• Fewer supplies — although time may not be of 
the essence, in shipboard journey, the need to carry 
an additional six months’ worth of supplies could be 
really challenging, especially when traveling through 
regions where it’s unfeasible to restock. 

Miracle: Divine Aid
Skill Used: Favor
Diffi  culty: 11
Eff ect: 0 (variable; see description)
Range: 1 kilometer (+15)
Speed: +15
Duration: 0 (variable; see description)
Casting Time: 1 minute (-9)
Other Aspects: 
Incantation (-2): An appeal to the deity for help 

with a specifi c problem (sentence)
Variable Movement (+4): Bending (can’t see 

target)
Other Condition (-1): Problem must be explained 

to the summoned aid

When faced with a problem that seems truly 
insurmountable, divine aid permits the cleric to 
petition her deity to deliver someone (or something) 
most able to help resolve the crisis. Invoking this 
miracle summons one or more nearby living beings 
to the cleric; the capacities of this aid depends on 
how well the miracle is invoked. 

Upon successfully invoking this miracle, the 
result points are multiplied by 2; this total is 
then divided between values for eff ect (either the 
target’s mettle or weight — whichever is greater) 
and duration, as per the tables on page 87 and 88 
of the D6 Fantasy Rulebook; remember that mettle
requires one result point per pip, and three result 
points per die. 

Example: Raichael invokes divine aid and rolls a 
24. Th is is 13 more than divine aid’s diffi  culty of 11, 
so 26 points (13 times 2) are divided between the 
eff ect and duration; the gamemaster decides that 

a nearby Mermaid, with a mettle of 4D (value of 8) 
will help Raichael for one hour (value of 18). If the 
deity (and gamemaster) determined that an owl 
(with a mettle of 3D) would better serve Raichael’s 
needs, then the creature would help her for 2.5 
hours (value of 20). 

Th is miracle does not summon the being instan-
taneously; instead, it must travel under its own 
power to the invoker. Th is travel time is deducted 
from the duration given to the creature. When it 
arrives, the invoker must explain its needs to the 
creature; the miracle automatically “translates” 
the invoker’s requests. Th e summoned being will 
follow the cleric’s desires fairly closely; although it 
will not seek to “trick” the invoker, it also won’t go 
beyond the reasonably narrow bounds described 
by the invoker. 

If multiple beings are summoned, each mettle
eff ect must be paid for separately, although the 
duration is only paid once. For example, summon-
ing two Mermaids for one hour would require a 
roll of 28. 

As per the limitations of the favor skill, divine 
aid can only be used for nonoff ensive interven-
tions. Creatures summoned to protect someone 
or something else could attack in self-defense but 
under no circumstances would they attack a target 
fi rst or cause other destruction (even if for a good 
cause). Another miracle — called divine retribution
— is similar in almost every way, except it uses strife 
as its skill; those summed via this miracle can only
be commanded toward destructive, retaliatory, or 
off ensive purposes. 
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• Danger-seeking — okay, I confess; surviving the 
voyage through the Serpent’s Maw was one of the most 
thrilling experiences of my life. It’s possible that people 
might track down such experiences just to gloat that they 
did so and survived. It might also be a challenge provided 
by a bored, eccentric nobleman or a crazed wizard. 

Designing 
a Maze

Now, I was supposed to write about how to make 
dungeons and mazes and the like. Unfortunately, I 
wouldn’t know how to do that if my life depended on it; 
really, the most complicated thing I know how to make 
is a mead blinder. (One-half mug of mead mixed with 
one-half mug of rum; shake vigorously; drink; shake 
vigorously.) So I’ve farmed out this duty to an earnest 
monk who owes me a favor. It looks right and has lots 
of pretty maps, but beyond that I haven’t read a lick of 
it. If you want to read more about my exploits, you’ll 
need to skip ahead a bit.

Types of Mazes
Whether it’s the hedge maze of a dryad, the cata-

combs of a sinister cult, or the mines of a Dwarvish 
king, the thought of roaming through twisty corridors 
is a staple of Fantasy games. 

Th ere are three broad categories of maze-like struc-
ture: planned, constructed, and natural.

Planned maze-like structures have their entire 
purpose defi ned from the beginning, and its entire 
layout and design is carefully considered. A labyrinth 
is probably the most common example; the builders 
of a maze must know both the entrance and exit, as 
well as any desired stops along the way. 

Constructed maze-like structures are constructed 
by their fi nal form was not envisioned by anyone. How-
ever, its structure is still manufactured by intelligent 
minds, or else intelligent minds had an active hand in 
its development at some point. Mine systems are the 
classic example; those who burrow into the earth sel-
dom know the exact shape of their fi nal construct, but 
instead build new shafts as they discover new resources 
or encounter diffi  culties. A confusing mansion would 
be another instance, if the basic house had extension 
after confounding extension added on, resulting in 
disoriented explorers. 

Natural maze-like structures are entirely unplanned; 
their confusion stems not from any active desire, but 
the random formations of natural processes. Ancient 

underground caverns caused by water fl ow and erosion 
are the most classic and obvious examples, but treacher-
ous mountain passes or paths carved by roaming animals 
through overgrown forests would be other cases. 

A maze-like structure can consist of more than one 
type. For example, a planned dungeon beneath a castle 
might have a branch that leads off  to a series of con-
structed mine shafts; during the construction of that 
shaft, the miners may have stumbled onto a natural 
cavern system. As another case, a planned labyrinth 
built long ago might have collapsed into confusing 
ruins, resulting in a dungeon where parts retain their 
original planned organization while others are merely 
constructed; some parts might even have collapsed or 
overgrown so fully that they are indistinguishable from 
a natural formation. Finally, a natural cavern might 
become inhabited by demihumans, who transform it 
into a constructed habitation. 

The Maze’s Purpose
Although some gamemasters have the urge to pick 

up a pencil and graph paper and start plotting a maze 
or dungeon immediately, more satisfying results can 
occur if some simple preparations are made. 

First, the most important idea to keep in mind when 
conceiving of or designing a maze-like structure is: Why 
does it exist? Most such locations are wildly expensive 
and diffi  cult to construct, and would almost never be 
undertaken lightly or randomly. (Of course, natural 
locations have the advantage that they can just exist; 
no further justifi cation is necessary ... although then 
the gamemaster should carefully consider why players’ 
characters would want to explore them.)

Th ere are many reasons a maze-like structure could 
come into being:

• To keep something safe (for instance, valued pris-
oners or a paranoid noble)

• To hide something (for example, a powerful magic 
item or weapon)

• To honor something (usually a ruler or somebody 
of incredible wealth and power, or else a loved one of 
such a person)

• To provide amusement (such as a hedge maze, or 
coliseum puzzle)

• To keep something from escaping (such as a monster 
or cosmic entity)

• To provide housing (especially subterranean 
dwellers)

• To access valuable resources, usually through mining 
(generally precious metals or jewels, although Fantasy 
games can have other types of resources)
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• To provide a challenge (for example, a 
maze used as a culture’s Rite of Adulthood, 
or a Trial of Champions used to judge one’s 
guilt or innocence)

Of course, multiple techniques can be used 
for a single place. For example, a group of 
goblins might live in a cavern system. When 
a respected warrior died, they dug a multi-
roomed tomb for her body as an adjunct to 
the main caves. When their shamans captured 
a wicked Djinn that slew many of their kind, 
they sealed it in another addition to their 
caverns, hoping to ensure its evil could never 
escape. 

Or a maze-like construct might have had its 
purpose changed or modifi ed. For instance, a 
temple might originally have been designed 
to honor a fallen hero, but an evil priest who 
worships an opposed god might have taken 
it over and turned it into a twisted mockery 
of the tomb. 

Finally, it is possible for a maze to have 
no purpose at all; fantasy tales are fi lled with 
stories of those who have succumbed to mad-
ness and built strange, inexplicable structures. 
However, even in this case, the gamemaster 
should probably know the source of both 
the builder’s resources and his madness. 
(Fortunately, the same powerful beings that 
can inspire such madness are often eager to 
supply their new minions with the resources 
necessary to further their insane goals.)

Organizing 
the Maze

Once the gamemaster knows the reason for a maze’s 
existence, he can begin building and populating it. Th e 
most obvious place to start is the “central” chamber or 
purpose of the construct. For example, a dungeon pri-
marily intended as a prison will need cells for captives, 
interrogation facilities, and so on. An under-earth vault 
designed to guard a precious jewel would probably be 
best created with the treasure chamber fi rst, adding 
additional rooms outward from there. 

From there, the next logical addition is any support 
rooms or structures necessary for the central room (or 
rooms) to fulfi ll its purpose. For instance, both the prison 
and the treasure vault will require guards. However, if 
the prison only leads to one central exit point, then 
these guards probably don’t reside under the earth, 

instead posting watch at that exit point. However, the 
vault will probably have full-time guards, and they will 
thus need to be supported. 

Continuing these cases, both the prison and vault 
would have supply areas for guards (although the 
prison’s supply closet would probably be more heavily 
secured, to keep escaped prisoners away from weapons). 
Th e vault would also have living quarters and feeding 
facilities for its guards. 

Adding Encounters
At this point, the gamemaster should have a fully 

functional underground setting, fulfi lling its primary 
duty. However, it’s pretty bland. To mitigate this, add 

Left Isn’t 
Always Right

Everyone knows that if you just keep hugging the left (or right) 
wall, you’ll eventually fi nd your way out of a maze, right?

Not necessarily. Although it’s a good general strategy, it’s 
by no means foolproof. In particular, it’s possible for a maze-
maker to make one or more “islands” within a maze. If the 
object is to get to a central area, then following one wall will 
entirely miss it. 

For example, an adventurer who enters the simple sample 
maze below and follows the left wall will do a clockwise circuit of 
the dungeon, completely missing the treasure in the center.

     

  End   

    

   Start   
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anything that would be interesting to the map which 
would serve as additional encounters for the players’ 
characters. In a fantasy setting, these can break down 
into two broad categories: realistic and fantastic. 

Realistic encounters are those that would be plau-
sible in the “real” world. For example, perhaps the prison 
is owned by a noble who likes interrogating captives 
himself; if so, it stands to reason that the noble might 
have a private room to question prisoners. Th is room 
might have a secret exit to an area belonging to the 
noble (such as his private chamber or offi  ce); this could 
present players’ characters an alternate way into — or 
out of — the prison. Likewise, the vault might contain 
an enormous pit in front of it, calling for a drawbridge 
or other device to access it. Th is could require either 
fi guring out how to operate the mechanism (requir-
ing a devices roll) or a jumping or acrobatics roll to get 
across. 

Fantastic encounters are those relying on elements 
of a fantasy world — usually magic, miracles, arcane 
lore, or resources that just aren’t practical in a realistic 
setting. For example, the dungeon might employ a pair 
of Oni to serve as supplemental guards; these invisible 
one-eyed giants would prove quite a surprise to those 
who assume an empty corridor to be unguarded. Or 
the vault might be guarded by a Djinni, who uses her 
magic and shape-changing abilities to confound those 
who would steal the treasure. (Oni and Djinn are both 
detailed in D6 Fantasy Creatures.)

Magic can also augment otherwise mundane loca-
tions. One room of the dungeon might be enchanted 
so that anyone who touches the fl oor without special 
runes on their boots will set off  an alarm (either 
silently alerting guards or sounding piercingly loud 
to disorient those breaking in or out). Or the treasure 
vault might have a trap room that activates against 
anyone of Human size who enters without saying the 
password, shrinking them to the size of mice; then 
dozens of cats are released into the room!

Within the context of the game, these constructs 
should be large enough to provide appropriate chal-
lenges for however many adventures the gamemaster 
deems appropriate; a prison escape is probably only 
worth an evening’s worth of fun, while recovering a 
valuable treasure might take several sessions. 

Within the context of the game universe, the size 
of the construct should depend on the purpose of the 
project as well as the resources of the builders. For 
instance, a prison that’s designed to hold an enemy 
princess for decades would be much more elaborate 
than one designed to hold the noble’s hooligans for 
a couple days. 

All of these techniques also apply to natural mazes 
and dungeons. Instead of starting with the “reason” for 
the dungeon’s existence, start with the most prevalent 
natural phenomenon. As one case, a large underground 
river would probably form a central area, with additional 
caverns branching off  from either side. Th is might lead 
to aquatic beings constructing chambers within those 
caverns for their dry land needs on one side of the river, 
and an underground humanoid race taking up residency 
on the other side of the river. Other parts of the cav-
ern system might contain traps that the two peoples 
have placed to ensure the other doesn’t encroach on 
their territory; these could be mundane and magical 
traps and encounters. All that would be necessary for 
an adventure is, for example, an important person 
to become lost in the caverns, requiring the players’ 
characters to fi nd him; soon the rescuers are trying to 
survive two diff erent tribes as well as various natural 
and artifi cial threats within this cavern system.

Creating the 
Maze Layout

Although most constructs can be abstracted, mazes are 
one of the few where having a ready map is helpful. 

First, decide how big you want the maze to be. Graph 
paper is very useful, and a pencil is a must. Draw the 

Choosing the Size
Out

Goal

In
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entrance and the exit (if they are diff erent places). Th en 
draw any areas where explorers will want or need to 
visit. (See “Choosing the Size.”)

From there, draw the “correct” route through the 
maze, being sure to connect all the ancillary locations 
along this path. (See “Designing the Correct Path.”)

Finally, draw off -shoot paths from the correct 
route, making sure to close up any of these side 
treks so they don’t present an alternate means 
of thwarting the maze. It’s also possible to place 
alternate rooms within these dead-end routes, 
giving additional encounters for those who are 
off  the beaten path. (See “Finishing the Maze 
Layout.”)

Random 
Dungeons

Th is is a system for designing a maze with little 
advance notice. Of course, the gamemaster can 
also choose what seems interesting, and is free 
to ignore any result that doesn’t make sense. 

First, fi gure out the purpose of the construct. 
Roll one regular die and consult the “Dungeon 
Goal” table.

Next, decide where the construct by rolling one 
regular die on the “Dungeon Location” table.

Th en, decide how many “rooms” the dungeon 
should be, and draw a grid of that size. At this 
point, fi gure out the number of “active” encoun-
ters and the number of “empty” (or nonencoun-
ter) rooms. Both of these will determine how 
long the adventure takes, although the number 
of active encounters is much more important. 
Depending on the gaming group’s style of play 
and the number of players, a good rule of thumb 
is that every three encounters will take about 
one hour, assuming a ratio of one combat, one 
skill resolution situation, and one roleplaying 
encounter. Combats take the longest, especially 
with more players. Roleplaying encounters are 
shorter, and skill resolution situations are usu-
ally the shortest. 

Connect the rooms in the maze using the 
“Creating the Maze Layout” tips. In general, these 
“mazes” will be much simpler than traditional 
mazes, consisting of several dozen squares. How-
ever, the technique is the same: Determine the 
entrance and exit, craft the one true path through 
the maze, and build other “dead ends” around it. 
(In a typical dungeon, it’s common for there to 
be more than one true path. However, make sure 
there’s at least one! In addition, check for and 
eliminate any “shortcuts” that can let players skip 
large portions of the scenario.) In this system, the 
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“last” room is the one that fulfi lls the function of the 
construct or the adventure. For example, if it’s designed 
to keep a powerful monster locked in, then the last 
room would contain the monster; if it’s an underground 
community, then the last room would contain the city 
ruler who must be defeated or the goal that the city 
ruler has commanded them to complete. 

As an option, generating the maze can be skipped 
until after determining the encounters if it would be 
easier to build the maze around them. 

Example
A gamemaster has been coerced by her players to run 

a three-hour adventure with no notice. She decides on 
a 25-square dungeon (a fi ve-by-fi ve grid), with 
nine encounters. Upon rolling for the purpose 
of the construct, she rolls a 6; she rolls again, 
and gets a 2 and a 4: It’s designed to keep some-
thing in, as well as a test or amusement. Next 
she rolls to determine where the construct is. 
She gets a 3: It’s above ground. 

She decides on a simple spiral pattern, 
beginning in the lower left-hand corner and 
progressing to the center (see “Example Maze, 
Figure 1”).

She then decides where the encounters are 
and numbers them accordingly (see “Example 
Maze, Figure 2”).

Next, she formulates the back story of the 
adventure. Centuries ago, a wise priest came 
into possession of a powerful weapon. Real-
izing it would be wrong to destroy it, or even 
keep it hidden away forever, he instead ordered 
a temple constructed that would serve as a 
means of protecting the weapon and determin-
ing who should be worthy to receive it. 

Note that the mazes generated in this 
method are not “to scale”; they are merely 
meant to represent the layout of the construct. 
Th us the example temple could be a square, but 
it could also be long and rectangular, circular, 
rising and falling over many heights, and so 
on. All that’s really important is to determine 
that encounter 1 leads to 2, 2 leads to 3, and 
so on. (In fact, it’s possible to construct a 
dungeon of this sort without needing to draw 
anything; the gamemaster merely needs to 
keep track of information as words on paper 
or in her head.)

Encounters
For each encounter, the gamemaster should 

decide what type of encounter will be generated, 
or roll one die (not a Wild Die) and consult the 
“Dungeon Encounters” table on page 106.

Th e most common combination is “combat” 
and “roleplaying.” Th is represents a creature 
that can be fought but might also be rea-

Dungeon Goal
Roll 
1D

Result

1 To keep something in (such as a prison or a 
powerful monster)

2 To keep something out (such as guarding a 
treasure or great artifact)

3 A natural construct or a living environment 
(such as an underground community or 
city of undead)

4 To provide a test or amusement (such as a 
god’s “Test of Honor” or an emperor’s 
torture chamber

5 Completely random (such as one designed 
by a madman)

6 A combination of the above; roll twice (ignor-
ing duplicates) or choose two

Dungeon 
Location

Roll 
1D

Result

1–2 Underground (such as a “classic” dungeon or 
subterranean cavern system)

3–4 Above ground (such as a mansion, pyramid, 
or hedge maze)

5 In some other dimension or some other 
strange environment (such as underwater 
or fl oating in the air)

6 A combination of the above; roll twice (ignor-
ing duplicates) or choose two
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soned with. However, it’s possible for all of them to 
be combined in various ways. Combining combat and 
skill resolution might mean a combat in an unusual 
environment requiring skill rolls; alternatively, it might 
represent a skill resolution that, if failed, will lead to 

combat (such as needing to sneak past a pack of 
sleeping wolves). 

Combat
Generating combat challenges is one of the 

most challenging aspects of a gamemaster’s job, 
and is not one that can be easily summed up here. 
Th e gamemaster is encouraged to look through 
D6 Fantasy Creatures to determine appropriate 
encounters for her gaming group, adjusting 
combat skills, damage dealt, and Body Points 
or Wounds to make suitable encounters for 
the players’ characters. Generally, beings found 
closer to the end of the maze should be tougher 
than those at the beginning of adventure.

To get a randomly generated combat encoun-
ter, use the “Combat Encounters” sidebar on page 
106. Any character or creature can be used in a 
combat situation by simply altering the combat 
skills, damage resistance, weapons, and Body 
Points/Wounds. Additionally, a “more powerful 
than players’ character” result could indicate a 
large number of weaker opponents rather than 
a single character with higher skill scores than 
the players’ characters.

Skill resolution
To generate an encounter requiring skill 

resolution, fi rst roll one regular die (not a Wild 
Die) to decide on the number of skills necessary 
to resolve the situation. Compare the result to 
the “Number of Skills Needed” chart in the “Skill 
Resolution Encounters” sidebar on page 107.

Next, referring to the “Skills Used” chart, roll 
one die (again, not a Wild Die) to determine 
which attribute is most appropriate to resolve 
the encounter. Th en, to fi gure out which skill is 
most suitable, roll another regular die (or two 
if Acumen is the indicated skill). When two or 
more skills are listed, the gamemaster may pick 
whichever one she wishes.

Finally, determine the challenge level to 
resolve the situation for each skill by rolling 2D 
(again, without a Wild Die) and comparing the 
total to the “Challenge Level” chart.

Whether any detrimental eff ects are suff ered 
by the entire party or just the person who failed 

the skill result is up to the gamemaster. 
Note that this challenge level can be adjusted 

depending on the overall skill level of the players’ 
characters. For example, an experienced party with 
many dice above normal starting characters might 
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have all of their fi nal diffi  culties (not the 
roll on the table) raised by 5; thus a roll of 
6 — indicating an Easy encounter — might 
have a fi nal diffi  culty of Moderate (which is, 
coincidentally, Easy +5). 

Th e eff ects of failing the skill challenge, 
if anything, should depend on what kind of 
encounter the gamemaster devises. Some 
good common ones include: 

• Damage (roll 1D to determine the number 
of dice of damage done)

• A hindrance (for example, a wound that 
temporarily reduces Move; a knee injury that 
adds +2 to acrobatics, jumping, and running 
diffi  culties, and so on)

• A curse (Bad Luck or Achilles’ Heel is espe-
cially appropriate, although Infamy can also 
indicate characters “marked” in some way)

• A loss or damaging of gear, weapons, or the 
like (such as acid splashing on armor, causing 
it to be degraded or destroyed)

Whether or not these are permanent should 
be up to the gamemaster, although eff ects 
that forever alter a character (such as a curse) 
should be considered very carefully, gener-
ally restricting application to those whose 
abilities need to be limited lest they become 
too powerful. 

Now the gamemaster needs to decide 
what this collection of random skill resolu-
tion numbers means (again, feeling free to 
discard any results that she can’t make fi t 
or don’t inspire anything). See the “Example 
Skill Diffi  culties” chapter from the D6 Fantasy 
Rulebook for ideas on what various diffi  culty 
levels might represent. 

Example 1: Th e gamemaster generating the 
sample temple determines some skill resolution 
options. On her fi rst roll, she gets a 4 (indicating 
two skills are required). For the fi rst skill, she rolls 
a 2 (Coordination), a 3 (lockpicking), and a 7 (Moder-
ate). For the second skill, she gets a 6 (Charisma), 
a 6 (mettle), and a 4 (Easy). She decides that this 
encounter room has a mysterious locked door with 
a well-constructed complex key lock (lockpicking 
diffi  culty of 14, as per the D6 Fantasy Rulebook, 
page 79). Opening the door causes a loud magical 
scream that has to be shut off  by destroying a magi-
cal crystal in the center of the room. Because of 
the noise, approaching the crystal requires an Easy 
mettle roll; the crystal, she decides, is as tough as a 

Dungeon 
Encounters

Roll 
1D

Result

1–2 Combat

3–4 Skill resolution

5 Roleplaying

6 A combination of two or more of the above; roll 
again (ignoring duplicates) or choose two

Combat 
Encounters

Strength of Opponnents
Roll 
1D

Result

1–3 Opponent(s) are less powerful than the players’ 
characters

4–5 Opponent(s) are as powerful than the players’ 
characters

6 Opponent(s) are more powerful than the players’ 
characters

Reason for Combat
Roll 
1D

Result

1 Angry at getting lost and seeking revenge

2 Defending/protecting (intentionally or 
unintentionally) a clue/treasure/person

3 Defending territory/offspring (or what it 
mistakes as its territory)

4 Gets into fi ghts because they want to (makes the 
opponents feel good or gives them energy)

5 Gets into fi ghts because they have to (ordered 
by someone else)

6 Characters have something the opponents 
want
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Number of Skills Needed
Roll 1D Result

1–3 One

4–5 Two

6 Th ree

Skills Used
Roll 1D Result

1 Agility (roll 1D)

1 acrobatics

2 climbing

3 contortion

4 jumping

5 riding or fl ying

6 stealth

2 Coordination (roll 1D)

1 charioteering or pilotry

2–3 lockpicking

4 marksmanship

5 sleight of hand

6 throwing

3 Physique (roll 1D)

1–2 lifting

3 running

4–5 stamina

6 swimming

4 Intellect (roll 1D)

1 devices

2 navigation

3 reading/writing, 
speaking, or trading

 4 cultures or scholar

5–6 traps

5 Acumen (roll 2D)

2 artist

3 gambling

4 crafting

5 hide

6 tracking

7 search

8 investigation

9 know-how

10 survival

11 streetwise

12 disguise

6 Charisma (roll 1D)

1 animal handling

2 bluff 

3 charm or persuasion

4 command

5 intimidation

6 mettle

Challenge Level
Roll 2D Result

2–3 Very Easy (1–5)

4–6 Easy (6–10)

7 Moderate (11–15)

8–10 Diffi  cult (16–20)

11 Very Diffi  cult (21–25)

12 Heroic (26–30)

Skill Resolution Encounters
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thin wooden door, and thus has a Toughness 
of 1D and requires 10 points of damage (see 
page 69 of the D6 Fantasy Rulebook). 

Example 2: Th e gamemaster’s dice are 
feeling frisky and generate some odd results. 
On her fi rst roll she gets a 6 (indicating three 
skills). For the fi rst skill she rolls 3, 1, 11: 
a Very Diffi  cult lifting task. For the second 
she gets a 2, 1, 7: a Moderate charioteering 
or pilotry roll. For the last roll she gets a 1, 3, 
4: an Easy contortion roll. Putting her think-
ing cap on, the gamemaster decides that the 
chamber opens into an unusual challenge: a 
wheeled vehicle at the top of a steep incline, 
which leads down to a ramp that leaps over 
an impossibly wide and deep chasm. Th ose 
who investigate this vehicle will note that it 
seems to be the only way to cross the chasm. 
Th e vehicle has a very sticky, stubborn brake 
that needs to be released before the chariot 
will move; this is a Very Diffi  cult lifting task. 
Once the vehicle is moving, it will take a char-
ioteering roll to maneuver it into place so it will 
optimally jump the chasm. Finally, the vehicle 
needs to be stopped on the other side before it 
crashes into a wall, but the brake engagement 
mechanism is buried deep within the vehicle! 
It requires an Easy contortion roll to squirm 
one’s hand to engage the brake. 

Of course, once the gamemaster devises 
a “skill resolution” encounter, it’s entirely 
possible for there to be other solutions to the 
problem. For example, the runaway chariot 
might be controlled in midair by a player’s 
character with fl ying, and the players’ char-
acters might use devices to fi x the brake or 
jumping to get to safety. Nevertheless, this 
system is designed to give a basic idea for 
thinking up a skill-resolution situation. 

Roleplaying
Generating an encounter that calls for 

roleplaying is challenging and requires more 
ingenuity to make it satisfying for the play-
ers. Nevertheless, here is a quick system to 
get ideas. 

First, roll one die to determine which of the 
two tables “Most Appropriate Skill” charts in 
the “Roleplaying Encounters” sidebar to roll on. 
Th en roll a second die to determine which of the 
six skills below each table is most appropriate 
to resolve the encounter. 

Roleplaying 
Encounters

Most Appropriate Skill
If the fi rst die roll is 1–4: 

Roll 
1D

Result

1 bluff 

2 charm

3 command

4 intimidation

5 persuasion

6 speaking

If the fi rst die roll is 5–6: 

Roll 
1D

Result

1 cultures or scholar

2 disguise

3 gambling

4 streetwise

5 trading

6 reading/writing

Strength of Th ose Encountered
Roll 
1D

Result

1 Weaker than the players’ characters

2–4 About as strong as the players’ characters

5–6 Stronger than the players’ characters

Attitude of Th ose Encountered
Roll 
1D

Result

1 Friendly

2–4 Neutral

5–6 Hostile
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Next, determine the strength of those being inter-
acted with by rolling one die and checking the result 
against the “Strength of Th ose Encountered” chart. 
Th is roll can also represent the number of individuals 
encountered. For example, a roll of 1 might indicate a 
lone puny goblin who’s eager to talk, while a 6 might 
indicate a well-trained party of goblins, led by a power-
ful shaman who’s willing to negotiate. 

Finally, determine the base mindset of the encoun-
tered person (or persons) by rolling one die and compar-
ing the result to the “Attitude of Th ose Encountered” 
chart.

“Friendly” doesn’t necessarily mean “willing to help 
a character,” but is generally a person prone to seeing 
things the players’ characters’ way. Likewise “Hostile” 
doesn’t necessarily mean “will attack any moment,” but 
indicates an individual who likely views the players’ 
characters as a threat, a nuisance, or lunch. 

Again, discard any results that don’t make sense or 
are too diffi  cult to work into the encounter. For example, 
a dungeon that’s populated entirely by undead might 
make it diffi  cult to justify a Friendly encounter. On the 
other hand, maybe the this result can be interpreted as 
a lost Human child within the dungeon. (Or maybe the 
gamemaster is inspired by the thought of the players’ 
characters encountering Ted the Happy Zombie ...)

Use all this information to generate a skeleton of a 
roleplaying encounter, then add whatever feels interest-
ing. Note that the “appropriate skill” is not intended 
to be used as a skill roll to resolve the scene (unlike the 
Skill Resolution Encounter system earlier); rather, it’s 
designed to suggest a starting point where that skill 
would be appropriate. Of course, the skill could be used 
to replace the roleplaying encounter if the players aren’t 
interested in roleplaying. 

Example 1: Th e gamemaster rolls a 1 (indicating the 
skill will be chosen from the fi rst table), a 4 (indicat-
ing that intimidation is the most appropriate skill), a 5 
(indicating the encounter is stronger than the players’ 
characters), and a 3 (indicating the encounter is Neutral 
to begin with). Th e gamemaster decides that a Sphinx 
is in one of the chambers of the temple, giving a test of 
courage. He will be increasingly more belligerent and 
will eventually attack. However, he will back down if 
treated in an antagonistic nature; if the players’ char-
acters forcefully indicate they deserve the treasure, 
and they won’t be stopped by the likes of the Sphinx, 
he will smile and commend their spirit. 

Example 2: Th e gamemaster gets a 5, 4, 2, 5: a hostile 
encounter with someone who’s the same strength as 
the players’ characters where streetwise is the best skill 
to use. Th e gamemaster decides that an assassin has 

gotten trapped within the temple, unable to progress 
further or escape. Th e assassin will try to trick the play-
ers’ characters into thinking that he’s a noble fi ghter 
and would be a good asset to the group. Th e assassin 
will ride the group’s coattails in hopes of passing the 
test and getting the powerful weapon; regardless, at 
some point he will betray the party when it best suits 
his purposes. If the players’ characters are streetwise 
(although not necessarily using the skill), they will 
note that the stranger is not what he seems, and can 
deal with him accordingly. 

Example 3: Earlier, the gamemaster rolled a 6 when 
determining the encounter type, indicating more than 
one. She then rolls a 5 and a 4: both a roleplaying and 
skill resolution will be necessary to resolve the situation. 
For the skill resolution part, she rolls a 2, 4, and 7: a 
Moderate marksmanship task. For the roleplaying part, 
she rolls a 5, 5, 1, 1: A friendly, weak encounter where 
trading is the best tactic to take. Th e gamemaster decides 
that a Flying Cat lurks in the temple; she possesses the 
password necessary to bypass a future encounter safely. 
Th e Cat is bound by oath to protect one particular room 
of the temple, but she wants a mouse from another 
part; she’s willing to trade the password for a plump, 
tasty mouse. Th e mice like to hide in the high parts of 
the temple, and the easiest way to get them is by using 
marksmanship to shoot them with a ranged weapon. Once 
they get the mouse, the Cat will reveal what she knows 
and the players’ characters can move on. (Of course, they 
could also think of a better way to get mice, or even tell 
the Flying Cat to take a walking leap, hoping to resolve 
the future encounter on their own.)

Encounter Tips
If using this system, the constructed place should 

be building toward the “fi nal” room, which fulfi lls the 
purpose as defi ned in the fi rst roll. In general, the fi nal 
encounter should be of a type that’s most satisfying for 
the players. (For example, those who like roleplaying 
may need to trick or persuade someone in the fi nal 
room to resolve the adventure; those who like skill 
resolution may need to do impossibly diffi  cult things 
to succeed, and so on.) 

Additionally, the last room should be the most diffi  cult 
challenge within the dungeon, and it’s appropriate to 
require many rolls; extensive roleplaying, problem-solv-
ing, or negotiation; or a lengthy combat to win the day. 
It’s a good idea to design this fi nal encounter to require at 
least one Fate Point to be spent by the players’ characters, 
and possibly more depending on their skill level. 

Th e gamemaster should make sure that treasure, 
clues, and other rewards are sprinkled throughout 
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these randomly generated dungeons, ensuring that the 
players get incentives to continue investigating. 

Premade Rooms
Gamemasters looking for other ideas can roll on the 

following table. Th is roll can either be used to supple-
ment or replace one of the earlier rolls, as desired. To 
use this table, roll two dice: a regular die and a Wild Die. 
(Th e Wild Die is not interpreted as a Critical Success or 
Critical Failure, but is instead just used to diff erentiate 
between the two dice.) Th e Wild Die is read as the fi rst 
die and the regular is the second. Th us, rolling a 3 on 
the Wild Die and a 2 on the regular die would mean 
looking up the “Regular Die = 2” paragraph under the 
“Wild Die = 3” section. 

Each selection provides a broad outline for an encoun-
ter or challenge. Th e specifi cs (such as diffi  culty, an 
explanation for the area’s existence, or limits on use) 
are left up to the gamemaster.

Wild Die = 1
Regular Die = 1: Th e players’ characters get some 

kind of tangible insight to a future encounter within 
the construct, such as a scroll or riddle. 

Regular Die = 2: Movement is restricted in some 
way. Perhaps there is molasses or oil on the fl oor, or 
maybe a spell forces the players’ characters to move 
more sluggishly. 

Regular Die = 3: Th ere is a secret door in this room, 
which requires a search roll to fi nd. 

Regular Die = 4: Th e way the players’ characters came 
from is suddenly blocked off  (although the way forward 
is still open); this requires them to force that way open 
again or fi nd another exit out of the construct. 

Regular Die = 5: A fountain, pool of water, or other 
source of liquid enhances the skill of the fi rst player’s 
character to drink from it. Figure out which skill by using 
the “Skill Resolution” system herein. Th is bestows a 
+1D bonus for the 1D hours or the duration of the time 

within the construct, whichever 
comes fi rst. 

Regular Die = 6: A fountain, 
pool of water, or other source of 
liquid decreases the skill of the fi rst 
player’s character to drink from it. 
Figure out which skill by using the 
“Skill Resolution” system herein. 
Th is bestows a -1D penalty for the 
1D hours or the duration of the time 
within the construct, whichever 
comes fi rst. 

Wild Die = 2
Regular Die = 1: Th is room or 

section of the construct contains 
a personal tie for one the players’ 
characters. For example, maybe a 
Patron or Contact is tied up in a 
cell and must be escorted to safety, 
or maybe the a player’s priest 
character fi nds a scroll contain-
ing information of value to his 
religious order. 

Regular Die = 2: Circum-
stances within this room force 
the players’ characters to establish 
camp for the night. Maybe they are 
overcome by a spell that induces 
sleep, or maybe the dungeon they 
are exploring is so big that they 
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need to rest. Regardless, anyone who travels without 
food or other essential supplies might fi nd themselves 
unhappy. 

Regular Die = 3: Th is room contains an exit to 
another construct (such as a portal to a maze, a stairway 
down to another dungeon level, and so on). Whether or 
not to follow it will be up to the players’ characters. 

Regular Die = 4: Circumstances aff ect the players’ 
characters weapons, such as a room with a ceiling 
too low to use normal hand-to-hand weapons, or a 
room with explosive kegs where missed shots with an 
arrow could prove disastrous. Th is forces the players’ 
characters to be inventive, fi nd alternate weapons, or 
do without weaponry. 

Regular Die = 5: Circumstances aff ect the players’ 
characters armor, such as a room with a deep pool that 
would make it dangerous to wear heavy armor, or a 
hallway that’s too narrow to use a normal shield. Th is 
encourages the players’ characters think creatively, fi nd 
alternate armor, or do without protection. 

Regular Die = 6: Circumstances aff ect the players’ 
character other gear, such as needing to walk through 
a waterfall to progress onward (which could aff ect 
water-permeable spellbooks or scrolls). Th is forces the 
players’ characters to fi nd a means of protecting their 
gear or do without those items. 

Wild Die = 3
Regular Die = 1: A treasure of indeterminate value 

that’s much too big to be easily carried is located here 
(such as a giant golden statue). Th is could test the 
players’ characters ingenuity and determination. Th e 
item might be as valuable as it appears or it might be 
worthless. 

Regular Die = 2: A section of wall with valuable 
information is here, such as hieroglyphics or magical 
lore. It may not be immediately useful to the players’ 
characters, but it should be of interest to someone. 
Figuring out how to acquire and transport this infor-
mation is up to the players’ characters. 

Regular Die = 3: One of the characters’ Disadvan-
tages is triggered by this room, such as any Allergies, 
Environmental Incompatibilities, or Quirks. 

Regular Die = 4: One of the characters’ unusual 
Special Abilities proves useful here, such as Elasticity, 
Glider Wings, or Omnivorous. 

Regular Die =5 A creature or object that is obvi-
ously too big for the construct is within this area (such 
as a huge Dragon within a large room where the exits 
are a meter wide). 

Regular Die =6 A supernatural means of healing is 
in this chamber, such as a fountain, a compassionate 
druid, or the like. 

Wild Die = 4
Regular Die = 1: Th e characters’ sight is hampered 

in some way. For example, the room might be fi lled 
with smoke or unnatural darkness. Penalties can be 
assessed for any rolls requiring vision. 

Regular Die = 2: Th e characters’ hearing is hampered 
in some way. For example, a continuous ringing gong 
may make normal conversation impossible. Penalties 
can be assessed for any rolls requiring hearing. 

Regular Die = 3: Th e characters’ smell, taste, or 
touch is hampered in some way. For example, decaying 
corpses might make scents impossible to distinguish, 
or an aerial poison might make touch less sensitive 
(which, among other things, would make lockpicking
diffi  cult). Penalties can be assessed for any rolls requir-
ing the sense. 

Regular Die = 4: Something aff ects the characters’ 
scale, making them larger. Th is can aff ect the characters’ 
ability to get through doorways, pick up objects, or get 
to certain places.

Regular Die = 5: Something aff ects the characters’ 
scale, making them smaller. Th is can aff ect the charac-
ters ability to pick up items, get to certain locations, 
or make themselves noticed.

Regular Die = 6: Th is room contains some or all of 
the supplies for the construct, such as the food and 
water of a dungeon’s guards. Th e players’ characters 
could restock their own supplies or be creative and 
turn this discovery to their advantage. 

Wild Die = 5
Regular Die = 1: A device, person, or mental eff ect 

espouses divinations that prove to be true (although 
they may be vague). 

Regular Die = 2: A device, person, or mental eff ect 
espouses divinations that prove to be utterly false 
(although they may be made true by the supersti-
tious). 

Regular Die = 3: Th is room contains a map or depic-
tion of the construct that is entirely accurate (such as 
the designer’s blueprints), although not all encounters 
may be listed if they were changed after the map was 
constructed. 

Regular Die = 4: Th is room contains a map or 
depiction of the construct that is somewhat accurate 
but has been purposefully designed to be misleading 
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and inaccurate. (“Th e Dragon in this chamber likes to 
be poked with sticks!”)

Regular Die = 5: Th is room contains what seems 
to be the exact same encounter as an earlier room, but 
something signifi cant has been changed about it. For 
example, an earlier room might have featured combat 
with a Harpy, while this room contains a Harpy that 
is actually a princess cursed into the form of a Harpy. 
Players’ characters who rush in may fi nd themselves 
surprised or disappointed at their haste. 

Regular Die = 6: Th e room is covered with an illu-
sion such that the immediate situation isn’t obvious. 
Th is could be as simple as an illusion of solid fl oor over 
a pit trap, or as complicated as the players’ character 
believing they have exited the dungeon and are return-
ing to their village, when in fact they’re entrapped by 
a hallucinogenic ooze. 

Wild Die = 6
Regular Die = 1: Th is room contains information 

that, if deciphered or fi gured out, will prove useful in a 
future combat encounter (such as a creature’s weakness 
or details about how many to expect). If the benefi ts 
of this are not obviously portable (such as a potion 
or weapon), then this information should count as at 
least a +5 bonus to the attack or defense rolls made 
against the encounter. 

Regular Die = 2: Th is room contains information 
that, if deciphered or fi gured out, will turn out to be 
useful in a future skill resolution encounter (such as 
information as to how to overcome a trap or how one 

can best clear a chasm). Th is should count as at least a 
+5 bonus to the skill resolution situation. 

Regular Die = 3: Th is room contains information 
that, if deciphered or fi gured out, will provide a benefi t 
in a future roleplaying encounter (such as information 
as to what a creature wants or how a person needs to 
be treated). 

Regular Die = 4: Th ose players’ characters with 
one of the Extranormal abilities may fi nd themselves 
denied access to those abilities for some reason. For 
example, maybe the laws of magic within a dungeon are 
such that failing a Magic roll will deny him access for 
the remainder of the time within, or perhaps a player’s 
character’s Miracles are suppressed within a temple as 
long as three relics to an opposing deity are present. 

Regular Die = 5: An otherwise ordinary encounter 
is made much more challenging because the “normal” 
rules don’t apply. For example, the room might be devoid 
of gravity, time might fl ow diff erently, or perhaps the 
only way to harm a creature is to try to heal it.

Regular Die = 6: Somehow, one or more of the 
players’ characters are given access to an Extranormal
attributes, if they don’t already have them. For example, 
they might meet a deity’s Celestial who off ers them 
access to Miracles, or they might meet the familiar 
of a deceased wizard who off ers to teach Magic. Th is 
does not actually grant the attribute, but rather gives 
the option of purchasing it after character creation; 
if the off er is accepted, all of that player’s character’s 
forthcoming Character Points go toward paying for 
that new attribute until 1D is purchased. 

 
 

 


