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To my family, my original adventuring party






Introduction

Hello and welcome, traveler!

It looks like you could use some rest! Gaze around this beautiful tavern; take in the sights, the sounds, the music, the ambiance …

… actually, it’s pretty boring. There’s … a guy. And … a candle. And … some drinks?

What’s this? You’re a Game Master, you say? A storyteller? And you’re actually running a role-playing game right now? This is your imaginary tavern? And you have a table full of players who want to know what happens next? Oh no—they’re about to enter the tavern, and you weren’t expecting them to do that! It’s not ready!

Never fear. Take a deep breath, because you hold in your hands the key to unlimited city-based adventures.

Every Game Master gets stumped on occasion by some unexpected course of action that the player-characters have taken. Improvising whole scenes on the spot can be tough, but with the help of this book, it just got a lot easier. Using these tables, a storyteller can generate on-the-fly details to make any tavern, shop, or street feel alive and vibrant. Towns and cities are especially prone to player-driven storytelling; now you can feel prepared for when a character decides to carouse through town, see the sights, or otherwise go rogue!


How to Use This Book

Whether you need that initial spark of inspiration or already have the beginning of an idea that you want to flesh out, this book has something to offer you when designing your own fantasy town.

Let’s say, for example, that your players have put you on the spot. They’re paying a surprise visit to that tavern you told them about, The Burning Barrow. Unfortunately, you didn’t expect them to reach the Barrow until next week’s session! As the storyteller, you know what important plot events are supposed to happen there; but the details and the atmosphere are all completely flat, and you’ve got less than a minute to cook them up!

But a minute is all that you’ll need. First, flip to page 74, pick up the d20, and roll to generate some Tavern Patrons to fill up that common room. Turn to pages 158 and 162, and roll to find out what food and drink options are available here. You can even generate a random stuffed head or two to mount over the bar by flipping to page 166 and rolling there. Then, add in a unique bard’s song (page 82) and give the singer a quirk or two (page 86). Use as many or as few of the tables as you want! Before you know it, you’ll have a tavern that will catch your players’ attention, paint a vivid and descriptive image, and probably encourage more than a few side-quests and shenanigans.

When you feel stumped, at a creative block, or just out of ideas in general, this book can help launch you back into creativity and fun. Just find the question that you’re looking to answer, like:

What’s in that nobleman’s pocket that the thief just picked? Who lives across the street from the local blacksmith? How is the bartender feeling today, and what’s on the menu?

Once you have your question, flip to the relevant table and grab your dice. Each table will tell you what to roll, whether it’s a d20 (a 20-sided die), a d100 (a 100-sided die), or some other dice. Some tables might ask you to add numbers to your roll. Just follow the instructions, roll the dice, and refer to the tables in this book to see what exciting, surprising results you’ve generated.

All ideas within these tables are suggestions! Use them as inspiration for your own stories, or build entire adventures using random rolls, or save the book for when you need to really surprise the players (and yourself)! There’s no wrong way to play; and whatever you don’t like, just re-roll! In just a few seconds, you’ll have dozens of vivid scenes and encounters waiting to play out!
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Places








Town Sizes (d6)


Not all towns are equal, and there is a world of difference between a sleepy cluster of houses and a bustling seaport. If you’re generating a random town or settlement, this is where to start. Roll here to find out what size of town the characters will find.



	Size

	Description




	1: Metropolis

	This is a major capital or trading port, a center of economic control and political authority. The citizens here set the standard for technology, culture, and lifestyle in the surrounding region, and the influence of this city can be seen on the global scale; goods and services of every kind may be found here. Crowds are everywhere and inescapable, and individuals are quickly and easily lost in a sea of hundreds of thousands of faces.




	2: Large City

	This large population center exercises a major influence over the surrounding region, likely laying claim to the land as its own. Many of the harder-to-find commodities are available here, as well as the vices of the big city. This place is known throughout the world and likely has a reputation that precedes it.




	3: Small City

	The bustling of crowds can occasionally be seen in a city like this. Many of the amenities and luxuries of civilization are available here, and the city is well-protected by some kind of army and/or government. Thousands or even tens of thousands of souls call this place home.




	4: Town

	This is a proper established settlement, likely with walls and/or other fortifications to guard the general population, which may number in the thousands. The town has a thriving economy with many industries, and while people recognize most faces, they likely don’t know everyone’s name.




	5: Village

	This small settlement has a very rustic quality, and the people here are often outnumbered by the wild animals and livestock. But the village manages to support a variety of different shops and industries, thanks to the farmers and other people who flock in from the countryside on a weekly basis.




	6: Hamlet

	This quaint little community might not have more than one hundred souls that call it home, and no more than a few dozen standing structures. Nonetheless, the folks who live here are fiercely loyal, having close ties to the land and to each other, and are likely part of the first generation to settle in the region.










Town Governments (d20)


A town’s governmental structure can have a major impact on characters who seek to interfere with the region’s political machinations, or who simply get on the wrong side of the law or the ruling authorities. Roll here to see what kind of government the town has in place.


	
1: Civilian Autocracy

	
2: Magocracy

	
3: Noble Oligarchy

	
4: Merchant Oligarchy

	
5: Tyranny

	
6: Republic

	
7: Democracy

	
8: Shadow Council

	
9: Crime Syndicate

	
10: Theocracy

	
11: Feudal Monarchy

	
12: Parliamentary Monarch

	
13: Collective

	
14: Provincial Imperial Rule

	
15: Public Council/Town Meeting

	
16: Military Dictatorship

	
17: Two Cooperating Governments (Roll two more times)*

	
18: Two Antagonistic Governments (Roll two more times)*

	
19: No Government (May be true, or roll again to see what the real government is)

	
20: Hidden Government (“No one gets in to see the Wizard! Not no way, not no how!”)



*If you get one of these results again on the follow-up roll, you can choose between re-rolling or making the government increasingly fractal and divided.






Town Alignments (d12)


Not all towns are nice places to be, and not all are what characters might consider “civilized.” Cultural and philosophical differences from town to town could be minor or drastic; roll here to randomly find out what the outlook of the typical citizen is within this town.



	Alignment

	Description




	1: Organized

	The citizens in this town believe in organizing themselves against threats or crisis. They respond well, quickly, and in an orderly fashion to any problems that characters bring to their attention or cause.




	2: Free-Spirited

	The citizens in this town believe in letting individuals choose their own path. They avoid organizing any large-scale projects that require the cooperation of citizens against their will.




	3: Tyrannical

	Some manner of tyranny rules over the citizens of this town. Some may support or justify the tyranny and its effects, but others who are more targeted by the regime certainly chafe under it.




	4: Brutal/Survivalist

	The citizens of this town believe in survival of the fittest. They care for almost no rule of law but instead believe that might makes right. Characters will find that they might get to easily victimize the townsfolk, and be victimized by them in turn.




	5: Progressive

	The citizens of this town believe in advancing culture and civilization forward. They seek to build upon academic and philosophical foundations to develop new, better ways of living.




	6: Utopian

	The citizens of this town believe that they can turn their city into a perfect paradise unlike any other seen in the world. Whether they are correct or not, they have bought into this dream, which may harm or hurt them in the long run.




	7: Isolationist

	The citizens of this town believe in keeping to themselves and their own affairs. They are unlikely to involve themselves politically in anything outside of their ways; on a personal scale, most citizens mind their own business.




	8: Selfish/Cutthroat

	The citizens of this town believe in backstabbing each other to get ahead. Everyone is looking for the chance to one-up each other, but everyone is also paranoid and on the lookout for any perceived threats.




	9: Anarchist

	The citizens of this town believe in no rule of law at all. For some reason they have seen the dangers of power and would rather no organization control their individual actions. Characters should do well here!




	10: Totalitarian

	Every aspect of the citizens’ lives is controlled by the governmental authority in this town. They are regimented into obedience, and if there is any dissatisfaction or thoughts of resistance, they are swiftly crushed.




	11: Compassionate

	The citizens of this town believe in caring for and looking after not just their own, but other noncitizens as well. They are extremely welcoming and take pity upon the misfortunes of others.




	12: Just

	The citizens of this town believe in looking out for the needs of the greater good. The government and townsfolk have a good working relationship; the government generally takes care of those who have fallen on bad luck, and the citizens respect and honor their benevolent rulers.
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Leadership Quirks (d20)


Whether the town is led by a single politician or noble, or a larger body of individuals, its unique features and quirks will have a huge impact on the town and how it is ruled. Roll here to see what makes your town’s government unique.



	Leadership

	Description




	1: Corrupt

	Hopelessly corrupt, with some other faction—a criminal element, a rival political power, or a secret individual—either blackmailing or bribing the government for power and influence.




	2: Rigid

	The inheritor of traditions and rites that go back hundreds, if not thousands of years, this government severely frowns upon changing or breaking with those traditions.




	3: Severe

	Extremely severe in executing justice upon criminals, enemies, and others who do not fall in line. The draconian laws are generally approved by the population, or they are too afraid to say otherwise.




	4: High Taxes

	Known for exacting especially high taxes, much to the disgust and anger of the townsfolk. The town itself is quite wealthy, but the citizens can easily be pushed to riot.




	5: Low Taxes

	Generally lax about collecting the little taxes they do levy, and plays a minor role in the lives of the townsfolk. In times of crisis, however, there are fewer communal resources to draw upon.




	6: Religious Influences

	Heavily influenced by a local deity, faith, or cult. This likely gives the religion a great deal of unspoken power within the town.




	7: Foreign Influences

	Under the influence of a foreign government, faction, or entity. The influence may be insidious, or merely seen as such by certain elements of the populace.




	8: Ineffective

	Completely incompetent at doing its job. This may be due to a foolish individual in power or a deliberately bloated system of rule that prevents any work from getting done.




	9: Inexperienced

	Either too young or too new to their position to rule effectively. Their intentions may be good, but their actions and proclamations often cause unexpected consequences.




	10: Divided

	A divided leadership causes conflict between the two political factions in town, and the division may take root in a third, separate faction looking to divide the town intentionally.




	11: Scandalous

	Seemingly always embroiled in one dramatic scandal after another. These scandals, while shocking, generally have no long-term political consequences—except the government’s steadily dropping esteem in the eyes of the townsfolk.




	12: Disintegrating

	Steadily declining over time, and other rival factions are already circling in for the kill. It will not be long before the leadership collapses and a new one replaces it.




	13: Familial

	A single family, bloodline, or family-like cultural lineage dominates. It is difficult to get anywhere in town without being a member of the family, or at least paying them respect.




	14: Bureaucratic

	Enmeshed in a long-standing bureaucratic system of paperwork, stamps, clerks, political officials, signatures, and special permissions. It is not hard to get things done—for those who know how to work the system.




	15: Expansionist

	Focused on expanding the town’s borders into the nearby wilderness or other occupied lands. This may be through military intervention, mass migration, or simply the natural population growth taking its toll.




	16: Militaristic

	Sees war as the solution to most of the town’s problems, and constantly pushes the town and population in the direction of conflict with undesirable neighbors.




	17: Imperialist

	Desires to conquer neighboring lands and towns, rendering them vassals or colonies of the town. This may be a general impulse, or the town might have one clear target in mind.




	18: Free Market

	Believes ardently in letting merchants and businesses dictate their own needs and laws. They take a laissez-faire approach to the market.




	19: Relaxed

	Largely uninvolved in the affairs of the citizens and tends to take an “all’s well” approach to every problem.




	20: Magical Influences

	Magical, supernatural forces control the town’s leadership. The town, and indeed the leadership itself, might be blissfully unaware of this influence.










Town Guard Features (d20)


Whether quiet burg or a bustling metropolis, every town needs some individuals who are committed to keeping the public order. The town guard is there to ensure that law and order prevails, which means that the characters, in the natural way of things, will cause them some sort of grief at some point. Roll on this table to add features to individualize the guards of a particular town or district.



	Town Guard

	Description




	1: Military

	Consists almost entirely of professional soldiers from the local government’s designated City Watch military branch. Depending on the nature of the local military, these guards may be strict or more lackadaisical with regard to law enforcement. In either case, they do take threats from outside of the town, especially foreign powers, extremely seriously.




	2: Foreign

	Made up of individuals from another country or kingdom, due to an invasion or change of power. They will probably be especially on edge and lash out at the local population with little provocation. The occupying forces do keep order and fight crime effectively; the nature of their role is at least somewhat benevolent, and likely even somewhat amicable.




	3: Easygoing

	Extremely friendly and helpful to adventurers, but otherwise lax in their duties. Characters with ill intent are more likely to get away with their crimes. They are just as likely, however, to be the targets of crime, or suffer other consequences of the town’s ineffective security.




	4: Progressive

	More open-minded and accepting than elsewhere in the country or kingdom. They generally don’t hold the same stereotypes about unusual races, beliefs, magics, or other lifestyles that other guards might hold against characters. This may be due to the general diversity of the guard itself, or the town, or the guard is making an intentional effort to let older ways of thinking die.




	5: Draconian

	Needlessly strict and authoritative, arresting citizens over technicalities and slight infractions. They may be subject to the will of a cruel or demented tyrant, who delights in tormenting their citizens (who are rendered criminals almost by default), or it may be the guards’ way of shaking down citizens for money by extorting imaginary fines.




	6: Lazy

	Extremely reluctant to do their job. This may be due to low morale, low pay, rock-bottom recruiting standards, or a general lack of interest. Guards might be bribed or coerced into executing the law on the characters’ behalf. At the same time, they will be reluctant to prosecute any crimes committed by the characters that do not directly threaten the local citizenry.




	7: Sparse

	There are almost no guards in town. The citizens either police themselves effectively, or anarchy ensues. This is the sort of situation that can turn the characters into a party of warlords and robber-barons! But it is also likely that the characters are not the first group of well-armed individuals to attempt such a coup. Competition, in fact, might abound.




	8: Xenophobic

	Extremely unfriendly to foreigners, nontypical races and species, and/or outsiders in general. Such individuals are targeted unfairly, accused of crimes that they did not commit, and punished in excess of what others would receive for similar infractions. This attitude may reflect the town in general, or be unique to the guard.




	9: Incompetent

	Enthusiastic but woefully inept and routinely fails at their assigned tasks. Their bumbling is just as likely to cause problems for peaceful, law-abiding characters as it is to allow more chaotic individuals to get away with their crimes. They often show up in great numbers just to accent their utter inability en masse.




	10: Zealous

	Almost universally subscribes to a particular religion, philosophical code, oath, or cause that is either supportive or antagonistic of the governments’ goals. Their beliefs lend a fanatical aura to all of their public work and their approach to violence in general. Some guards are tolerant of those outside of their order, but others show a clear disdain for those who hold different beliefs than their own.




	11: Devoted

	Utterly committed to a nonreligious cause of some kind, particular to the town. This cause might be political (the well-being of the local princess), economic (the protection of the mayor’s orchards), or social (watching the monthly jousting tourney). Their enthusiasm might be coerced or sincere, but either way it clouds their vision and can cause them to make strategic mistakes.




	12: Hardened

	Numerous large-scale wars, dangers, and/or crime sprees have made the guard a powerful and seasoned force to be reckoned with. They do not take infractions against the law lightly, nor are they pushovers in combat, even against seasoned heroes. They may be strategically prepared for even the most unlikely attempts to circumvent their security measures.




	13: Well-Equipped

	Due to government funding, a wealthy patron, or other access to resources, the guard is especially well-equipped when compared to other militaries in the region. In addition to bearing the best arms and armor in the kingdom, the guard has access to other powerful weapons and forces, magical or otherwise.




	14: Underfunded

	Does not have access to adequate resources to arm their troops properly, and some guards need to supply their own weapons. Characters may see a lot of improvised armor and weapons, or a lack of armaments entirely, on local guards. Guards may be jealous or easily bribed by how much easier the characters’ equipment would make their lives.




	15: Magically Enhanced

	Uses magic in the course of carrying out their duties, either for combat, crime-solving, or other, less savory purposes. A spellcaster or a single individual who is the source of their magical abilities may be embedded amongst their ranks. The townsfolk might love or fear these powers.




	16: Monstrous

	Uses monstrous employees, captives, or pets in the course of its duty, perhaps for fighting or tracking down criminals. This relationship may hint at the monstrous nature of the guard themselves, or alternately, their comfort and familiarity in aggressively dealing with monsters and monstrous prisoners.




	17: Cowardly

	Capable, but fear grips them when combat breaks out. They are unwilling to risk their lives to save anyone but themselves. This can easily turn the guards into another set of potential victims (in addition to the other townsfolk they are supposed to be protecting) whenever danger should break out in town.




	18: Broken

	Whether they be benevolent or wicked, the ruling authorities in town are feared by the guard just as fiercely as they are by the ordinary townsfolk. This may be due to a supernatural power or control which the leadership exercises, or more mundane abuse of legal authority. In any case, the guard will never cross the authorities, and are likely to not be the true source of power in town.




	19: Infiltrated

	Political enemies, criminal elements, creepy cultists, or some other faction has worked spies, sleeper agents, or even disguised troops amongst the town guard. There is a (1d10 x 5)% chance that any given guard is secretly an enemy agent, working to either disrupt the guard, the town’s leadership, or the characters themselves.




	20: Adventurers

	Whether due to their power level or thanks to sheer numbers, most of the policing in town is handled by a cast of quirky adventurers, not so different from the characters themselves. These rival adventurers may behave like heroic crime fighters or unpleasantly mirror the party’s own behavior.
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