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INTRODUCTION


Playing a role-playing game is a delicate dance. If everything runs smoothly, it feels like you and your friends are able to maneuver effortlessly through dramatic, epic, and uproariously silly scenes where everyone gets a chance to shine.

And yet, other times it just doesn’t come together. Combat slows to a repetitive grind, the game master runs out of good non-player character (NPC) ideas, or after twenty-six rounds maybe even the most beautifully designed encounter just gets a bit stale.

Sure, you could prep an absolute powerhouse of an all-killer, no-filler role-playing session. Spend time getting fun character voices ready for every NPC. Map out a bunch of separate combat encounters. Intricately weave a tale of beauty and sorrow.

But that sounds like way too much work. Plus, most games put all that responsibility on the GM alone; someone is going to be saddled with a ton of homework just so you can all play every other Tuesday.

This is the book you turn to for help. It’s a big book of ideas designed to slot right into your existing campaign, organized into neat little tables.

Got a pre-existing world but you’re running dry on things to have the party do in it? Flip to Part 1 and roll up one of our random encounters.

Got the rough sketches of an encounter but not time enough to populate every nook and cranny of the setting? No problem. Prep as much as you can and fill in the rest from the game master tools in Part 2.

If you salivate at chaos magic effect tables and daydream about wild, unexpected die results, you already know it can also be fun to throw caution to the wind and let randomness determine as much as possible. Even the most organized GMs and the tightest adventure modules benefit from a little spice!

BECOME ONE WITH THE DICE

Once you get enough practice with it, using random generation can vastly enhance your game. Even with minimal prep, your table flows with novel ideas, unpredictable stories, and happy narrative accidents.

Getting to that point can take some mindset shifts though. It’s just as easy to roll up some random elements, stare in bafflement at what the table gave you, and give up entirely. Thankfully, though, all it takes to get going again is another roll on the table.

Randomly selected elements from tables like the ones in this book are entirely disposable. If you roll up an encounter, read it, and it doesn’t sing to you, take a note from Marie Kondo: Throw it out and roll again until you read one that sparks joy.

That goes for individual elements too. Many encounters in this book are written with a lot of flashy elements that you can sculpt down into the perfect session for your group. If the encounter features a werewolf ex-paladin mercenary, maybe you ditch the “mercenary” detail because you fought mercenaries last week.

Once you’ve mastered the reroll and the substitution techniques, you’ll find the random elements from your sessions feel like you planned them on your own. They’ll fit your story like a glove, because you’ve already got incredible ideas. Randomization provides you the sandbox in which to use them.






HOW DO I USE THIS BOOK?

There are two approaches to using the random tables in this book.

First, the GM can roll some random elements in advance to speed up preparation time. Implement your best ideas, then turn to this book for the small details, like NPC motivations or random encounters, to fill the gaps between points of interest.

Second, you can rely on this book for complete pickup RPG sessions. Maybe you’ve got half your normal group over. You can’t exactly pick up where you left off in the story without the rest of the group. Whip out this book, roll a random encounter, and you’ve got yourself a session that requires zero prep and that doesn’t need to advance your pre-existing plot. The resulting Franken-session of random NPCs, encounters, and settings will probably be a bit odd, but you’ve already got a handful of creative minds at the table who can help you make sense of what you wind up with.

This book is split into three parts: Part 1 contains nine tables based on game environments from which you can generate random encounters for your characters. Part 2 features tools for game masters looking to tweak game details. Part 3 lists various downtime encounters you can use in any game to flesh out characters’ personalities and have some fun group banter.

USING PART ONE: ENCOUNTER TABLES

The encounter tables of Part 1 are the biggest chunk of the book, since random encounters save you the most time in prep.

While you might think of a combat opportunity when you hear “encounter,” an encounter can really be any event that hooks the players into role-play or strategy or both! This book’s encounters run the gamut from nail-biting brawls to relaxing comedic romps with oddball NPCs.

Simply flip to the section for the environment the party is in, then use any method of picking a random number between 1 and 100. Two d10s work great. You can also just read through a few pages’ worth of encounters ahead of time and pick one that stands out to you. In each section you’ll find maps that illustrate some of the encounters. Those encounters that take place in the mapped locations have their numbers circled for easy identification.

The encounter will give you more than enough ideas to get started. If you want, you can add or remove elements of your own to tweak the session to fit what you think your group will enjoy best.

USING PART TWO: GM TOOLS

If the encounters of Part 1 are the meat and potatoes of your next RPG session, the GM tools of Part 2 are the sides and sauces that bring it all together.

You can use these tables to add motivation to existing characters, generate entirely new NPCs, quickly whip together new locations, or even provide wild mid-encounter twists to keep the players on their toes.

USING PART THREE: DOWNTIME

Part 3 contains encounters that are fit for anywhere in your adventure and not tied to a specific location.

But enough talk. Let’s get down to it!







PART ONE ENCOUNTERS


The encounter prompts in this book are grouped into tables by setting, with one hundred encounters per table.

If you’re trying to insert these encounters into a pre-existing campaign, good news: Just pick the table whose setting fits the story you’re in the middle of, and play encounters from there until you want a change of scenery. If you’re starting from scratch, good news: You get your pick of the litter. Each table begins with an introductory section that explains what kind of adventures you can expect from the setting. Choose whichever one sounds best to your group.

From there you can either select the encounters that stick out to you or choose a number between 1 and 100 to let chance decide.
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CITY


Welcome to the city! Just like metropolitan areas in real life, fictional cities are the places where a community’s hidden contradictions start to show. Poor areas ravaged by crime syndicates rest within spitting distance of rich socialites frittering away wealth. Royals and rebels vie for turf. Mass disasters roll in alongside tiny, personal disputes.

On the lighter side, cities are stuffed with the most interesting creature in any RPG setting—people! For this reason, cities are great settings for players in your group who will never shirk a chance to perform, who are interested in fantasy fashion, or who are always in search of a new friend.







	
1 A bounty hunter has come looking for an elf wanted dead or alive. The elf is a member of the city council and must be protected at all costs. The bounty hunter only attacks at night.

	
2 A troupe of gnomish inventors has taken over an abandoned warehouse on the pier and has been there for months. No one knew they were there until the loud noises and strange smells started. Now they claim they own the building and have five war machines to defend their home.

	
3 One of the town guards swears that he was bitten by a werewolf and has asked the heroes to help him. The full moon is in two days, and the guard is known to tell lies on a regular basis.

	
4 A spell has accidentally gone off in the city’s library, animating all the books. The books are now attacking patrons. The library needs help, but the books are too valuable to destroy!

	
5 An evil librarian has hidden five books in the city library that will drive anyone who reads them mad. Finding the books will be no easy task.

	
6 A member of your group accidentally runs into a stranger; the collision sends a pendant shattering to the ground. At this moment, the two characters swap bodies. The annoyed stranger explains the effect will wear off in twenty-four hours but demands compensation for their broken artifact.

	
7 The players are approached by a young person claiming to be a big fan interested in helping with the adventure. They have made crude fan art of the characters.

	
8 There’s a murder in town, and the players are the guards’ first suspects. After all, they were within a block of the crime scene, and every one of them is kitted out with horrifying weapons.

	
9 A noble unexpectedly invites the players to a two-day event to celebrate the upcoming holiday. It turns out the father wishes to teach his son how to survive in the “real world” and wants the players to hunt his son on their grounds for the next two days. The pay is considerable.

	
10 A songbird keeps bugging the players. If anyone can translate, the bird tells the story of a poor prince locked away in his room. He desperately needs to be rescued lest he be married off to his third cousin.

	
11 A thief steals one of the player’s sentimental or magical items. The thief then shape-shifts into a dog and hides by joining a pack of stray dogs. Can the players figure out which dogs are real, and which one just stole their things?

	
12 A ramshackle tenement building the players rest in crumbles entirely while dozens of people are inside. The slumlord has no intention of finding new housing for the residents of the tenement, nor for travelers, like the players, staying there.

	
13 The villain (or make a new one if you don’t already have one!) sends henchmen to build an ugly billboard to improve their own image, and they’ve done so at a sacred historical site of sentimental value to the players or to an NPC they admire.

	
14 The city is holding a magical battle of the bands. Emphasis on “battle.”

	
15 A figure in a lumpy gray cloak is conducting magically animated objects to construct a building. They introduce themself as the Wodgian Wizard of the Walls. Unfortunately, the animated objects won’t stop construction. For them to stop, they must be broken. If the players help, the wizard offers a card with their picture on it. This spell card can animate household objects to perform a task.

	
16 The tavern is stuck in a time loop! The players have one minute before the loop restarts. A deal has gone wrong in a back room, resulting in a magical crystal shattering, messing with time in the immediate area.

	
17 The monument in the center of town cracks open and an ancient being bursts out. It seems they were petrified one thousand years ago and everyone forgot! They need a guide to this new, vastly different life.

	
18 The city is hosting its annual Tournament of Champions: a no-holds-barred freestyle combat competition where contestants fight to the “death.” Fortunately, a death ward is placed on the participants so that their death only eliminates them from the tournament. There is a huge prize for first place!

	
19 One of the players is confronted by someone they’ve done harm to in the past. How do the others react upon learning about this misdeed? How does the confronted player treat the individual?

	
20 The players feel a slight jostle, then see a group of small figures running away from them. Checking their belongings, they realize their money is gone! They can barely see the figures running away in the distance.

	
21 The circus is in town, and there’s a giant bounty on the clown’s head.

	
22 An advisor to the king has hired the players to kill a party of assassins from a rival nation that are rumored to be coming to kill the king. However, the “assassins” are actually diplomats and the advisor is looking to start a war.

	
23 It’s been snowing on the castle, and only the castle, for three days now. Everyone will be trapped inside unless the source of the storm can be found and stopped.

	
24 A nobleman hires the players as guards to make sure he and his friends are safe while they tour and take stock of the poor section of town. It’s clear they just want to gawk at the poor.

	
25 A local tavern, The Wayward Boy, has become wildly popular, attracting world-class bards. A rival business owner started a rumor that the tavern is run by two incubi and offers to hire the players to attack the popular tavern. In reality, the tavern is run by two retired male adventurers in love.

	
26 The king has died with no clear line of succession. Two sets of families are fighting for control. It is said that the king left a will stating his wishes, but no one can seem to find it. One of the families hires the players to help them look.

	
27 The gargoyles on the church have been replaced by real gargoyles that come to life at night and have been terrorizing the city.

	
28 A trio of grave robbers is searching for treasure from the tombs of the rich. The players must stop these fools before they accidently unleash a greater evil that has been bound within a massive family tomb.

	
29 A merchant wants to buy a store on the main square but believes it is haunted. She needs someone to check it out and get rid of the ghosts. The players find that the “ghosts” are really a rival store owner using mercenaries to scare competition away from the location.

	
30 The cemetery and the catacombs beneath are warded against anyone raising the bodies as undead, but the caretaker believes the wards have been tampered with. The players must find out who is weakening the wards before they bring forth an army of the undead.

	
31 A gnomish inventor needs help setting up his booth to sell trinkets at the harvest festival. He leaves out the part about how explosive and unpredictable some of his new items are.

	
32 The young daughter of a family of wizards has run off. The family doesn’t know why and wants her found. She is hiding in the graveyard because she wants to be a necromancer.

	
33 The minotaur run is an annual event in the city. Those who wish to participate must navigate a maze that takes up the entire central marketplace while running away from the minotaurs.

	
34 A local gang has taken the head of the merchants guild hostage. Unless their demands are met, they plan on killing him. They demand that the city watch leave the area and state that they have a list of demands that they will only give to a neutral party.

	
35 A water spirit has become trapped in the central fountain. All anyone knows is that the water in the fountain isn’t acting normal and seems to have a mind of its own.

	
36 Deep within the cemetery, in a sealed tomb, a cult finally has all of what it needs to summon forth an ancient evil. The groundskeepers have been kidnapped to be sacrificed upon this evil’s awakening.

	
37 The city is hosting an apple festival with promises of prizes for those who compete and win in the various contests. The team with the most points at the end of the festival wins 50 gold. Events include pie eating, apple crushing, apple tossing, and trivia about local apples.

	
38 A guild war has been escalating, and now the thieves guild has kidnapped the head of the merchants guild and buried her alive in the cemetery. The players need to find her fast, as well as deal with the thieves guild lackey left on guard duty in the cemetery.

	
39 Parts of the central marketplace have collapsed into sinkholes. A huge burrowing mole has decided to take up residence beneath the city market and has weakened large swathes of land all over town. This mole has got to go.




THE ELDRITCH CEMETERY
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THE MYSTIC SEAPORT
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40 All the tapestries in the throne room have changed and now depict fire raining from the sky. Are they showing what is to come, or is this a trick meant to scare the kingdom?

	
41 Random merchants have been falling suddenly ill and slipping into a coma right at their stalls. A cursed coin has been planted in the marketplace and affects any merchant who touches it.

	
42 The head of the fishing guild secretly withholds their portion of the offerings made each spring to appease the sea. Enraged at this slight, sea spirits begin attacking the town. The players must find a way to stop the spirits from destroying the city.

	
43 The players have been hired as extra security at the prince’s coronation. The prince, who is about to be crowned king, is a fake. The real prince has been cursed and is trying to stop his evil counterpart.

	
44 A quartet of singing ghosts always starts off the city’s harvest festival. This year, they fail to manifest! The players must find the villain, who has captured the ghosts in spirit jars, among the angry and confused festivalgoers.

	
45 A master thief has stolen a priceless artifact from the local temple and is attempting to escape by sea. The players need to find the thief and the artifact, and deal with the thief’s goons, who are lying in ambush at the pier.

	
46 Pickpockets have been plaguing the central market for weeks, and the council is at wits’ end. They want the players to end the problem one way…or another.

	
47 The king and queen have had a child, and everyone is here to give their blessings. But an evil warlock plans to curse the child unless he can be stopped.

	
48 The local governor believes that pirates are moving monstrous animals through the port of this city and she wants it stopped. The pirates have, fortunately, gotten careless with hiding the contraband animals. But now the players must stop the pirates and corral their most recent monster…a large chimera.

	
49 A king’s advisor had a startling dream about the princess disappearing and saw the players in that dream. The players are summoned before the advisor to answer for a crime that hasn’t happened yet.

	
50 A group called Ocean’s 5 has hired undersea elves to tamper with a fishing tournament and ensure their win. Other participants suspect this group is cheating but can’t tell how. Can the players find out how Ocean’s 5 is winning everything before people take matters into their own hands?

	
51 All the doors in the castle no longer lead to their correct rooms. The king’s advisor thinks a recently captured orb may be the source of this space warping. The players must try to reach the orb despite the confusing maze the castle has become.

	
52 A nobleman has hired an enchantress dressmaker to make a wonderful garment for his daughter and has asked the players to be bodyguards for the dressmaker when she arrives at the pier. The nobleman has heard rumors that the dressmaker is the target of an evil plot.

	
53 The players are mistaken for a troupe of actors who are meant to entertain the king right now. There is no saying no, and not being entertaining enough could lead to death…or worse.

	
54 A local shop has begun to sell a wide variety of small monsters as pets. Each creature is bound to a command crystal that keeps it tame and obedient. Soon, customers discover that the creatures become wild and mischievous should the crystal shatter.

	
55 A theater troupe who are friends of the players have lost their stage crew and they need the players to fill in. The players must shift scenes, raise and lower the curtain, and get props and lights in place. All while not being seen by the audience. The audience is loaded down with fruit and vegetables, ready to launch at any performer or stage crew who displeases them.

	
56 Several people have gone missing around the library. The librarian inside has been trapping them into a book and then recording how they deal with the loose ideas they have written. They hope observing these people will help them finish their novel.

	
57 A nobleman believes that a current play put on by a friendly theater troupe is a satire about him and his family. The players must stop the nobleman’s plans and save the theater from the mercenaries hired to burn the theater down.

	
58 The lead actress of the touring theater group is trying to escape her controlling family. The troupe approaches the players to help smuggle the actress out of the theater during the play. However, the actress’s family has guards attending this very performance to capture her and bring her back home.

	
59 The theater troupe won’t go into their theater because the ghost light went out and they want to make sure no ghosts have taken up residence. Three ghosts have, and they don’t want to leave and want to be included in all new productions.

	
60 The players come across a store with lavishly priced, extremely silly garments with appropriate magical enhancements. For example, a frog costume that enhances agility, a horse head mask that improves speed, a teddy bear suit that gives its wearer a devastating claw attack, and many others.

	
61 The theater troupe has a new play to premiere and is unaware that the scene before intermission is a ritual to summon real demons. Luckily, the players have free tickets to watch the show opening night.

	
62 A noble family accidentally left one child behind when they left the city for their winter home. The family has sent word back and the players have been hired to find the child, who is hiding somewhere in the mansion. The child has laid traps everywhere.

	
63 A wizard has come to the theater claiming that someone stole his cloak of disguises and demands to search the entire place and all of the actors.




THE THEATER OF BLOOD
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THE SEWERS OF DOOM
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64 The city watch finds a half-eaten body where the sewers drain into the sea. They need extra help to see what may be living in the sewers underneath the city.

	
65 The city is celebrating Lucky Day. One day each year, the goddess of luck bestows the gift of incredible luck to all within the city limits. Some jump from buildings only to bounce back up unharmed. Others attempt to gamble (without much luck, as their fellow gamblers also have the luck charm). Still others prefer to leave the city entirely during this, as it tends to result in rampant chaos.

	
66 A druid has taken up residence in the sewers and is growing mushrooms. Local restaurants are thrilled by his product, but a wary merchant wants the players to follow the druid to make sure nothing evil is happening in the making of these mushrooms.

	
67 Thousands of bugs are pouring out of the sewer grates in the central square, attacking anyone and ruining all the food and merchandise. Strange music seems to be controlling the bugs. But who is playing the music?

	
68 A wizard approaches anyone who looks like they can cast spells and challenges them to a duel. It turns out there is a citywide wizard challenge going on with magical rankings. Whoever lands in the number one spot gets a fantastic item.

	
69 Strange moaning can be heard at night coming up from the sewers. All the merchants fear an undead outbreak and are looking to flee the area. However, it turns out to be a gang of thieves who wanted to scare the merchants into paying them to clear out the zombies.

	
70 The city’s largest goalball game is happening today, and the people are in a fervor! Tickets to the event are all sold out. One wealthy individual, desperate to attend, says they will do anything for a ticket.

	
71 A street cleaner confides in secret that he was using an acidic slime creature to help clean and that he lost it down in the sewers. He’s desperate to get his slime back.

	
72 The players have been invited to a royal wedding as special guests of the groom. A rival nation sees the gathering as the perfect time to kill the future monarchs and have planted assassins in the crowd. Good thing the players are there to protect the future king and queen!

	
73 A section of the street has mysteriously frosted over. Clearly something has gone wrong in the sewers below.

	
74 Today is election day in the city. The players learn through whispers that many in the city believe none of the votes are actually counted, and the current leader will never cede power.

	
75 In the sewers is a well-hidden, lively underground market where many undesirable things can be found. A local merchants guild will pay a pretty penny for the players to find and shut down this illegal competition.

	
76 Word has spread throughout the city of the players’ deeds, and someone has put wanted signs up all over town with large bounties for the group. They are wanted dead or alive!

	
77 The players go to see a fortune teller. She recalls everything that has happened to the group thus far with uncanny accuracy, then makes a deeply disturbing prediction that is set to come true “on the next new moon, when the light has gone from the sky.”

	
78 A noble approaches the players looking to pay to “go on an adventure!” It’s obvious this noble will only slow you down, but if you can protect them for the duration, the pay is nice!

	
79 A body is found in the upstairs room of the tavern. There is no sign of how the man died, but the innkeeper states that the large snake tattoo on the man’s arm is now gone.

	
80 Hidi Berrylaugh is a gnome hairstylist who uses magic to change people’s hair in radical new ways. Her styles have become a sudden fad in the city and lines of people are showing up each day. She calls for the players to help her obtain more of the rare ingredient that fuels her magic.

	
81 The large tree at the center of the marketplace is dying and no one knows why. A local nobleman approaches the players to seek out the druid Vorin Silverleaf. She can help, but the locals have had a hard time reaching her home deep within a dangerous forest.

	
82 The city sheriff has hired the players to explore the poor area of town on rumors that a breakout of lycanthropy is running rampant through the area. A group of were-creatures has been uniting the poor and teaching them useful skills.

	
83 A baker flees her bakery shouting for everyone to get away. Shortly after her warning, the doors and windows bust out with masses of roiling dough pouring into the street. She confesses to the players that she stole a vial from a wizard thinking she knew how to use the substance in it.

	
84 Strange whining can be heard from an alleyway. Upon inspection, the players find a mastiff that has just given birth to five puppies.

	
85 On the last day of the harvest festival, a booming voice shouts, “At last, my revenge!” Then hundreds of squirrels pour into the marketplace and start attacking.

	
86 The party stumbles wearily into the room they’ve rented for the night. They had been told this wasn’t the best inn in the city, but they weren’t expecting the bed to attempt to consume whoever was unlucky enough to try sleeping on it.

	
87 A gnome wants to sell the city on a summoning circle transport system and hires the players to help them show proof of concept.

	
88 A gnome needs the players’ help clearing out a number of buildings she just bought to make a woodland area within the city. But the noble who sold the buildings hid the fact that cult activity has been noted in that exact area.

	
89 The smells from this food cart are repulsive, but it has a large crowd of people happily eating the food.

	
90 A costume maker is way behind on orders for the upcoming festival and is hiring anyone to help out in any way they can. Payment is a costume of their choice.

	
91 An ancient dragon lands atop the castle and states, “At long last, I have come to claim what is rightfully mine!” No one knows what the dragon is referring to, but the old castle cook remembers seeing a tapestry that used to hang in the castle when she was a child. She vaguely remembers it depicted a scene with a dragon and a great knight.

	
92 An NPC the players have been trying to meet with recently has been making lots of excuses and has used the “my grandpa just died” excuse at least three times. If tracked down, they can see this person, covered in dirt, actually attending many funerals.

	
93 A weapon store clerk arrives one morning to a strange occurrence. The back wall seems to have exploded out, but all the bricks are suspended in air, slowly traveling away from the shop. More disturbingly, about a half-mile directly out from this explosion is a large monster similarly suspended, but gradually heading backward toward the shop.

	
94 The king is offering a large sum of gold to anyone who can make an ironclad defense plan for the towers at the gates to the kingdom. A horde of monsters is headed this way, but this tower will be the bottleneck they will have to go through.

	
95 The city is plagued with poltergeists and various undead annoyances. Most folks in the city treat this recent influx of ghosts as mostly a nuisance. They are willing to pay capable exterminators handsomely to rid them of the specters.

	
96 The mayor has been quietly paying off two local crime families but has run out of funds to keep doing so. She offers the players the last of her funds to help her get rid of one or both of the families.

	
97 The townsfolk have been seeing more cats around than usual. They seem to be mostly hanging around the castle. The players find that the young princess has been turning everyone into cats. They must find a way to stop the young royal without falling victim to her spell.

	
98 The parents of one of the characters invite the entire party to a ball. Over the course of the night, the player realizes their parents and all the guests have been replaced with nearly exact copies of themselves. They must find out what is really going on here before dawn…or else.

	
99 The players find themselves in an unfamiliar part of the city. They find shops and eateries unlike any they’ve seen in other parts of town. They explore everything this new street has to offer. After returning to other more familiar parts of the city, no one can remember the name of the street, and no townsfolk they ask are familiar with the shops they describe.

	
100 The players arrive in town just in time to see a procession of people marching down the main road. The leader of the procession greets the players and places a large jester hat on one of the characters. This character is now the Lord of Misrule. For the next three days, they must go around town playing pranks and having a generally raucous time, creating merriment for the townspeople.
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VILLAGE


Villages and towns provide some of the widest encounter variety of any location in an RPG. They’re populous enough to support large social encounters, they’re close enough to wilderness to easily explain the presence of just about any monster type, and they’re contained enough to host stories about entire communities.

Often, villages are only temporary stopping points. The party stops at the nearest village to rest, has some encounter with the people there, and then heads back off on their main adventure.

Town encounters often involve doing someone a favor or performing a job, since there’s almost always a shortage of skilled and equipped adventurers outside of the major cities. For the same reason, villages and towns are also places where the players’ actions in encounters can have meaningful effects on the world.

By the same token, saving citizens from a monster attack in a village is a truly heroic act, while saving citizens from a monster attack in a city is just another Tuesday afternoon. With that in mind, think of ways in which your players can make a mark on these communities through the encounters. Then, a few story arcs later, bring the party back to a few of these spots to show how their actions are remembered by the townsfolk.







	
1 The players stumble upon a black market for necromancers who are selling illegally exhumed bodies for rituals.

	
2 A local folk hero, Freginald Jaygen, asks the players for help. Freginald doesn’t want the kids in town to see that he has lost his fighting ability. He will pay the players to get rid of the monsters and make it look like he was the one to save the day.

	
3 A gnome in this snowy village hires the players to make as many snowballs as they can so she can test out her new invention—an automated ice cream maker. As she loads the machine up, it goes a bit haywire and starts shooting snowballs at everyone.

	
4 A figure in a lumpy white cloak is selling forever candles from a small storefront. When approached, they introduce themself as the Wodgian Wizard of the Wicks. Unfortunately, the new forever candles won’t stop growing wax. Molten wax is spilling out of every cabinet in the store. If the players help, the wizard gives the players a card with the wizard’s picture on it. This card can be used to cast a spell that refills any vessel with whatever was most recently inside it.

	
5 A villager has a terrible sickness. The village wizard thinks they can shrink the party down to microscopic size in order to do battle with the illness inside the person’s body.

	
6 This village is led by a vile leader. The citizens live in fear. It seems like a change in leadership would really help the villagers.

	
7 The village tavern is a large and welcoming place, heavily decorated with antlers: antler wall hangings, sconces, even an antler chandelier. The burly tavern owner invites the players to join him on an elk hunt the next day. He wants to redecorate one of the upstairs rooms and needs more inspiration.

	
8 The townsfolk keep mentioning that it’s Flat Thursday today. When questioned, they explain that the town is charged an exorbitant weekly tax by a giant who lives nearby. If the town can’t pay, one of the villagers gets squished. Unfortunately, they’re all out of money.

	
9 This village at the foot of a small mountain is covered in fresh snow. A local wizard is offering free teleports to the top for people who want to ski and sled for the day. A gang of marauders takes advantage of the distraction to attack the village.

	
10 The villagers have grown wary of an ever-increasing flock of crows. The crows have done nothing, but people are beginning to panic and want the birds killed. This is a test from a spirit to see how the town reacts. For every crow killed, a townsperson will also die.

	
11 A week ago a meteor struck near town. Since then, people have been slowly turning into plants. However, the meteor isn’t the cause. It’s just mischievous fairies in the nearby woods who have been playing tricks on the villagers.

	
12 This village has quarantined itself from the outside world. Most of the residents have some kind of disease that grows mushrooms on their faces. They warn you to stay far away, but also implore you to help them.

	
13 All the citizens here worship a god none of the players have heard of. Their devotion is complete and obsessive. Anyone seen contradicting the very strange customs of this god is put to trial.

	
14 In this village is a remote training school for warriors. Sadly, the headmaster just passed away and the players get wrapped up in the dispute over who will lead the school next.

	
15 When the players arrive to the village at night, the whole place is empty. But at dawn, all the townsfolk are suddenly there…only to disappear again when night falls. The villagers don’t believe the players when confronted about the strange disappearances.

	
16 The well at the center of town has gone dry. When the party investigates, they find a door at the bottom of the well that has been shut. Opening the door, they find it opens to another well at the bottom of a faraway lake. But who closed the door, and why?

	
17 A sudden snowfall has dropped over 3 feet of snow on the village, trapping people in their homes. The citizens enlist the players’ help, as there is a superstition that a sudden snowfall like this is a portent that abominable snowmen will attack.

	
18 This village hosts a festival around a flower that blooms only once a year and only for a day.

	
19 Music, signs, and brightly colored streamers indicate that today is some sort of party, but all the townsfolk look melancholy. The players learn that at midnight, several children from the village will be randomly assigned as sacrifices to the “god king” that rules here.

	
20 A nearby sorcerer has cursed the town to always be under clouds and rain. The townsfolk are miserable and want the players to find some way to deal with the problem.

	
21 A band of goblins has taken up residence in the nearby hills. The town wants them gone but the goblins only want to trade in peace.

	
22 A passing salesperson sold a local farmer a miracle growth formula. Now the plants are threatening to take over the whole town, and most of the villagers are trapped in the constricting vines.

	
23 A family of nobles have been forced from their homes and have taken up residence in this simple village. The villagers hate their constant demands and insults. The noble family will be attacked unless some sort of peace can be found.

	
24 The city is celebrating Victory over Gruthorryn Day, a local celebration of victory over a dragon that once ruled this area with malice and cruelty. The celebration means free food, drink, and a generally happy vibe from everyone in the city.

	
25 Most of the townsfolk here talk in a strange, robotic manner. The mayor is jovial, but dismissive of any questions about the town. An investigation could reveal that the mayor is systematically replacing the people in town with his ever-expanding collection of changelings.

	
26 The annual fair is happening! There are magical Ferris wheel rides, delicious treats, and a funhouse where several villagers went in…but never came out.

	
27 While staying in the inn of this small village, a portal opens up and three stern-looking elves step out. They demand to see the mayor, stating simply that the contract is due.

	
28 This town has a tavern that is completely run by intelligent dogs. The food is terrible, but it seems quite safe.

	
29 The tavern has a sign calling for adventurers to collect a list of very rare and difficult-to-obtain ingredients. The reward is a nice stack of gold and the promise of being able to “try the dish I’m making!”

	
30 The town is having a strange mock funeral for the oldest person in town. It’s a joyous but odd celebration. Secretly, the person wants to die but has been cursed with immortality.

	
31 A poster advertising the tavern’s talent show is tonight! And look at that, the prize for first place is something the players have been longing for!

	
32 A hopeful young person sits at a small table with pamphlets promising fame and fortune. They explain that they are offering payment for mapping the “here there be dragons” part of the nearby ocean.

	
33 The new tavern owner found a locked door in the basement that only the previous and long-dead owner knew how to open. If anyone can open the door, the new owner promises a generous reward—depending on what is behind that door.

	
34 A bard sings hilarious songs that are way too close to the players’ adventures to be coincidence. When confronted, the bard swears she doesn’t know them and has never seen them before.

	
35 An explorer in the tavern has a proposition: If the players fund her, she will share a percentage of her discoveries with them. She will return to the tavern in 1d6 days with a precious gem. If they continue to finance her, have her run into the players occasionally with unusual items.

	
36 It’s the annual guess-the-brew contest. A dwarven ale master has made an ale that has twenty-one flavors in it. If anyone can guess all twenty-one, he will give them his ever-filling ale stein to use for the next year.

	
37 A local innkeeper is trying to sell his inn to a semi-famous hero and needs the players to help put on a good show to make the sale.

	
38 It’s time for the harvest festival! There’s an open-air market spanning the entire village filled with vendors, fortune tellers, bootleggers, and carnival games. Perhaps the players spring to action when a necromancer attacks the festival with an army of skeletons, or perhaps that doesn’t happen, and they just enjoy the festival.

	
39 The patrons of this tavern are looking at the players warily. When prodded, the barkeep will point out the bounty illustration of figures looking remarkably like the players.

	
40 The leader of this village is a pastor promising “visions of the true god” to the village’s population. In truth, the pastor is running a drug ring and the denizens of this village are the unlucky, highly addicted customers.

	
41 The players arrive in town but don’t know that the inhabitants are an invading force. The real villagers are tied up in the basement of the tavern. The tavern owner is the only real villager left and is desperate for the players’ help.
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