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HIC SVNT DR ACONES

HERE THERE BE DRAGONS

CASTLE OLDSKULL (“Old School”) is a well-regarded, system neutral line of
supplements designed for use in Fantasy Role-Playing Games (FRPGs). Available
formats include PDF, paperback, and Kindle e-book.

Ideas are presented in such a way that they can be used or customized for any
edition game, from the 1970s to the present day. These volumes exemplify the iconic
“sandbox,” do-it-yourself, and free-form ideals established by the original Lake
Geneva campaigns, c. 1972-1979. Respected sources of inspiration include Arneson,
Barker, Bledsaw, Burroughs, Dunsany, Gygax, Holmes, Howard, Kask, Kuntz, Leiber,
Lovecraft, Merritt, Moldvay, Moorcock, Sutherland, Tolkien, Trampier, Vance and
Ward.

You can contact the author, Kent David Kelly, at shadowed (underscore) sky (at)
hotmail (dot) com.
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DEDICATION

This work is dedicated to the memory of the great classic dungeon and fantasy milieu designers
who are no longer with us:

David Lance Arneson,
M.A.R. Barker,
Bob Bledsaw,

E. Gary Gygax,
Dr. John Eric Holmes,
Tom Moldvay,

and David Trampier.

It is also dedicated to the great fantasists who inspired them, some of whom are fortunately still
with us today:

Poul William Anderson,
Edgar Rice Burroughs,
L. Sprague de Camp,
Robert E. Howard,
Fritz Leiber,
Howard Phillips Lovecraft,
Michael Moorcock,
J.R.R. Tolkien,

and Jack Vance.

In the spirit of creating wonders with which to inspire others to write their own unique works of
enchantment, the author salutes you.

|
CASTLE OLDSKULL ~ GWG2 KENT DAVID KELLY



8| Page

EMPOWERING YOUR
IMAGINATION:

WHAT THIS BOOK IS,
AND WHAT IT IS NOT

Attention e-reader, video and computer gamers!

This book is not a game in and of itself. If you bought this book thinking it was a
complete game you could read and play, you should probably return this book now.

This is a book to help you create your own adventures for Fantasy Role-Playing
Games. This is a fantasy adventure toolbox, an imagination engine.

If you enjoy creating stories with your friends, envisioning netherworlds filled with
dragons and treasure and designing fantasy worlds all your own, then you will find that
this book is an ideal Game Master (GM) tool. This book will help you to create and
improve dungeon adventures, featuring more intriguing locales, more mysterious
histories, and more surprising twists and turns than ever before.

This is not a complete game. Your dedication and creativity are required.
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DESCRIPTION

The world’s ultimate adventure creation tool. Infinite possibilities await you in
dungeons, the wilderness, the seas, skies, netherworld, and the planes of existence.

Whither are you bound?

Years in the making, mega-supplement GWG2: OLDSKULL ADVENTURE
GENERATOR is the “Rosetta Stone” of the Castle Oldskull system, the one master system
which binds all of the present and future supplements of the Castle Oldskull OSR gaming
universe together into a massive unified imagination engine. Harness the power of over
30,000 data elements to create dungeons, villains, quests, and more. Your worlds of
adventure will never be the same! Using this 700+ page supplement, you can create
millions of unique adventures for your players. There are so many options, that in a

lifetime of play no two adventures will ever be the same.

I believe (but would be happy to be proven wrong) that this is the most ambitious and
extensive adventure creation tool available on the market. Using this volume, you can
create an entire campaign of multiple adventures, entailing wilderness journeys,
dungeons, monster lairs, traps, tricks, treasure, and unforgettable tales. When coupled
with the GAME WORLD GENERATOR, you can create your own world of endless
adventure and allow the Players Characters to journey anywhere. And you will be
creating new realms of wonder every step of the way. Do you need a new island, temple,
tomb, forest, swamp, mountain range, netherworld, or sea? This book will show you
how to build them all, each uniquely detailed with their own locales and opportunities

for play.

Another old school gaming experience from Kent David Kelly and Wonderland
Imprints, Only the Finest Works of Fantasy. (702 pages, 134,100 words.)
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CHAPTER I
INTRODUCTION:
THE WORLD COMES ALIVE

Do you ever wish that you had an assistant, or a familiar, to help you with running
the game every day of your life? Someone to make everything easier, brimming with
ideas and enthusiasm, feeding you endless amazing inspirations so that you would never

run out of epic challenges to throw at your insatiable players?
If so, wait no more.

This book will show you how to create millions of different adventures. Not just your
next adventure, but every adventure you're going to write over the next 10, 20, or 30 years
or even more. You will still need to do the design work, of course. But now you will
have an assistant every step of the way. You will never exhaust this book’s potential,
because it is an instigator filled with symbols, bridges, accelerators and keys: it is a game

world maximization machine that is driven by your imagination.

Game Mastering can be overwhelming. If you've already read GWG1, GAME
WORLD GENERATOR (Book 1 in this series), then you already know how daunting it
can be to build your own fantasy world. But you will also learn that if you move through
the laborious tasks step by step, with careful guidance, the entire process becomes
manageable instead of hopelessly intimidating. An entire world dawns beneath your

tingertips when you apply yourself to the tasks with careful forethought and conviction.

But once you've created your game world, what do you do? Do you just give your
players one dungeon after another, beginning their predictable adventures in a city with
no journey or hardship involved; or, by telling them their heroes are already standing at
the top of the dungeon steps? If that’s all you ever do, then the entire world you designed

goes to waste. Your players will never be able to share the fullness of your vision if you

|
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don’t usher them beyond the horizons of the immediate dungeons and their home city,

out into the boundless promise of the Wondrous, the Majestic, and the Unknown.

To fulfill the true potential of the game, you need to take your players off the rails,

and to let them roam free.

It’s one of the scariest steps you can take as a Game Master. Many GMs never dare
the transition, and stick only to published and pre-scripted adventure modules, like
chapters in a book, with the players never really able to deviate from a corporate script.
But if you purchased this supplement, you are ready to become a masterful content
creator, instead of a GM apprentice and a master content consumer. So you may be
wondering: what steps need to be taken to gain mastery over the fantasy world, and to
turn an episodic series of dungeons into a world of infinite choices? What can you learn

and do to move your campaign up to the next level, and to keep it there?

The answer is an old school principle known as sandboxing. This means that you will
be taking your game world away from predictable linearity, and turning it into a massive
playground. It will no longer be a one-track amusement ride. This can be a daunting
task, but this book is designed to help you with the epic transition away from player

puppetry and into the realm of free-willed exploration.

The transition requires a considerable degree of trust. What you will need to do is to
allow your players to do anything they want, anywhere in your world. That is one of the
most terrifying things that I can tell another Game Master, because they know full well
that giving players that level of freedom means that the entire world — no, the entire
universe — will potentially need to be envisioned, planned, and designed by the GM
before the players can go anywhere. That is frequently deemed an impossibly
monumental task. (And sometimes, yes, you'll need to improvise.) There’s no way to

give players that level of freedom while keeping control of the game, right?
Or is there?

It can happen, but it requires careful planning. The trick is to dangle adventures in
front of your players’ noses, and to strongly encourage them to move to a specific region.
But instead of handing them a plot and forcing them to abide by it like puppets dancing
on their strings, you're going to be creating open-ended regions for them to explore. Each

region becomes something of a game board, if you will, where instead of one move
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(forward into the next dungeon), the adventurers are instead given an opportunity to
move in any direction. If you play chess, regionally-driven sandboxing turns your pawn-
like Player Characters — who can only move forward — into queens — the most liberated

and powerful pieces in the game.

To give players that strong sense of freedom, you'll be creating regions that lead
everywhere, with an infinite variety of choices and paths. You’'ll be putting dungeons
into the wilderness, but also underwater, on islands, in the sky, and in the various planes
of existence. If your players avoid your designed regions, you will be taking pieces out
of unexplored area and putting them (subtly) into the PCs’ new path. Whenever the PCs
want to wander off of the map edges, you're going to let them do so ... because you know
a little bit about what lies off of each map edge, and you have the random generation

tools that you need to devise new material, wherever they may roam.

Sandboxing can be ugly at times, especially in the beginning. It’s a difficult process
to learn because you will instinctively want to control your players whenever they make
choices that you didn’t expect. But your players are your friends, and they have patience
with you ... or, you will soon teach them that patience will yield fantastic results within
the ever-broadening confines of the game! You may need to stop play from time to time
(for a night, or two, or even a week for a major change), but this book will always be here
to help you create the ground under the PCs’ feet, wherever they may roam. If everything
you designed is to the east, and they go west, just tell them that if they make that choice,
that’s fine, but then this game night will be one for board games, or cards, or videogames,
or whatever else while you prepare to build “the west” for the next session in the
campaign. Your players will learn that their freedom, while very powerful, has
consequences: if they inconvenience you beyond your reasonable preparations, that’s
OK; but they must understand that they are inconveniencing themselves as well. The
players will come to learn that they need to give you the time to create the places they
want to explore, and you in turn will reward them by giving them what they want: a

realm of endless opportunity and adventure.

And when they get themselves back on track, seeking out your quest region once
again, the dungeon you're designing will be waiting there for them. A tenuous balance
will emerge, with curious players and a very busy GM, making tacit agreements of where
the game is going to go. The players will then be able to wander across your entire world,

experiencing all of the realms, wildernesses and kingdom that you made (either in your
.
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own time, or with supplement GWGI1). And they’re going to want to explore every
corner of your fascinating world, for years, because every single place they reach is going
to offer them a new and different adventure. You will be focusing your design efforts
not just on creating a “story” for the players to follow in linear fashion; you will be
creating choices by outlining dozens of different adventures at a time. Then you can fill
your campaign notebook with (for example) vague notes for a temperate forest
adventure, a netherworld adventure, a cold sea adventure, and a tropical wasteland
adventure, modifying and refining your ideas as you fill in the world one horizon after
the next ... always staying a step ahead of the adventurers, who will come to believe that
your world is practically infinite. But the players will begin to trust you further as you
empower them, and will be drawn (if only subconsciously) to the areas and dungeons
where you're layering on the deepest and finest details, much like moths to a flame. And
why? Because when the players adventure in the regions you've already prepared, they
get to play more, instead of waiting. After all, you're only human. These things take time

to prepare.

Sandboxing is amazingly powerful. But the process does not turn you into a miracle
worker. Rather, it turns you into a master chef offering two types of meals to your guests:
[1] fast appetizers (the things you’ve already prepared) that are ready to serve, and [2]
lavish custom-crafted feasts, which take a long time to prepare but are always worth the

wait.
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THE ADVANTAGES
OF SANDBOXING A CAMPAIGN

By allowing the players to choose wherever they want to go, while simultaneously
incentivizing them to go to certain places where they can explore whatever they want on
a smaller and more controllable scale, you will be able to design whatever you want,
while giving the players what they want as well ... and as you gain expertise in
sandboxing and improvisation, you will be able to design just about any kind of

adventure on demand.

That is true Game Mastery: making the impossible possible, and creating the illusion
of endless choices through building a matrix of interwoven adventure paths. Your world
will become akin to an enormous and beautiful spider web, where the adventurers will
soon learn that they can go down the sticky paths whenever they really want to; but the
wiser paths lead not only to riches, but also to intersections of newer and finer threads,

where even more choices await.

Sandboxing will not only make you a better Game Master; it will make your players
evolve into better gamers, who will come to understand just how much work you are
doing to entertain them every week. It will turn the GM-player relationship into a
partnership of world creation, with you as the master designer, and the players as the
inspirations and assistants, guiding the collective work to a more enlightened and
powerful level of imaginative opportunity. Your world will become one of near-infinite
potential, realized through the wishes of the players who explore it. Your game will,
genuinely, move further away from episodic puppet storytelling and closer to the realm

of improvisatory art.

Wow. That's still an incredibly daunting task, to move from the role of storyteller,
and then to the role of world creator, all the way up to world fulfiller and optimization
master. Can the transition be done, without causing you to crash and burn under your

own monumental load of new design options and tasks?
.
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It can indeed, if you read this book, and if you take the time to outline several
adventures and store them away. And although your first ambitious adventure design
will probably take you a week or more to write, this guide will lead you through all of

the major steps until you get to the more technical process of dungeon design.

(For that highly specialized task, you will need the CLASSIC DUNGEON DESIGN
GUIDE series to take you even further.)

To give you that level of power requires an intimidating book of considerable size.

This volume already runs to many hundreds of pages, and you may find that some of
the topics herein are dealt with more succinctly while others are fully explored. That is
because [1] I can’t fit the entire process of world empowerment into a single volume, and

[2] I've already covered many of the topics you might be wanting more information on.

That is why this supplement has been written specifically to tie together all of the
Castle Oldskull books I have published to date. I will be showing you how you can use
the systems here in the OLDSKULL ADVENTURE GENERATOR to branch out into the
other supplements, where you will find even more time savers, more options, and more

interesting ideas.

You don’t need all of the books that I have written to make this book complete,
because you can always fill in the gaps with your own work and imagination. But in each
supplement I offer you many you many more tools for your personal toolbox, if you ever

want further assistance in creating your adventures!

So are you ready to move from basic GMing and into expert adventure design?

Excellent. If you're doubtful, take a leap of faith. I promise you it is worth it.

So let’s be on our way. The journey will be long, with lots of twists and turns, but I
will endeavor to make it interesting and rewarding along the way. I suggest you get a
large notebook, or a word processor, or a tablet, or whatever you prefer ... because after
you design your first adventure, you're going to want to make outlines showing how that
adventure branches in every other direction throughout your world. This branching
process manifests the gateway that leads off into all of the other endless horizons that

your game world has to offer.

|
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Let’s make your world into an amazing place that your players will remember for the
rest of their lives. I don’t know where we’re going, but I do know that it’s going to be an

unforgettable adventure!
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OVERVIEW
OF THE ADVENTURE
GENERATION PROCESS

So now that you know that this book is hugely ambitious, you probably have a
question: How is it possible to simplify something so big? And what the heck does this
book actually do?

Well, that’s both complicated and easy to answer. This book will give you super-
detailed adventure outlines — rough drafts, if you will — to any fantasy story that you
can possibly imagine. The book is designed to give you completely random, intriguing
options for all of the important aspects in an adventure, so that if you're completely lost
(or just overwhelmed) you can roll a bunch of ten-sided dice and simply follow the rolls
as they help you to build your world’s regions into realms of limitless adventure

opportunities.

Also, however, you can (and should) override the dice and random results any time
that you want to. You can flip through this book, skimming for ideas that strike your
tancy; you can reroll options that don’t seem to make any sense; you can change options
that are interesting, but that don’t quite fit into your campaign, and you can make
personal refinements to make the details more palatable. No one is going to force you to
accept the random results, but I do promise you that if you learn to make bizarre results
work with one another whenever you can, this book will turn you into an even finer
world-and-adventure designer than you were before. There is a very long chapter in the
back of this book, where I roll random results for every system in this supplement, and

illustrate my thought process that will show you how to do this.

So basically, this book gives you a huge amount of creative power, while also trusting

you to take the wheel whenever things start to go off track. If you both trust this book,

|
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and also allow yourself to overrule it on a whim, you will find that your adventure
outlines will be cleaner, faster, more detailed, and more eccentric (in a good way) than

ever before.

But before we get too deep into that labyrinth of ultra-detail, it helps to know what
the entire process entails. So let’s take a glimpse at the raven’s-eye view. Here is a list of

the major steps in adventure outline generation that we're going to be discussing in detail:

% [1] Adventure Title Creation: This is the first idea, which is like the spicy title of
a pulp adventure story: it gives you a delicious taste of what’s to come, and
implies some of the themes that are going to be offered for your consideration.
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Sample random adventure titles include Dark Lady of the Death Dealers, In
Defiance of Oblivion, or Savages of the Sinking Lands.

X/
°e

[2] The Framing Event: This is the first “scene,” where you paint in the landscape
and initial action for the players before you let them control what happens.
Examples include an orcish ambush, the song of a beautiful bard which echoes the
dream you had last night, or finding a dead man’s final message in a bottle that
has been floating in the sea for centuries.

<+ [3] The Benefactor: This chapter helps you design the “quest giver,” the person
(or monster, or Thing) that gives the adventurers the opportunity and incentive to
explore a particular region in your world.

<+ [4] The Promised Reward: This is the tempting morsel that the benefactor dangles
under the adventurers’ noses. If the PCs ignore the benefactor’s wishes, they still
get to explore the adventure region if they like, but they don’t get the tasty treat.
When you remove the stick of GM control from your players, this carrot helps you
to (somewhat) control the adventurers and the paths they decide to take. Just
remember, clever and imaginative players won’t always take your bait.

>

R/
*

[5] The Adventure Journey: This generator tells you what kind of region you can

)

create next to entice your players further into your world. There are dozens
different kinds of journeys and regions featured in this book, ranging from tombs
to frozen mountains, from planar realms to undersea adventures in the tropics.
You can skip this step to create simpler adventures more quickly if you like, but I
personally find this to be one of the most rewarding steps of all. In implementing
this step you're not just designing one-use adventures, you're designing locales
that will become permanent features in your world.

% [6] The Adventure Destination: This generator helps you to outline the region
that the PCs will be exploring. There are thousands of ideas in this chapter,

|
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dealing with dungeons, wilderness, different climates, and every kind of realm
throughout your world. There are 38 region types in all.

[71 The Chaotic Descriptor Tool: This tool gives you over 1,000 different
adjectives (amethyst, bewitching, clockwork, drowning, eternal, etc.) that will help
you to turn tropes and clichés into unique ideas. If you're familiar with
supplement CDDG1 THE CLASSIC DUNGEON DESIGN GUIDE, this tool will be
familiar to you ... but it has been made tighter and more powerful here.

[8] The Quest Designer: This complex branching system allows you to create any
quest you can imagine. It turns a piece of abstracted code (for example, “Appease
|/ Please [Person / Creature / Faction] with [Thing])” into an odd and specific
mission (e.g., “Appease the Sentient Steam Elemental with the Puzzle Box”).

[9] The Secondary Quest Designer: This tool helps you to intuit side missions,
distractions, bonus goals, and extra twisty paths that will cause your OCD players
to go into shivery conniptions.

[10] The Complication Generator: This tool introduces plot twists, MacGuffins,
unexpected drama, and extra layers of difficulty along the way.

[11] The Ally Creator: This general tool tells you about the people, creatures, and
friendly monsters who might be willing to assist and follow the PCs throughout
the region. This is a safety valve, which allows you to kill off NPCs while teaching
the players how to lead, strategize, and employ allies to beat otherwise-unbeatable
challenges.

[12] Tasks Before Departure: This “mouthpiece” tool allows you to suggest
avenues of role-playing that will help the PCs, if they are willing to slow down,
plan, and do some further research before they jaunt out into the world. Basically,
this is a patience teacher that will turn unruly and reckless players into cautious
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ones. It will also give you hints on how to hinder, harm, or even kill PCs who
ignore your advice, and can later be pointed to as foreshadowing and fair play.
(“Well, the sages warned you to pick some special healing herbs before you raced
off into the jungle, didn’t they?”)

<+ [13] The Abstract Weather Tool: This is a simple, open-ended tool that helps to
set the scene at the beginning of the adventure. And by frequently creating
detrimental or ominous conditions, it further encourages the players to take a bit
of time to consider the Tasks Before Departure (above).

<+ [14] The Villain Generator: This tool gives you iconic villains with special
motivations, methods, actions, flaws, and weaknesses. While it is very powerful,
you might be surprised by how relatively simple and succinct this tool is. And
why is that? Because if you need any more detail on NPC generation, I've written
500+ pages on that topic, which you will find in supplement DDE1, DUNGEON
DELVER ENHANCER.

% [15] The Unexpected Adversary Tool: This basic tool is a role-playing enhancer,
which introduces “enemies” that might become friends, or who might seem like
friends, or people who might change their beliefs based on the PCs’ actions (e.g.,
love interests, traitors, diseased innocent people, etc.). It’s an odd tool designed to
make your players think more, and to adapt themselves with more flexibility to
ever-changing scenarios.

<+ [16] The Monster Selection Tool: This necessarily open-ended tool will help you
with the always-laborious task of selecting monsters that are appropriate to your
new adventure’s climate, terrain, and difficulty level.

|
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RECOMMENDED
ADVENTURE SCENARIO
PLANNING FORMAT

If you are going to use this guide in an in-depth fashion (rather than just browsing
and grabbing ideas here and there), you are probably going to need some planning sheets
to keep all of your information organized. You can use a notebook, a word processor,
printable copies of my personal sheets, or whatever else you might prefer. I hereby grant
you unlimited rights to print, modify, and duplicate my planning sheets for non-
commercial purposes. You will find them on the pages hereafter, and also in the printable

PDF supplement included with your purchase.

I hope you find these useful!

(Sheets begin on the next following page; this space intentionally left blank.)

|
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CASTLE OLDSKULL: THE OLDSKULL ADVENTURE GENERATOR
GAME MASTER’S ADVENTURE SCENARIO PLANNING SHEET ~ 1

I Game Master: Campaign:

ADVENTURE TITLE

Title Part 1: Title Part 2:

BASIC PRELIMINARIES

Framing Event:

Benefactor Benefactor
Descriptor: Archetype:
Benefactor Class: I:I Benefactor Level: I:I

Benefactor Design

|
|
|
|

|
|
|
|

i

Notes:

PROMISED REWARD

I Reward Element 1: : Reward Element 2:
I Reward Element 3: : Reward Element 4: :

Promised Reward
Notes:

THE ADVENTURE JOURNEY REGION

Journey Terrain Type: Journey Terrain Type:
Type A: Dice: Type B: Dice:
Journey Locale Type: Journey Locale Type:
Table 1: Dice: Table 2: Dice:
Journey Locale Type: Journey Locale Type:
Table 3: Dice: Table 4: Dice:

Journey and
Region Notes:

II
|
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CASTLE OLDSKULL: THE OLDSKULL ADVENTURE GENERATOR
GAME MASTER’S ADVENTURE SCENARIO PLANNING SHEET ~ II

| JOURNEY REGION LOCALES

Regional Locale
Notes:

ARG
|
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REGIONAL SECTOR PLANNING GRID
THE NORTHWEST THE NORTH THE NORTHEAST

THE WEST CENTRAL THE EAST

THE SOUTHWEST THE SOUTH THE SOUTHEAST
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CASTLE OLDSKULL: THE OLDSKULL ADVENTURE GENERATOR
GAME MASTER’S ADVENTURE SCENARIO PLANNING SHEET ~ IV

| THE QUEST
Quest Action Code

Template:

Quest Action Quest Action

Element A: Element B:

Refined Quest

Action Text:

- S

SECONDARY QUEST GOALS

Secondary Quest
Goal Notes:

I POSSIBLE QUEST COMPLICATIONS

Quest
Complication

Notes:
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CASTLE OLDSKULL: THE OLDSKULL ADVENTURE GENERATOR
GAME MASTER’S ADVENTURE SCENARIO PLANNING SHEET ~V

[ Awmsawoums
Bitpe T o ] |
[T I [T B
Notes:

TASKS BEFORE DEPARTURE
Swegetsir | Jowegerwz ]|

SusegcTisis | JSeeerwks ||
[SostgicTasks | rorcniareny | ]

Strategic Task

Notes:

WEATHER ON THE DAY OF TRAVEL

At Destination
Location:

At Current
Location:

Weather Notes:

Li
HU
I
!

THE ICONIC VILLAIN

Villain Archetype: Villain Subtype /

Specialization:
Motivator / Goal 1: E Motivator / Goal 2: E
Flaw / Weakness: :I Actions / Methods: :I

Iconic Villain
Notes:
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CASTLE OLDSKULL: THE OLDSKULL ADVENTURE GENERATOR

GAME MASTER’S ADVENTURE SCENARIO PLANNING SHEET ~ VI
I OTHER POTENTIAL ENEMIES
Number of Player

Ehafac;ers: — -EZ:‘:I;I:SCAveT:ge I;C

T :|:| —
I N S E—
I I S E—
I B D ——
1 I 1 ]
I I R —
I:I:I:I:I
__  AverAGEMonsTERs |
1 ! 1 @@
I N DN E—
I I R —
I I N ——
1 ! 1 @ |

HARD MONSTERS
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CASTLE OLDSKULL: THE OLDSKULL ADVENTURE GENERATOR
GAME MASTER’S ADVENTURE SCENARIO PLANNING SHEET ~ VII

I PRELIMINARY DUNGEON / DESTINATION PLANNING NOTES

Dungeon Type: Dungeon Name:

Inspirational
Room Type 1:
Inspirational
Room Type 2:

INSPIRATIONAL ROOM IDEAS

Descriptor / Notes:

Descriptor / Notes:

Descriptor / Notes:

Inspirational

Room Type 3

Inspirational

Room Type 4:

Inspirational

Room Type 5:

Inspirational Descriptor / Notes:
Room Type 6:

Descriptor / Notes:

Descriptor / Notes:

Inspirational Descriptor / Notes:

Room Type 7:

Inspirational

Room Type 8:

Inspirational

Room Type 9:
Inspirational
Room Type 10:

Descriptor / Notes:

Descriptor / Notes:

Descriptor / Notes:

T

Inspirational
Dungeon Room
Notes:

(Proceed with additional design elements,
potentially using the CLASSIC DUNGEON DESIGN GUIDE series.)
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CHAPTER 2
CONCEIVING THE ADVENTURE

CASTLE OLDSKULL ~ GWG2 KENT DAVID KELLY



38| Page

CONCOCTING
THE ADVENTURE TITLE

The first step in conceiving a great adventure — one which you’re not entirely sure
you know how to begin — is to give it an evocative pulp fantasy title, much as you might
find heading a tale by Robert E. Howard, Clark Ashton Smith or Edgar Rice Burroughs.
This simple tool allows you to roll the dice twice, and to receive a new pulp adventure

title on the spur of the moment.

As with most good random systems, this one will give you amazing results fairly often
and ridiculous results rarely ... with the majority of results falling somewhere on the
spectrum between those two extremes. I've worked on these tables over the years so that
the signal-to-noise quality ratio is quite high, but there are some redundancies in
Adventure Title Table 2 that will not work with every result provided by Adventure Title
Table 2. As always, you should roll, use your judgment, and decide when a reroll is

necessary to make the random output work.

Alternately, you can avoid rolling on Table 2 entirely if you have a well-developed
game world filled with themes that you already want to explore. So if you roll “Archon”
on Table 1, and you happen to have a realm in your world that is ruled by Archons, you
could name your adventure “Archons of Enthalamon” (or whatever) instead of the
randomly-generated “Archon of R’'lyeh.” Now “Archon of R'lyeh” is not a terrible title;
but the difference here is, in the first example you already know that Enthalamon is a
realm in your world, and in the second example you would need to do some extra design
work to determine (a) who the Archon is, (b) why he or she is considered a power in

R’lyeh, and (c) what that means for the random adventure you’ll be generating.

This system is design to give you over 55,000 possible results, and to give you a good
working title in 1 minute or less (depending on the lookups and the rerolls). And if you

ever need more adventure titles for further inspiration, you can refer to supplement
CDDGl1, THE CLASSIC DUNGEON DESIGN GUIDE, where I offer you 1,000 dungeon
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names and adventure titles in Section 3-7, 1,000 Evocative Dungeon Names. (There, you

can pay special attention to sub-section VII, Scenario Names and Adventure Titles.
pay sp

So are you ready to roll? Here we go!

Table GWG2-1:
Adventure Title Table 1

Roll 1D1000 (3D10, hundreds, tens, and ones), and consult the following table.

Roll | Title1 Roll | Title1 Roll | Title1

001 to 003 004 to 006 J Acolyte | 007 to 009 | Adepts |
010 to 012 013t0 015 | Aeon | 016 t0 018
019 to 021 022 to 024 m 025 to 027 m
028 to 030 0310033 | Ashes | 034 t0 036 | Assassins |
037 to 039 040 to 042 | Bane | 043 to 045 | Banishment |
046 to 048 049 t0 051 | Beasts | 052t0 054 | Berserkers |
055 to 057 058 to 060 m 061 to 063 W
064 to 066 0670069 | Cabal | l070t0o 072 ] Casket |
073 to 075 076 to 078 m 079 to 081 m
082 to 084 085 to 087 | Chieftain ] 088 to 090 || Chieftess

091 to 093 094 to 096 | Chronicles | 097 to 099 | Cinders

100 to 102 103 to 105 | City 106 to 108 | Clarion |
109 to 111 112 to 114 m 115 to 117 m

118 to 120 121 to 123 || Conquest 124 to 126 J| Corsairs
127 to 129

130 t0 132 | Crusade ] 133to 135 JCrypt |
136 to 138 139 to 141 m 142 to 144 m
145 to 147 148 to 150 m 151 to 153 m
154 to 156 157 to 159 | Daughters ] 160 to 162 | Deathtrap |

Abominations

Adventure

Airship
Artifact
Axe

Banshee

Betrayal

Brothers
Chains

Chasms
Children

Circle

Claws

Conclave

Crown

Crystals

Curse
Dark Lady
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163 to 165 166 to 168 169 to 171
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D1000
Roll

172 to 174
181 to 183
190 to 192
199 to 201
208 to 210
217 to 219
226 to 228
237 to 240
249 to 252

Adventure D1000 Adventure D1000 Adventure
Title 1 Roll Title 1 Roll Title 1
Denizens 175 to 177 | Destrovyer 178 to 180 M
Devils 184 to 186 | Devourer 187 to 189
Domain 193 to 195 || Doom 196 to 198 w
Dreams 202 to 204 || Dwellers 205 to 207 m
Dwimmerlaik [ 211 to 213 || Echoes 214 to 216
Empress 220 to 222 | Enchanter 223 to 225 m
Evocation 229 to 232 || Expedition 233 to 236 || Exploration
Eye 241 to 244 || Faces 2450248 [ Fane |
Fangs 253 to 256 || Fate 2570260 | Fiend |
261 to 264 | Fires 265 to 268 | Forest 269 to 272 “
273 to 276 || Gambit 277 to 280 || Gates 281 to 284 m
285 to 288 || Geas 289 to 292 )| Gemstones 293 to 296 M
297 to 300 || Ghouls 301 to 304 | Giants 305 to 308 m
309 to 312 | Gods 313 to 316 || Gold 317 to 320 m
321 to 324 || Grimoire 325 to 328 || Halls 329 to 332 w
333 to 336 || Hand 337 to 340 |[[Haunts 341 to 344 m
345 to 348 || Hecatomb 349 to 352 || Horde 353 to 356 m
357 to 360 || House 361 to 364 || Hunters 365 to 368 m
369 to 372 || Immortals 373 to 376 || In Defiance 377 to 380 || In Search

381 to 384 || Invocation 385 to 388 || Iron Shadows || 389 to 392 m
393 to 396 || Jackals 397 to 400 || Jaws 401 to 404 | Jewels

405 to 408 || Journey 409 to 412 || Journeyers 413 to 416 m
417 to 420 || Killer 421 to 424 [ King 425 to 428
129 to 432 || Knives 433 to 436 || Labyrinth 437 t0 440 | Lament |
441 to 444 || Land 445 to 448 || Legacy 449 to 452 | Legion
453 to 456 || Libram 457 to 460 || Lions 461 to 464 m
465 to 468 || Lurkers 469 to 472 || Madness 473 to 476
477 to 480 | Maidens 481 to 484 |[Malleus 485 to 488 M
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D1000
Roll

489 to 492
501 to 504
513 to 516
525 to 528
537 to 540
549 to 552
561 to 564
573 to 576
585 to 588
597 to 600
609 to 612
621 to 624
633 to 636
645 to 648
657 to 660
669 to 672
681 to 684
693 to 696
705 to 708
717 to 720
729 to 732
741 to 744
753 to 756
765 to 768
777 to 780
789 to 792
801 to 804
813 to 816
825 to 828

Adventure D1000 Adventure D1000 Adventure
Title 1 Roll Title 1 Roll Title 1

Master 493 to 496 | Matriarch 497 to 500 m
505 to 508 || Mirage 509 to 512 | Monks ]
517 to 520 §| Mountain 521 to 524 || Mysteries

529 to 532 Il Nemesis 533 to 536 }| Netherworld
541 to 544 || Omen 545 to 548
553 to 556 || Paths 557 to 560 m
565 to 568 || Phantoms 569 to 572 || Pirates

577 to 580 | Plague 581 to 584
589 to 592 || Portal 593 to 596 || Priests

601 to 604 || Prophec 605 to 608
613 to 616 || Pyramid 617to 620 [[Pyre ]
625 to 628 || Quest 629 to 632 w
637 to 640 || Reavers 641 to 644 m
649 to 652 || Relic 653 to 656 w
661 to 664 || Revenant 665 to 668 m
673 to 676 | Rings 677 to 680 | Rites

685 to 688 | Rogues 689 to 692 | Sacrifice

697 to 700 | Savages 701to 704 | savant |
709 to 712 | Sea 713 to 716 M
721 to 724 | Seer 725 to 728 m

733 to 736 || Shadows 737 to 740 | Shattering
745 to 748 | Shroud 749 to 752 | Siege

757 to 760 | Sign | 761 to 764 | Sisterhood

769 to 772 || Slaves 773 t0 776 | Slayers |
781 to 784 || Sorcerer 785 to 788 w
Soul Eater 793 to 796

Spires 805 to 808 809 to 812
Stronghold | 817 to 820 821 to 824
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Maze

Moors

Necromancer

Nightmares
Overlord
Peril

Pits

Pools

Prisoners

Prophetess

Queen

Reaper

Reign

Revelation
Riddle
Rituals

Saga

Scourge

Seekers
Servitors

She-Devil

Sigil

Sisters

Song
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D1000 Adventure D1000 Adventure D1000 Adventure
Roll Title 1 Roll Title 1 Roll Title 1
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D1000 Adventure D1000 Adventure D1000 Adventure
Roll Title 1 Roll Title 1 Roll Title 1
873 to 876 || Tomb 877 to 880 || Tower 881 to 884 w
| 885 to 888 | Trial 889 to 892 | Triumph 893t089 | Trolls ]
897 to 900 | Tyrann 901 to 904 [[ Valle 905 to 908
909 to 912 | Vaults 913 to 916 || Veils 917 to 920
921 to 924 || vigil 925 to 928 | Voyage 929t0932 Jwals |
933 to 936 || War 937 to 940 || War Drums || 941 to 944 w
| 945 to 948 || Warlords 949 to 952 || Warriors 953 to 956 m
957 to 960 || Whispers 961 to 964 || Widow 965 to 968 || Winds
969 to 972 || Wings 973 to 976 || Witch 977 to 980 | Witch Lord
981 to 984 || Wizard 985 to 988 || Wolves 989 to 992 w

Table GWG2-2:

Adventure Title Table 2

This piece of the adventure title follows Adventure Title 1. Feel free to change
prepositions, plurality, words etc. as needed. And as mentioned prior, if you have a fully-
developed game world already you may want to replace the random results here with
the names of people, powers, monsters, or places that are specific to your world and its

environs.

For a random result, roll 1D1000 and consult the following table:

D1000 Adventure D1000 Adventure D1000 Adventure
Roll Title 2 Roll Title 2 Roll Title 2

001 to 005 || of Ashmodai || 006 to 010 || of Azathoth ] 011 to 015

016 to 020 | of Baba Yaga | 021 to 025 J of Baphomet 026 to 030 | of Bloodstone
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D1000 Adventure Adventure
Roll Title 2 Roll Title 2 Roll Title 2
061 10 06

076 to 080 | of Darkness of Deceit
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D1000 Adventure D1000 Adventure D1000 Adventure
Roll Title 2 Roll Title 2 Roll Title 2
091 to 095 | of 096 to 100 J| of Despair 101 to 105 || of Destiny
Desolation
106 to 110 | of Deviltry | 111 to 115 J| of Doom 116 to 120 | of Dungeons
Deep
121 to 125 126 to 130 || of Elemental | 131 to 135
Evil

136 to 140 Jf of 141 to 145 | of Hawks 146 to 150 [ of Hell
Gehinnom

196 to 200 J| of 201 to 205 | of Midnight 206 to 210 || of Mitra
Malediction
211 to 215 | of Nepenthe || 216 to 220 | of Nodens 221 to 225 || of
Nyarlathotep

226 to 230 | of Oblivion | 231 to 235 | of OId City 236 to 240
241 to 245 246 to 250 | of R'lyeh 251 to 255 | of Serpents

256 to 260 || of Severance |} 261 to 265 || of Shub- 266 to 270 || of Silence
Niggurath

271 to 275 | of Solitude ][ 276 to 280 281 to 285
286 to 290 291 to 295 296 to 300 || of the Abyss

301 to 305 | of the 306 to 310 §f of the Aklo 311 to 315 ]| of the
Accursed Alchemist

Realm

316 to 320 | of the Ape 321 to 325 | of the Barren | 326 to 330 || of the
Kingdom Lands Behemoth

331 to 335 | of the 336 to 340 || of the Beyond | 341 to 345 || of the Black
Beholder Freighter

346 to 350 || of the Black || 351 to 355 | of the Blade 356 to 360 || of the Blood
Idol Throne Forge

361 to 365 | of the 365 to 370 || of the Boreal 371 to 375 || of the Boreal
Borderlands Reach Wastes
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D1000 Adventure D1000 Adventure D1000 Adventure
Roll Title 2 Roll Title 2 Roll Title 2
376 to 380 | of the 381 to 385 || of the Bronze 386 to 390 | of the
Brazen Cauldron

Delve Born

391 to 395 | of the 396 to 400 j| of the 401 to 405 || of the Clouds
Citadel Cloudlands

406 to 410 || of the 411 to 415 | of the Dark 416 to 420 || of the Dawn
Colossus Mother

421 to 425 || of the Death | 426 to 430 || of the Death 431 to 435 | of the
Dealers Gauntlet Deathless
Ones

436 to 440 || of the Deep || 441 to 445 || of the Deeps 446 to 450 | of the Dhole
Ones Feast

451 to 455 | of the Dread [ 456 to 460 } of the Dream 461 to 465 | of the
Drowning

Pool

466 to 470 J| of the Dune [ 471 to 475 | of the Dune 476 to 480 || of the Dusk
Lands Sea

481 to 485 || of the 486 to 490 | of the Elder 491 to 495 | of the
Earth’s Core Things Emerald Rune

496 to 500 ]| of the End of J| 501 to 505 || of the Endless [ 506 to 510 J of the Endless
Days Caverns Dark

511 to 515 | of the 516 to 520 J| of the Fire 521 to 525 || of the
Endless Stair Giant Queen Forbidden

Palace

526 to 530 || of the
Forgotten

531 to 535 || of the
Forsaken

536 to 540 | of the
Frogmen

Fane

541 to 545 || of the Frost 546 to 550 || of the Frost 551 to 555 || of the Frozen
Giant Thane Waves

of the Hell
Mouth

556 to 560 || of the Gods |J| 561 to 565 | of the 566 to 570
of Mars Haunted Path
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D1000 Adventure D1000 Adventure D1000 Adventure
Roll Title 2 Roll Title 2 Roll Title 2

571 to 575 || of the Hell 576 to 580 [ of the Hill 581 to 585 || of the Hollow
Pits Giant Lands
Chieftess

586 to 590 || of the Ice 591 to 595 | of the Idolater [ 596 to 600 || of the

Imperious
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D1000 Adventure D1000 [ Adventure D1000 Adventure
Roll Title 2 Roll Title 2 Roll Title 2

601 to 605 | of the 606 to 610 J| of the Iron 611 to 615 || of the
Invincible Beast Jabberwock

616 to 620 [ of the Jewels || 621 to 625 || of the 626 to 630 | of the Jungle
of Olom Juggernaut

631 to 635 | of the 636 to 640 || of the 641 to 645 || of the
Justiciar Labyrinth Lionheart

646 to 650 [ of the Lizard || 651 to 655 || of the Lost 656 to 660 || of the Lost
Men Cit

661 to 665 | of the Lost 666 to 670 || of the Lost 671 to 675 || of the Mad
Kingdom World God

676 to 680 [ of the 681 to 685 || of the Mist 686 to 690 || of the
Maelstrom Monolith

691 to 695 | of the Moon |} 696 to 700 }| of the Moon 701 to 705 || of the

Pool Moonbeasts

706 to 710 | of the 711 to 715 || of the Mummy | 716 to 720 | of the

Mountain Queen Necropolis
721 to 725 | of the 726 to 730 || of the Night 731 to 735 || of the Nomad
Netherworld Lands
736 to 740 | of the 741 to 745 || of the 746 to 750 || of the Phoenix
Nightgaunts Overlord

751 to 755 || of the Pirate || 756 to 760 | of the Poison 761 to 765 | of the
Poisoned
Blades

766 to 770 771 to 775 | of the Sands 776 to 780 || of the Scarlet
One

781 to 785 | of the 786 to 790 || of the 791 to 795 || of the
Scorpion Scorpion King Screaming
Skull

801 to 805 | of Set 806 to 810 || of the Shallow

796 to 800 | of the
Serpent

People
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D1000 Adventure D1000 Adventure D1000 Adventure
Roll Title 2 Roll Title 2 Roll Title 2

811 to 815 | of the 816 to 820 Jf of the Silver 821 to 825 || of the Sinking
Shattered

Realm

826 to 830 | of the Slave || 831 to 835 || of the 836 to 840 | of the Spiders
Pits Slithering One

841 to 845 || of the Spire || 846 to 850 || of the Stars 851 to 855 | of the Storm
Bringers
856 to 860 | of the 861 to 865 | of the Temple [ 866 to 870 | of the Tomb
Tempest

871 to 875 || of the 876 to 880 J| of the 881 to 885 [ of the Undead
Unborn Unconquered
Realm
886 to 890 || of the 891 to 895 || of the 896 to 900 || of the
Undercit Undervault Unknown

901 to 905 | of the 906 to 910 | of the 911 to 915 | of the
Unseelie Vanishing Victorious

Court

916 to 920 [ of the Void | 921 to 926 || of the Vorpal [ 927 to 930 || of the Vulture
Blade Demons

Way

931 to 934 }| of the Wall

of Sleep

943 to 946 || of the White |}/ 947 to 950
Worm
955 to 958 || of the Wilds |} 959 to 962

967 to 970 971 to 974

979 to 982 | of Treachery [ 983 to 986

991 to 994 || of the White |}/ 995 to 988
Wolf

935 to 938 || of the Wastes

939 to 942 | of the
Wendigo

of the
Wilderlands

963 to 966 || of the Witch
Lord

987 to 990 || of the
Werewolf

of the Wild
Hunt

of the Witch
House

951 to 954

of the Ziggurat

of Venom

of Winter 989 to 992 | of Wizardry

993 to 996 | of Yog- 997 to 000

Sothoth

of Yuggoth
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Table GWG2-3:
Adventure Titles:

100 Random Results

If you want an immediate result, or to see the system in action, here are 100 titles I
generated using the previous two tables. A few are repetitive if read in sequence. I had
to delete about 20 results and reroll to come up with a workable set of 100, which is not

at all a bad ratio of quality.

D100 §| Adventure Title D100 J| Adventure Title
Roll Roll
Remembrance of the Emerald Demon of Darkness
Rune

Adepts of Deviltry Hand of the Scarlet One
Sisters of the Abyss Plague of the Haunted Path

Warlords of the Wilderlands Rites of Iniquity
Pools of the Dark Mother 10 || Berserkers of the Scarlet One

Cult of the Scarlet One 12 | Heart of Dagon

Rituals of Baba Yaga 14 | Warlock of the Jabberwock

Crypt of the Drowning Pool 16 | Reign of Damnation

Island of the Emerald Rune
Whispers of the Storm Bringers Lord of Sorrow
Wings of the Unborn 22
Bane of Wizardry Plague of Kadath

27 | Dreams of the Alchemist
EX 30

Children of the Forsaken 32 || Iconoclasts of Azathoth
Shroud of Hell Lament of Serpents

CASTLE OLDSKULL ~ GWG2 KENT DAVID KELLY

11
13
15
17
19
21
23
25

Ne)
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D100 f| Adventure Title D100 J| Adventure Title
Roll Roll

Talons of the Mummy Queen Wrath of the Drowning Pool
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D100 f| Adventure Title D100 J| Adventure Title
Roll Roll

Aeon of the Undervault 2 Il Gates of the Moonbeasts

Demoness of Baba Yaga Archon of the Unconquered

Realm
Gemstones of the Black Freighter

S
Jewels of the Shallow Sea -w

5 otehond of e vt or g |4 | Reversof e B T

Y 7 TS S

79 || Chieftain of Pegana -m

Vengeance of the Poison Lotus -W

Cabal of the Earth’s Core 8 | Lurkers of the Mist

1 W 92 | Shattering of Despair

W- Jewels of the Juggernaut

7 m- Fate of the Wilds

Fury of the Night |_00_] Blood of the Wilderlands

sy

a1 Q1 |f U1
=

D[S IS 10 BSAN| BeL! g1 (f 91
g (f 91 (=N NN RO W

71
73

)]

|
(o] N
(=))

5
7

(98]

9

O
6)]

_77 |
N
95 ]
EA
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SETTING THE SCENE
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Next, you will want to consider an Adventure Impetus, also known as a Framing
Event. These are opening events which lead into the adventure, or into the adventure
opportunity. You can think of the framing event as the first splash page in a Savage
Sword of Conan magazine, or the first 120 seconds of your favorite TV show before the
titles hit.

Most, but not all, of these general events assume that the PCs are currently situated in
a town, city, or encampment that they believe to be safe. But in old school adventures,
cities and “safe” havens can frequently be some of the most perilous places of all. Pulp
adventures frequently begin with adversity, or compulsion of action, or a lure to the
adventurers’ dark side (greed, revenge, rage, betrayal, and so forth). At the gentler end
of the spectrum are offers of employment — most frequently received in taverns — that
the PCs can take or leave, but if the adventure hook is going to be that soft and that simple
then you can safely skip to the next section ... you really don’t need a framing event at
all then, just a brief introduction to the tavern scene. (But you can throw in a brawl or

some kind of angry challenge if you want to spice things up!)

AT

\ WM ZC T

How heavy-handed you want to be with these ideas is a matter of play style, and since
I don’t know you or your players I can only give you general advice. My advice is this:
If you roll something that you think will outrage your players or make them feel that
you're being unfair, tread gently and either reroll, or plan the framing event so that

negative circumstances can be avoided by the party if they are clever and alert.

|
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If you would like to see several thousand more framing event ideas, you can refer to
the master event table that comprises the majority of supplement CSE1, City State

Encounters.

Table GWG2-4:

Adventure Impetus / Framing Event

Roll 1D1000, and consult the following table:

D1000 Adventure Impetus / D1000 Adventure Impetus /
Roll Frammg Event Roll Framlng Event

I 001 to 006 || Accusation agalnst a PC 007 to 012 Accusatlon agarnst an NPC

013 to 018 || Accusation of an 1nqu1s1tor 019 to 024 || Adventurer wrongly
arrested

025 to 030 Adventurers ambushed 031 to 036 | Adventurers betrayed
037 to 042 || Adventurers captured 043 to 048

049 to 054 Adventurers left for dead 055 to 060

061 to 066 || Adventurers shlpwrecked 067 to 072 Aggresswe NPC (benefactor
1ntervenes)

073 to 078 Ally abducted 079 to 084 Ally goes missing

085 to 090 Ally in danger 091 to 096 J| Ambush by evil demi-
humans / NPCs

097 to 102 Ambush by humanoids 103 to 108 || Ambush by humans / NPCs
109 to 114 J| Ambush by monsters 115 to 120 Appearance of a death angel

21 to 126 Appearance of a maglcal 127 to 132 Appearance of the wild hunt
gateway

133 to 138 w 139 to 144 Arr1va1 of a menagerie
145 to 150 || Arrival of a noble ruler 151 to 156 | Arrival of a ship

157 to 162 || Auction of interesting 163 to 168 | Bard’s song
treasure, and arguing NPCs

169 to 174 || Beggar with a cryptic secret || 175 to 180 |} Behest of a liege lord
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Adventure Impetus / D1000 | Adventure Impetus /
Framing Event Roll Framing Event
Behest of the overlord 187 to 192 | Burning building

Burrowing monster attack 199 to 204 M
Challenge from a rival 211 to 216 | Compulsion spell (geas)

D1000
Roll

181 to 186
193 to 198
205 to 210
217 to 222

Compulsion spell (quest) 223 to 228 | Conversation with a good
NPC

Conversation with a neutral [ 235 to 240 W
NPC

Coronation of a king 247 to 252 | Dangerous spell effect

Destruction of a PC's 259 to 264 | Destruction of an edifice
treasure

Destruction of an NPC's 271 to 276 | Direct message from a
treasure familiar

Direct message from a 283 to 288 | Direct message from an ally
messenger

Direct message from an 295 to 300 | Discovered adventure
enemy journal

01 to 306 | Discovered confession 307 to 312 | Discovered diary

13 to 318 | Discovered drawing or 319 to 324 | Discovered history book
painting

229 to 234

Z,
}U
@)

241 to 246
253 to 258

265 to 270

277 to 282

289 to 294

W

397 to 402 | Duel between two NPCs 403 to 408 | Eerie calm before the storm

409 to 414 || Encounter with a good NPC | 415 to 420 W
NPC

421 to 426 || Encounter with an evil NPC [ 427 to 432 | Escape of a slave
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325 to 330 | Discovered inscription 331 to 336
337 to 342 || Discovered password 343 to 348 | Discovery of a dead body
349 to 354 | Discovery of a doppelganger | 355 to 360
361 to 366 || Discovery of a messageina || 367 to 372 | Discovery of a scroll
bottle

373 to 378 || Discovery of a scrying pool 379 to 384 | Discovery of an

adventurer’s journal
385 to 390 || Disembodied voice 391 to 396 | Dream (shared)
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D1000 [/ Adventure Impetus / D1000 | Adventure Impetus /
Roll Framing Event Roll Framing Event
person

4

445 to 450 || Falling star 451 to 456 | Festival of a chaos god
4
4 0

e
0| Fallingstar ] 45110456
neutrality
4

269 to 474 | Fll moon 75 0 45

81 to 486 | Ghostly presence 487 to 492 | Ghostly presence, ancestor
of a PC
493 to 498 || Gladiatorial duel 499 to 504 || Graduation of apprentices
from a Scholomance
505 to 510 || Great bird migration 511 to 516 | Guilty / criminal NPC's
escape

517 to 522 | Hiring notice posted 23 to 528 | Indirect message from a
crier
529 to 534 || Indirect message from a 35 to 540 | Innocent NPC's escape
herald
5
5 _

565 to 570 || Key discovered, or given 571 to 576 | Knighting of a great hero
577 to 582 || Landing of a good dragon 83 to 588 | Letter from a PC's ally
6

-
41 to 546 || Insect swarm 547 to 552 | Intercepted letter from an
evil NPC

89 to 594 | Letter from a PC's family 95 to 600 | Letter from a powerful NPC
member

613 to 618 || Masquerade ball 619 to 624
625 to 630 631 to 636 | News of discovered treasure

637 to 642 || News of missing adventurers J| 643 to 648 | Nightmare (shared)
649 to 654 | Nightmare of a monster 655 to 660 | Nightmare of a terrible place

661 to 666 || NPC adventurers discussing [ 667 to 672 J| NPC adventurers discussing
a locale schemes
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D1000 [/ Adventure Impetus / D1000 | Adventure Impetus /
Roll Framing Event Roll Framing Event

673 to 678 || NPC adventurers discussing [ 679 to 684 J Ominous inscription on a
treasure wall

685 to 690 || Overheard rumors of a lost 691 to 696 | Overheard rumors of a
treasure mysterious people

697 to 702 | Overheard rumors of a rising || 703 to 708 | Overheard rumors of an
enem unknown locale

709 to 714 | Panicked crowd 715 to 720 | Parchment blowing in the

wind

721 to 726 | Plague outbreak 727 to 732
733 to 738 || Plea from a family member 739 to 744 || Plea from a high-level NPC

745 to 750 || Plea from a noble 751 to 756 | Plea from an ally

757 to 762 | Posted notice, dangerous 763 to 768 || Posted notice, NPC bounty
event
769 to 774 | Posted notice, treasure 775 to 780 | Posted notice, warning
hunter
781 to 786 | Prophetic oracle of evil omen | 787 to 792 | Prophetic oracle of good
omen

793 to 798 | Prophetic oracle of mysteries || 799 to 804 | Questioned by a noble
805 to 810 J| Questioned by guards 811 to 815 | Raid by humanoid army

816 to 820 || Rival reluctantly asks for 821 to 825 | Solar eclipse
help

826 to 830 831 to 835 || Storyteller’s tale
536 10 it Si1 10 i
846 to 850 || Strange cultic procession 851 to 855 | Stranger asks for a favor

856 to 860 || Stranger flees from the 861 to 865 | Stranger threatens the
adventurers adventurers
866 to 870 || Street urchin 871 to 875 | Survivor bringing tales of a
discover
876 to 880 | Survivor bringing tales of a 881 to 885 | Survivor bringing tales of an
foul place amazing place
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D1000 [/ Adventure Impetus / D1000 | Adventure Impetus /
Roll Framing Event Roll Framing Event
886 to 890 || Survivor bringing tales of 891 to 895 | Survivor bringing tales of
lost comrades monsters
896 to 900 || Survivor bringing tales of 901 to 905 | Teleportation of a PC or
treasure PC's ally

IW Teleportation of an NPC mm
m The Elder Sign W The Yellow Sign
M Theft of a PC's treasure Theft of an NPC's treasure
W Tournament m Town crier

Iw Vision W Whispers of rebellion
Im Witch burning W Witnessed abduction

966 to 970 || Witnessed scene, madness 971 to 975 | Witnessed scene, plotting
enemies

976 to 980 || Witnessed scene, stolen 981 to 985 || Witnessed scene, violence
treasure
986 to 990 || Witnessed scene, wild magic [ 991 to 995 | Wonderful dream of a
beautiful place

996 to 000 §| Wonderful dream of treasure

CASTLE OLDSKULL ~ GWG2 KENT DAVID KELLY



Page | 61

CHAPTER 3:
ENVISIONING THE BENEFACTOR

|
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THE BENEFACTOR
DESCRIPTOR.

As I have noted earlier in my travels (way back in CDDG1, THE CLASSIC DUNGEON
DESIGN GUIDE), the Benefactor is the patronal “quest giver” who supplies the Player
Characters with the details of a promising and potentially lucrative mission. This person
is usually well off, fairly powerful, or at least desperate enough to deceive strong
mercenaries (the PCs) while simultaneously being able to convince them to risk life and

limb in the name of blood, glory, riches, and fabulous adventure.

Personally, I don’t like to be too heavy-handed with these individuals. I usually prefer
to dangle a nice juicy piece of meat in front of the players, and if they don’t want to chomp
on it that’s just fine. But generally speaking, if you make the adventure offer worth the
players” while — and if you make it clear to the hack-and-slashers that there’s lots of cool
monsters lurking out there in quest land, just waiting to be killed — the most players will
welcome your quest bait as being one of the most entertaining and reliable tropes in the

game.

You don’t need to use a benefactor if you don’t want one, but it gives your players an
important chance to conduct a question-and-answer session in character before they
decide whether they want to undertake the risks involved in the adventurous offering.
And the “You all meet in a tavern, when you overhear rumors about ...” monologue

tends to get a little old after a while.

Best of all, benefactors can help you to build your world in unexpected ways. These
tables are therefore designed to give your benefactor a unique personality with a
minimum of fuss, allowing you to integrate the adventure into your campaign world,
and into the fabric of your urban city state. Some of the more interesting random
benefactors can become recurring characters, and depending on the PCs’ actions (and the
benefactor’s alignment, which you will decide) they may turn into villains, rivals, exiles,

allies, or even henchmen over time.

|
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As with villainous NPCs, you may be wanting to add more details to your benefactor
than I can offer you here. Here we are primarily interested in the major nuts and bolts
that get an adventure moving: the benefactor’s personality, state of mind, position of
power, class, level, lot in life, and most especially the treasure(s) being offered. If you
want details by the thousand far beyond these adventure-propelling parameters, I
encourage you to check out supplement DDE1, DUNGEON DELVER ENHANCER.
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Table GWG2-5:

Benefactor / Patron Descriptor (Adjective)

To create an interesting benefactor, you first need to determine the individual’s
defining descriptor (adjective). These variables can relate to actions, concerns, race,

background, personality, agendas, or secret motivational information.

To determine the benefactor’s descriptor, roll 1D1000 and consult the following table:

D1000 Benefactor / D1000 Benefactor / D1000 Benefactor /
Roll Patron Roll Patron Roll Patron
Descriptor Descriptor Descriptor
001 or 002 §| Abhorrent 003 or 004 || Abrasive 005 or 006 J| Absent-
Minded

Accursed m Active mm
Altruistic w Ambitious Mw
Antagonistic w Anxious m Apathetic

Apologetic M Arcane Ww
Ascetic m Ashamed Wm

Avoiding 057 or 058 | Baneful 059 or 060 | Barbaric
Conflict

Bargaining | 063 or 064 | Beautiful 065 or 066 | Befuddled
Beguiling || 069 or 070 || Belligerent 071 0r 072 | Besieged |
Bewildering [ 075 or 076 | Bigoted W Blackmailed

Blasphem- 081 or 082 | Blind 083 or 084 | Bloodied
ous

Boisterous || 087 or 088 || Bored 089 or 090

007 or 008
013 or 014
019 or 020
025 or 026
031 or 032
037 or 038
043 or 044
049 or 050
055 or 056

061 or 062
067 or 068
073 or 074
079 or 080

085 or 086
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D1000
Roll

Benefactor / D1000 Benefactor / D1000 Benefactor /

Patron Roll Patron Roll Patron

Descriptor Descriptor Descriptor

Bossy 093 or 094 | Boundless 095 or 096 | Brash
Energy

Brooding | 105 or 106 || Cackling 11070r108 | Cagey ]
Capricious m Careless m
Cautious m Celestial mm
Chaotic m Charismatic mm
Charming m Charnel Ww
Choteric__| 141 or 142 | Chthonic__| 183 or 148 | Clever___|

Closed- 147 or 148 || Cloying 149 or 150 | Cold-Hearted
Minded

Comfort- 153 or 154 | Competing 155 or 156 | Compliant
Loving

Concerned 159 or 160 || Confident 161 or 162 w

Contempt- 165 or 166 || Contrary 167 or 168 | Controlled

uous

Controlling m Cooperative Wm
Corrupted W Courageous mm
Craven m Criminal m Crippled
Crude m Cruel m Cryptic
Crystalline W Cultured W Cunning
Curious m Cursed W Cynical
Dainty m Damned m Daredevil
Dark m Deathless m Deceived
Deceptive m Decisive m Decrepit
Defeatist m Deformed m Delusional
Demanding W Demonic m Demoralized
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091 or 092

097 or 098
103 or 104
109 or 110
115 or 116
121 or 122
127 or 128
133 or 134
139 or 140
145 or 146

151 or 152

157 or 158
163 or 164

169 or 170
175 or 176
181 or 182
187 or 188
193 or 194
199 or 200
205 or 206
211 or 212
217 or 218
223 or 224
229 or 230
235 or 236
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17N (W7,

D1000 Benefactor / D1000 Benefactor / Benefactor /
Roll Patron Roll Patron Patron
Descriptor Descriptor Descriptor

241 or 242 243 or 244 245 or 246

247 or 248 249 or 250 251 or 252
253 or 254 255 or 256 257 or 258
259 or 260 || Disagreeable || 261 or 262 || Disciplined 263 or 264

CASTLE OLDSKULL ~ GWG2 KENT DAVID KELLY



| 67

D1000
Roll

Benefactor / D1000 Benefactor / D1000 Benefactor /
Patron Roll Patron Roll Patron
Descriptor Descriptor Descriptor

267 or 268 269 or 270

Distant 273 or 274 || Domineering 275 or 276 m
Doubtful 279 or 280 || Dought 2810r282 | Dour |
Draconian ] 285 or 286 || Dramatic 287 or 288 | Dreaming |
Droll 291 or 292 || Drunken 293 or 294 | Dumb |
Dying 297 or 298 | Earnest 299 or 300
Eccentric 303 or 304 || Egotistic 305 or 306 | Elderl

Eldritch 309 or 310 || Elegant 311 or 312 | Elemental |
Eloquent 315 or 316 || Emaciated 317 or 318 | Embittered |
Emotionless || 321 or 322 || Enchanting 323 or 324 | Energetic |
Enlightened | 327 or 328 | Enshrouded ](329 0r330 | Envious ]
Escaped 333 or 334 || Eternal 335 or 336 | Ethereal |
Evasive 339 or 340 | Ever-Seeking 341 or 342 | Ever-Vigilant
Evil 345 or 346 || Exacting 347 or 348 | Exalted |
Excitable 351 or 352 || Exiled 353 or 354 | Exotic |
Extroverted || 357 or 358 || Faceless 359 or 360 | Famous |
Fanatical 363 or 364 || Fast 365 or 366 | Fawning |
Fearful 369 or 370 || Fearless 371 or 372 w

Fickle 375 or 376 || Fiery- 377 or 378 | Filthy
Tempered

79 or 380 || Flamboyant | 381 or 382 || Flirtatious 383 or 384 | Foolhardy

85 or 386 || Foolish 387 or 388 || Forever 389 or 390 J| Forgotten
Wandering

391 or 392 | Forsaken ] 393 or 394 | Foul 395 or 396 ] Friendly
397 or 398 | Frightened w Funereal m Gambling
403 or 404 J| Gaunt w Generous Wm
409 or 410 | Ghastly m Ghoulish m Glorious

415 or 416 || Golden m Good mm

265 or 266
271 or 272
277 or 278
283 or 284
289 or 290
295 or 296
301 or 302
307 or 308
313 or 314
319 or 320
325 or 326
331 or 332
337 or 338
343 or 344
349 or 350
355 or 356
361 or 362
367 or 368
373 or 374

03]

CASTLE OLDSKULL ~ GWG2 KENT DAVID KELLY



68 |

D1000
Roll

Benefactor / D1000 Benefactor / D1000 Benefactor /
Patron Roll Patron Roll Patron
Descriptor Descriptor Descriptor

125 or 121 125 or 126

Grieving 429 or 430 || Grim 431 or 432 w

Grump 435 or 436 | Guarded 437 or 438 | Guilt-Ridden
Guilt 441 or 442 | Haggling 443 or 444 | Hallowed

Hallucinat- | 447 or 448 || Hard-Hearted | 449 or 450 “

Haught 453 or 454 | Haunted 455 or 456 | Heartbreaker ]
Heartless 459 or 460 || Hedonistic 461 or 462 | Helpful
Heretical | 465 or 466 | Hidden 467 or 468 | Hideous |
Honest 471 or 472 || Honorable 473 or 474 | Horrible
Horrifying 477 or 478 | Hostile 479 or 480 | Hot-Tempered
Humble 483 or 484 || Humorous 485 or 486 | Hyperborean
Hysterical | 489 or 490 || Ichthyoid 491 or 492 | llustrious |
Imaginative | 495 or 496 | Impatient 497 or 498 | Imprisoned |

Inconsider- 501 or 502 [| Indecisive 503 or 504 w
ate

Infernal W Infested WW
Insane m Intellectual Ww
ntolerant W ntroverted Ww
critable | 525 or 526 | Jaundiced | 527 or 528 | Jealous |
uvenile W Kind-Hearted w Kindl

Kleptoman- [543 or 544 || Knowledgeable | 545 or 546 | Languid

iacal

Lemurian W Leprous Wm
Lonel W Loquacious Wm
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421 or 422
427 or 428

433 or 434
439 or 440
445 or 446

451 or 452
457 or 458
463 or 464
469 or 470
475 or 476
481 or 482
487 or 488
493 or 494
499 or 500

505 or 506
511 or 512
517 or 518
523 or 524
529 or 530
535 or 536
541 or 542

i

e

—

—

547 or 548
553 or 554
559 or 560
565 or 566
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D1000
Roll

Benefactor / D1000 Benefactor / D1000 Benefactor /
Patron Roll Patron Roll Patron
Descriptor Descriptor Descriptor

Mad God’s 579 or 580 || Malevolent 581 or 582
Manic 585 or 586 || Manipulative || 587 or 588 w
Masked 591 or 592 || Melancholic || 593 or 594 M
Mephitic 597 or 598 || Merciful 599 or 600 | Merry ]
Mischievous | 603 or 604 [ Miserl 605 or 606
Modest 609 or 610 || Mood 611 or 612 M
Mute 615 or 616 | Mysterious 617 or 618 | Mystical |
Naive 621 or 622 || Narcissistic 623 or 624 m
Nervous 627 or 628 || Neurotic 629 or 630 M
Nice 633 or 634 || Nonchalant 635 or 636 m
Oafish 639 or 640 || Oath-Bound 641 or 642 m
Obsequious [ 645 or 646 | Obsessed 647 or 648 m
Odious 651 or 652 | Old 653 or 654 J| Open-Minded
Opinionated || 657 or 658 || Optimistic 659 or 660
Pacifistic 663 or 664 || Pale 665 or 666 w
Partying 669 or 670 | Pathetic 671 or 672 | Peaceful |
Perceptive 675 or 676 | Perfidious 677 or 678 | Persuasive
Pessimistic | 681 or 682 [[ Pious 683 or 684 m
Pleading 687 or 688 || Pleasant 689 or 690 | Polite |

Poly- 693 or 694 || Pompous 695 or 696 | Possessed
morphed

Powerful W Pragmatic Ww
Precise W Predatory W Prickly

Prim m Proper m Protective
Quavering m Quixotic m Radiant

Rash W Reanimated Wm
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571 or 572
577 or 578
583 or 584
589 or 590
595 or 596
601 or 602
607 or 608
613 or 614
619 or 620
625 or 626
631 or 632
637 or 638
643 or 644
649 or 650
655 or 656
661 or 662
667 or 668
673 or 674
679 or 680
685 or 686
691 or 692

697 or 698
703 or 704
709 or 710
715 or 716
721 or 722
727 or 728
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D1000
Roll

Benefactor / D1000 Benefactor / D1000 Benefactor /
Patron Roll Patron Roll Patron
Descriptor Descriptor Descriptor

755 o 73 757 o 7

Redeemed 741 or 742 | Relaxed 743 or 744 m
Reptilian || 747 or 748 || Repugnant 749 or 750
Resigned | 753 or 754 | Resplendent ] 755 or 756 | Reverent |
Righteous 759 or 760 || Romantic 761 or 762 m
Rude 765 or 766 || Rugged 767 or 768 | Ruthless |
Sacred 771 or 772 | Sadistic 773 or 774 w
Scabrous 777 or 778 | Scheming 779 or 780 | Scraggy
Secretive 783 or 784 | Seductive 785 or 786 || Self-Absorbed

Self- 789 or 790 | Self-Righteous | 791 or 792 | Self-Sacrificing
Centered

Scifish___|795 or 796 | sensitive 797 or 795 | sepaichral__|
Serious M Serpentine wm
Shadowed | 807 or 808 | Shivering | 809 or 510 | shrewd |
Singing M Sinister m Skulking

Sleep- 825 or 826 | Sloppy 827 or 828 || Slothful
walking

Smug 831 or 832 || Snobby 833 or 834 | Snooty |
Solemn 837 or 838 || Somber 839 or 840
Spiritual 843 or 844 | Squeamish 845 or 846 | Starving

Steel- 849 or 850 | Stoic 851 or 852 || Strange
Hearted

Stubborn 855 or 856 | Studious 857 or 858 || Stygian

Subservient | 861 or 862 |[ Suicidal 863 or 864 m
Supercilious | 867 or 868 869 or 870

871 or 872 | Suspicious 873 or 874 | Sycophantic 875 or 876 || Sympathetic
877 or 878 | Taciturn 879 or 880 881 or 882
883 or 884 885 or 886 887 or 888 || Thrill-Seeking
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733 or 734
739 or 740
745 or 746
751 or 752
757 or 758
763 or 764
769 or 770
775 or 776
781 or 782
787 or 788

793 or 794
799 or 800
805 or 806
811 or 812
817 or 818
823 or 824

829 or 830
835 or 836
841 or 842
847 or 848

853 or 854
859 or 860
865 or 866
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D1000 Benefactor / D1000 Benefactor / D1000 Benefactor /
Roll Patron Roll Patron Roll Patron
Descriptor Descriptor Descriptor

|

925 or 926 || Understand-

927 or 928 || Undying 929 or 930 w
1ng

931 or 932 | Unhol 933 or 934 || Unlikable 935 or 936 J| Unpredictable
937 or 938 || Unreadable ] 939 or 940 | Untrustworthy ][941 or 942 | Untruthful

943 or 944 | Vain 945 or 946 | Vainglorious 947 or 948 || Valiant

949 or 950 || Veiled 951 or 952 || Vengeful 9530r954 Jviie |
955 or 956 | Vindictive ] 957 or 958 | Violent  J[959 or960 | vorpal ]
961 or 962 | Vulnerable | 963 or 964 || Wandering 965 or 966 | Warmongering |
967 or 968 || Wary 969 or 970 || Wealthy 971 or 972 || Wearying

973 or 974 | Whimsical ] 975 0r 976 [ Wicked  Jlo77oro7sJwid |
979 or 980 | Wise 981 or 982 || Withered 983 or 984 | Witty

985 or 986 || Worried 987 or 988 | Worshipped | 989 or 990 | Wounded |
991 or 992 || Wrathful 993 or 994 | Wretched 995 or 996 | xenophobic
997 or 998 | Yithian 999 or 000 || Yuggothian
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THE BENEFACTOR
AR CHETYPE

The archetype entails a benefactor’s class, rank, noble station, or similar denominator

of influence, culture and power.

Archetypes are chiefly based on the classification of the benefactor’s societal role.
Some of these labels are official positions and magistracies, and you can learn more about
questionable terms by researching them online. For example, an Actuator (in the game)
would be a (magical?) predictor of risk and calamity, while an Administrator is an
individual responsible for managing a specific type of urban-based work (architecture,
farming, market oversight, mining, etc.). A quick look through a dictionary or Wikipedia
will help you to identify roles you are not familiar with, or you can simply reroll until
you get a result that works for you. Some modernized results (such as Actuator,
demonstrated above) might need to be slightly reconfigured to fit into the medieval

fantasy world.

For each benefactor archetype entry, you will find notes pertaining to the character’s
recommended calling, class, and / or experience level. These notes will help us to define
your new benefactor in game terms, beyond the abstract term (alchemist, armorer,

artisan, etc.) of the archetype itself.

The noble titles and recommended experience levels that you will find hereafter are
derived directly from the full noble hierarchy of the Castle Oldskull campaign, which I
detailed at length in supplement GWGI, GAME WORLD GENERATOR. These
recommended levels have Gygaxian inspirations (c. 1971-1981) which I felt were
important to emulate here, thereby defining an expected baseline of relative NPC power

in the campaign.

|
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Table GWG2-6:

Benefactor Archetype

To determine the benefactor’s archetype, roll 1D1000 and consult the following table:

A IS FOR. ARCHDUKE
D1000

Benefactor Recommended Class Archetype(s)
Roll Archetype

025 to 027 w Any (roll on the Class Commonality Table)

028 to 030 “ (Faction, multiple members; refer to GWG1

Appendix C)
Any (roll on the Class Commonality Table)
037 to 039 J| Animal Trainer W

043 to 045 || Apothecary 1 Mage, 2 Priest, or 3 Rogue (Roll 1D3)
046 to 048 || Apparitor 1 Mage, 2 Priest, or 3 Rogue (Roll 1D3)

049 to 050 || Arbiter 1 Mage, 2 Priest, or 3 Rogue (Roll 1D3)

051 to 053 w Always Mage (Magic-User)

054 to 056 || Arcane Weaponsmith [ 1 Mage, 2 Priest (Roll 1D2)

013 to 015 m 1 Mage, 2 Priest, or 3 Rogue (Roll 1D3)
, )
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D1000

Benefactor Recommended Class Archetype(s)
Roll Archetype

057 to 059 || Arch-Baron / Arch- Noble title, refer to GWG1 for more details.
Baroness Any class (roll on the Class Commonality
Table).

Roll 1D6 to determine the character’s experience

level:
> [1-2] Recognized (level 10)
» [3] Established (level 11)
» [4] Esteemed (level 12)
» [5] Venerated (level 13)
» [6] Powerful (level 14)

Archduke / Noble title, refer to GWG1 for more details.
Archduchess Any class (roll on the Class Commonality
Table).
Roll 1D6 to determine the character’s experience
level:

060 to 062

[1-2] Recognized (level 14)
[3] Established (level 15)
[4] Esteemed (level 16)

[5] Venerated (level 17)

» [6] Powerful (level 18)

Any (roll on the Class Commonality Table)
Armorer Always Warrior (roll class randomly)

>
>
>
>

063 to 065
066 to 068
069 to 071
072 to 074
076 to 078
079 to 081
082 to 084

088 to 090 || Auditor General 1 Mage, 2 Priest, or 3 Rogue (Roll 1D3)

B IS FOR BARON
091 to 093 m Any (roll on the Class Commonality Table)

Artificer 1 Mage, 2 Priest (Roll 1D2)
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D1000 || Benefactor Recommended Class Archetype(s)
Roll Archetype

094 to 096 Always Rogue (Thief)

097 to 099 || Bandit Chieftain Any (roll on the Class Commonality Table)
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D1000

Benefactor Recommended Class Archetype(s)
Roll Archetype
100 to 102 1 Mage, 2 Priest, or 3 Rogue (Roll 1D3)

103 to 105 Always Warrior (Barbarian)
106 to 108 Always Rogue (Bard)

109 to 111 J{ Baron / Baroness Noble title, refer to GWG1 for more details.

Any class (roll on the Class Commonality
Table).

Roll 1D6 to determine the character’s experience
level:

[1-2] Recognized (level 9)
[3] Established (level 10)
[4] Esteemed (level 11)
[5] Venerated (level 12)
> [6] Powerful (level 13)

112 to 114 || Baronet Noble title, refer to GWG1 for more details.
Any class (roll on the Class Commonality
Table).
Roll 1D6 to determine the character’s experience
level:
» [1-2] Recognized (level 8)
» [3] Established (level 9)
» [4] Esteemed (level 10)
» [5] Venerated (level 11)
» [6] Powerful (level 12)

115 to 117 w Mage, 2 Priest, or 3 Rogue (Roll 1D3)
118 to 120 1 Rogue, 2 Warrior (Roll 1D2)

121 to 123 m Always Priest (roll class randomly)
124 to 126 Always Rogue (roll class randomly)

127 to 129 m Always Warrior (Barbarian)

130 to 132 || Bey Noble title, refer to GWGI for more details.
Any class (roll on the Class Commonality
Table).
Roll 1D6 to determine the character’s experience
level:
» [1-2] Recognized (level 9)
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[3] Established (level 10)

[4] Esteemed (level 11)

[5] Venerated (level 12)

[6] Powerful (level 13)
Roll Archetype

133 to 135 | Blacksmith Always Warrior (roll class randomly)
136 to 138 Any (roll on the Class Commonality Table)

139 to 141 || Borsholder Any (roll on the Class Commonality Table)

‘ 142 to 144 || Boss (typically a half- [ 1 Rogue, 2 Warrior (Roll 1D2)

ogre or half-orc title
for petty chieftain)

145 to 147 1 Rogue, 2 Warrior (Roll 1D2)

161 to 163 || Burgrave Noble title, refer to GWGI for more details.
Any class (roll on the Class Commonality
Table).
Roll 1D6 to determine the character’s experience
level:
» [1-2] Recognized (level 10)
» [3] Established (level 11)
» [4] Esteemed (level 12)
» [5] Venerated (level 13)
» [6] Powerful (level 14)

C IS FOR CASTELLAN

164 to 167 || Cabal (Faction, multiple members; refer to GWG1
Appendix C)

Any (roll on the Class Commonality Table)

168 to 170 J| Camarilla (Faction, multiple members; refer to GWG1
Appendix C)

Any (roll on the Class Commonality Table)

171 to 173 Any (roll on the Class Commonality Table)
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D1000 || Benefactor Recommended Class Archetype(s)
Roll Archetype
174 to 176 || Caravan Master Any (roll on the Class Commonality Table)

177 to 179 || Cartographer 1 Mage, 1 Priest, or 3 Warrior (Roll 1D3)

180 to 182 || Castellan Presiding title, refer to CDDG2 for more details.
Always Warrior (Fighter).
Roll 1D4 to determine the character’s experience
level:

» [1] Castellan (level 5)

» [2] Grand Castellan (level 6)

» [3] Vaunted Grand Castellan (level 7)

» [4] Entrusted Grand Castellan (level 8)

Cavalier Always Warrior (Cavalier)
Centurion Always Warrior (1 Cavalier, 2 Fighter [1D2])

Champion
Chicftain { Chicftess

Child Either a level zero NPC (80%), a magician in
disguise (10%) or a shape shifter in disguise
(10%).

Circle (Faction, multiple members; refer to GWG1

Appendix C)

Any (roll on the Class Commonality Table)

Cleric Always Priest (Cleric)
Coiner Any (roll on the Class Commonality Table)

216 to 217 || Collector (typically Any (roll on the Class Commonality Table)
wealthy and willing

to pay adventurers to

acquire objects)

Always Warrior (roll class randomly)
Any (roll on the Class Commonality Table)

Conclave (Faction, multiple members)

183 to 185
186 to 188
189 to 191
192 to 194
195 to 197
198 to 200
201 to 203
204 to 206

207 to 209

210 to 212
213 to 215

218 to 220
221 to 223
224 to 226
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:I\:I Any (roll on the Class Commonality Table)

D1000 || Benefactor Recommended Class Archetype(s)
Roll Archetype
227 to 229 || Conqueror Always Warrior (roll class randomly, reroll if
Paladin is indicated)
230 to 232 J| Consortium (Faction, multiple members; refer to GWG1
Appendix C)

Any (roll on the Class Commonality Table)

256 10 236 | Consul___| Any (coll o the Class Commonality Table) |
259 10 201 | Coroner | 1 Vlago 2 Pries or 3 Rogue (Roll 103 |

245 to 247 || Councilman / Any (roll on the Class Commonality Table)
Councilwoman

248 to 250 J| Count / Countess Noble title, refer to GWGI for more details.

Any class (roll on the Class Commonality
Table).

Roll 1D6 to determine the character’s experience
level:

[1-2] Recognized (level 11)
[3] Established (level 12)
[4] Esteemed (level 13)

[5] Venerated (level 14)

» [6] Powerful (level 15)

251 to 253 1 Mage, 2 Rogue (Roll 1D2)
254 to 256 Any (roll on the Class Commonality Table)

257 to 259 || Coven (Faction, multiple members; refer to GWG1
Appendix C)
1 Mage, 2 Priest (Roll 1D2)

Cryptic Alliance (Faction, multiple members; refer to GWG1
Appendix C)
Any (roll on the Class Commonality Table)

263 to 265 || Cult (Faction, multiple members; refer to GWG1
Appendix C)

>
>
>
>

260 to 262

Any (roll on the Class Commonality Table)
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D1000 || Benefactor Recommended Class Archetype(s)
Roll Archetype

266 to 268 || Cult Leader Any (roll on the Class Commonality Table)
269 to 271 Dark Elf An (roll on the Class Commonality Table)
[5] Revered (level 17)

272 to 274 || Dauphin Noble title, refer to GWG1 for more details.
Any class (roll on the Class Commonality
» [6] Exalted (level 18)
275 to 277 || Decemvir Noble title, refer to GWGI1 for more details.
Any class (roll on the Class Commonality
Table).
Roll 1D6 to determine the character’s experience
[1-2] Recognized (level 9)
[3] Established (level 10)
[4] Esteemed (level 11)
[5] Venerated (level 12)
» [6] Powerful (level 13)

Table).
Roll 1D6 to determine the character’s experience
278 to 280 Demlgod / To be selected by the GM; will almost always be
Dem1g0ddess under a mag1ca1 veil of disguise.

281 to 283 || Demon Of a type to be selected by the GM; almost
certain to be shape shifted into a more agreeable
form.

284 to 286 || Deposed Noble Of a former rank, and retained experience level,
to be determined by the GM (Baronet, Baron,
Count, Marquis, etc.).

287 to 289 m Any (roll on the Class Commonality Table)

level:

[1-2] Risen (level 14)
[3] Ascendant (level 15)

>
> [3]
> [4] Mighty (level 16)
> [5]
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D1000 Benefactor Recommended Class Archetype(s)
Roll Archetype
290 to 292 || Devil Of a type to be selected by the GM; almost
certain to be shape shifted into a more agreeable
form.

293 t0295 | Dictator ] 1 Rogue, 2 Warrior (Roll1D2) |
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Benefactor Recommended Class Archetype(s)
Archetype

Diplomat 1 Mage, 2 Priest, or 3 Rogue (Roll 1D3)

Noble title, refer to GWG1 for more details.

Any class (roll on the Class Commonality
Table).

Roll 1D6 to determine the character’s experience
level:

D1000
Roll

296 to 298
299 to 301

Dominus

[1-2] Recognized (level 9)
[3] Established (level 10)

[4] Esteemed (level 11)
[5] Venerated (level 12)
» [6] Powerful (level 13)

Of a type to be selected by the GM; almost
certain to be shape shifted into a more agreeable
form.

Dragon Slayer Any (roll on the Class Commonality Table)
Drink Merchant Typically, but not always, a level zero NPC.

Refer to CSE1 for the many subtypes.
Druid Always Priest (Druid)

Duelist 1 Rogue, 2 Warrior (Roll 1D2)

Duke / Duchess Noble title, refer to GWG1 for more details.

Any class (roll on the Class Commonality
Table).

Roll 1D6 to determine the character’s experience
level:

>
>
>
>

302 to 304 || Dragon

305 to 307
308 to 310

311 to 313
314 to 316
317 to 319

[1-2] Recognized (level 13)
[3] Established (level 14)
[4] Esteemed (level 15)

[5] Venerated (level 16)

» [6] Powerful (level 17)

320 to 322 || Dvergar Any (roll on the Class Commonality Table)
323 to 325 || Dwarf Any (roll on the Class Commonality Table)

E IS FOR EXARCH

326 to 328 _ Noble title, refer to GWG1 for more details.

>
>
>
>
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Any class (roll on the Class Commonality
Table).
Roll 1D6 to determine the character’s experience
level:

» [1-2] Recognized (level 11)

» [3] Established (level 12)

» [4] Esteemed (level 13)

> [5] Venerated (level 14)

» [6] Powerful (level 15)

D1000 || Benefactor Recommended Class Archetype(s)
Roll Archetype
329 to 331 Any (roll on the Class Commonality Table)

332 to 334 | Elemental Power Of a type to be selected by the GM; almost
certain to be shape shifted into a more agreeable
form.

335 to 337 Any (roll on the Class Commonality Table)

338 to 340 }| Emir Noble title, refer to GWG1 for more details.

Any class (roll on the Class Commonality
Table).

Roll 1D6 to determine the character’s experience
level:

I L

[1-2] Recognized (level 14)
[3] Established (level 15)
[4] Esteemed (level 16)

[5] Venerated (level 17)

» [6] Powerful (level 18)

341 to 343 Any (roll on the Class Commonality Table)

Noble title, refer to GWG1 for more details.
Any class (roll on the Class Commonality
Table).
Roll 1D6 to determine the character’s experience
level:

[1-2] Risen (level 18)

[3] Ascendant (level 19)

>
>
>
>

344 to 346 || Emperor / Empress

>

>

> [4] Mighty (level 20)

» [5] Revered (level 21)
» [6] Exalted (level 22)

|
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Benefactor Recommended Class Archetype(s)
Archetype

Entertainer 1 Mage, 2 Priest, or 3 Rogue (Roll 1D3)
Enumerator 1 Mage, 2 Priest, or 3 Rogue (Roll 1D3)

D1000
Roll

347 to 349
350 to 352
353 to 355
356 to 358
359 to 361
362 to 364

Equerr Any (roll on the Class Commonality Table)
Exarch Any (roll on the Class Commonality Table)

Exchequer 1 Mage, 2 Priest, or 3 Rogue (Roll 1D3)

Exciseman / Any (roll on the Class Commonality Table)
Excisewoman
Exile Any (roll on the Class Commonality Table)

Any (roll on the Class Commonality Table)

F IS FOR FELLOWSHIP

This may be an atomy, a pixie, sprite, sylph, etc.

365 to 367
368 to 370

Explorer

371 to 373
374 to 376
377 to 379

Faerie

Farmer Typically, but not always, a level zero NPPC.

(Faction, multiple members; refer to GWG1

Fellowship
Appendix C)
Any (roll on the Class Commonality Table)

Any (roll on the Class Commonality Table)
Always Warrior (Fighter)

90% chance of being a Rogue (roll class

380 to 382
383 to 385
386 to 388

Feodary
Fighter

Figurehead

randomly); otherwise, 1 Mage, 2 Priest, 3
Warrior (Roll 1D3).

Fisherman Typically, but not always, a level zero NPC.

Food Merchant Typically, but not always, a level zero NPC.
Refer to CSE1 for the many subtypes.
Any (roll on the Class Commonality Table)

389 to 391
392 to 394

395 to 397 || Foreman /

Forewoman
398 to 400
401 to 402

403 to 405 || Fraternity /
Brotherhood

Forge Master Always Warrior (roll class randomly)

Forger Always Rogue (roll class randomly)

(Faction, multiple members; refer to GWG1
Appendix C)
Any (roll on the Class Commonality Table)
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D1000 || Benefactor Recommended Class Archetype(s)
Roll Archetype

406 to 408 || Fugitive 75% chance of being a Rogue (roll class
randomly); otherwise, 1 Mage, 2 Priest, 3
Warrior (Roll 1D3).

409 to 411 || Gang (Faction, multiple members; refer to GWG1
Appendix C)
1 Rogue, 2 Warrior (Roll 1D2)

412 to 414 || Gatekeeper Are you the Key Master?
Any (roll on the Class Commonality Table)
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Benefactor Recommended Class Archetype(s)
Archetype

Gathering (Faction, multiple members; refer to GWG1
Appendix C)
Any (roll on the Class Commonality Table)

Gemcutter Typically, but not always, a level zero NPC.

General

D1000
Roll

415 to 417

418 to 420
421 to 423

75% chance of being a Warrior (roll class
randomly); otherwise, 1 Mage, 2 Priest, 3 Rogue
(Roll 1D3).

424 to 426 || Genie Of a type to be selected by the GM; almost
certain to be shape shifted into a more agreeable

form.

Giant Of a type to be selected by the GM.
Giant Killer Any (roll on the Class Commonality Table)
Gnome Any (roll on the Class Commonality Table)

Godling / Petty God To be selected by the GM; will almost always be

under a magical veil of disguise.

427 to 429
430 to 432
433 to 435
436 to 438

439 to 441 Officer title, refer to CSE1 for more details.
Always Warrior (Fighter).
Roll 1D4 to determine the character’s experience

level:

Guard Captain

» [1] Guard Captain (level 5)

» [2] Senior Guard Captain (level 6)

» [3] Guard Captain at Arms (level 7)
» [4] Vaunted Guard Captain (level 8)

442 to 444 || Guild

(Faction, multiple members; refer to GWG1
Appendix C)
Any (roll on the Class Commonality Table)

Guild Master Any (roll on the Class Commonality Table)

45 to 447

48 to 450 || Guildsman /
Guildswoman

Gypsy (Roma)
H IS FOR. HETMAN

Half-EIf Any (roll on the Class Commonality Table)
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Benefactor
Archetype

Half-Ogre
Half-Orc
Halfling

Henchman /
Henchwoman

Herald

D1000
Roll

457 to 459
461 to 463
464 to 466
467 to 469

Recommended Class Archetype(s)

1 Priest, 2 Warrior (Roll 1D2)

1 Priest, 2 Rogue, or 3 Warrior (Roll 1D3)

1 Priest, 2 Rogue, or 3 Warrior (Roll 1D3)
Any (roll on the Class Commonality Table)

470 to 472
473 to 475
476 to 478
479 to 481

Always Rogue (Bard)
Always Priest (Cleric)
Any (roll on the Class Commonality Table)

Noble title, refer to GWG1 for more details.
Any class (roll on the Class Commonality
Table).
Roll 1D6 to determine the character’s experience
level:

» [1-2] Recognized (level 13)
» [3] Established (level 14)
>
>

Heretic

Hermit

Herzog

[4] Esteemed (level 15)
[5] Venerated (level 16)
» [6] Powerful (level 17)

Noble title, refer to GWG1 for more details.

Any class (roll on the Class Commonality
Table).

Roll 1D6 to determine the character’s experience

482 to 484 }J| Hetman

level:

[1-2] Recognized (level 14)
[3] Established (level 15)
[4] Esteemed (level 16)

[5] Venerated (level 17)

> [6] Powerful (level 18)

Noble title, refer to GWGI for more details.

Any class (roll on the Class Commonality
Table).

Roll 1D6 to determine the character’s experience

level:
» [1-2] Recognized (level 12)

>
>
>
>

485 to 487 || Hierarch
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[3] Established (level 13)

[4] Esteemed (level 14)

[5] Venerated (level 15)

[6] Powerful (level 16)
Roll Archetype

488 to 490 || High King / High Noble title, refer to GWGI for more details.
Any class (roll on the Class Commonality
Table).

Roll 1D6 to determine the character’s experience
level:

» [1-2] Risen (level 16)

» [3] Ascendant (level 17)
> [4] Mighty (level 18)

» [5] Revered (level 19)

» [6] Exalted (level 20)

491 to 493 || Humanoid Of a type to be selected by the GM; may be
cloaked, hooded, disguised, etc.

{HI

494 to 496 Always Warrior (Hunter)

Created by a nearby spell caster to
communicate with the (untrustworthy?) PCs

Always Mage (Illusionist)

497 to 499 | [llusion

500 to 502
503 to 505

Ilusionist

Independent Enclave || (Faction, multiple members; refer to GWG1
Appendix C)

Any (roll on the Class Commonality Table)
506 to 508 | Inquisitor 1 Priest, 2 Rogue (Roll 1D2)

509 to 511 1 Mage, 2 Rogue (Roll 1D2)
512 to 514 Typically, but not always, a level zero NPC.

515 to 517 || Isolated Settlement

(Faction, multiple members; refer to GWG1
Appendix C)
Any (roll on the Class Commonality Table)

518 to 520 Noble title, refer to GWG1 for more details.
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Any class (roll on the Class Commonality
Table).
Roll 1D6 to determine the character’s experience

[1-2] Recognized (level 11)
[3] Established (level 12)
[4] Esteemed (level 13)

[5] Venerated (level 14)

» [6] Powerful (level 15)

D1000 Benefactor Recommended Class Archetype(s)
Roll Archetype

2110 525 _ Always Rogue Jester
524 to 526 m Typically, but not always, a level zero NPC.

527 to 529 Key Master Are you the Gatekeeper7
Any (roll on the Class Commonahty Table)
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D1000 Recommended Class Archetype(s)

Noble title, refer to GWG1 for more details.

Any class (roll on the Class Commonality
Table).

Roll 1D6 to determine the character’s experience
level:

[1-2] Risen (level 15)

[3] Ascendant (level 16)

[4] Mighty (level 17)
]

Benefactor
Roll Archetype
[5] Revered (level 18)

530 to 533 | King / Queen
» [6] Exalted (level 19)

34 to 536 Kl-Rm May be invisible, ethereal, etc. until
encountered in secrec

537 to 539 nght Banneret Noble title, refer to GWGI for more details.

Any class (roll on the Class Commonality
Table).

Roll 1D6 to determine the character’s experience
level:

>
>
>
>

» [1-2] Recognized (level 7)
» [3] Established (level 8)
» [4] Esteemed (level 9)

» [5] Venerated (level 10)
» [6] Powerful (level 11)

Noble title, refer to GWGI for more details.

Any class (roll on the Class Commonality
Table).

Roll 1D6 to determine the character’s experience
level:

540 to 542 || Knight Companion

[1-2] Recognized (level 6)
[3] Established (level 7)
[4] Esteemed (level 8)

[5] Venerated (level 9)

» [6] Powerful (level 10)

543 to 545 Noble title, refer to GWG1 for more details.

>
>
>
>
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Any class (roll on the Class Commonality
Table).
Roll 1D6 to determine the character’s experience
[1-2] Recognized (level 5)
[3] Established (level 6)
[4] Esteemed (level 7)
[5] Venerated (level 8)
» [6] Powerful (level 9)

D1000 Benefactor Recommended Class Archetype(s)
Roll Archetype

546 to 548 || Knightly Order (Faction, multlple members; refer to GWG1

Appendix C)
1 Anti-Paladin, 2-4 Cavalier, 5 Fighter, 6 Paladin
(Roll 1D6)
549 to 551 _ Any (roll on the Class Commonality Table)
552 to 554 || Lady in Waltmg An (roll on the Class Commonality Table)
555 to 557 || Laird Noble title, refer to GWG1 for more details.
Any class (roll on the Class Commonality
Table).
[5] Venerated (level 11)
» [6] Powerful (level 12)
558 to 560 Lammasu May be invisible, ethereal, etc. until
encountered in secrec
561 to 563 Landgrave Noble title, refer to GWGI for more details.
Any class (roll on the Class Commonality
Table).
Roll 1D6 to determine the character’s experience
level:
» [1-2] Recognized (level 12)

Roll 1D6 to determine the character’s experience
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[3] Established (level 13)
[4] Esteemed (level 14)
[5] Venerated (level 15)
[6] Powerful (level 16)

_

D1000 || Benefactor Recommended Class Archetype(s)
Roll Archetype

(Faction, multiple members; refer to GWG1
Appendix C)
Any (roll on the Class Commonality Table)

564 to 566 | League

567 to 569 | Legatus 75% chance of being a Warrior (roll class

randomly); otherwise, 1 Mage, 2 Priest, 3 Rogue
(Roll 1D3).

Lich May be polymorphed, in disguise, etc. until
encountered in secrecy.
573 to 575 || Lizard Man May be cloaked, hooded, disguised, etc.
576 to 578 | Lord Always Warrior (roll class as follows, 1
Cavalier, 2 Fighter, 3 Paladin, 4 Ranger [1D4])
579 to 581 || Lord of Arms Always Warrior (roll class as follows, 1
Cavalier, 2 Fighter, 3 Paladin, 4 Ranger [1D4])

‘ 582 to 584 | Loremaster Always Rogue (Bard)

70 to 572

Ll e

certain to be shape shifted into a more agreeable
form.

W Lycanthrope Of a type to be selected by the GM; almost
M IS FOR MADMAN

588 to 590 || Madman / Any (roll on the Class Commonality Table)
Madwoman

591 to 593 || Magic Mouth Cast (or left) by a mage of some kind.

594 to 596 || Magic Shrine

597 to 599

Intelligent and capable of speaking; likely
protected by magical forces.
Magic Weapon Intelligent and capable of speaking; likely
protected by magical forces.

Magic-User Always Mage (Ma

ic-User)
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Any (roll on the Class Commonality Table)
Any (roll on the Class Commonality Table)

09 to 610 || Maiden (damsel in Typically, but not always, a level zero NPC.
distress?)

Any (roll on the Class Commonality Table)
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D1000 || Benefactor Recommended Class Archetype(s)
Roll Archetype

613 to 615 1 Mage, 2 Priest, or 3 Rogue (Roll 1D3)
I 616 to 618 Any (roll on the Class Commonality Table)
Margrave

619 to 621 Noble title, refer to GWGI for more details.
Any class (roll on the Class Commonality
Table).
Roll 1D6 to determine the character’s experience
level:
» [1-2] Recognized (level 12)
» [3] Established (level 13)
» [4] Esteemed (level 14)
» [5] Venerated (level 15)
» [6] Powerful (level 16)

622 to 624 1 Rogue, 2 Warrior (Roll 1D2)

625 to 627 || Marquis / Noble title, refer to GWGI for more details.
Marchioness Any class (roll on the Class Commonality

Table).

Roll 1D6 to determine the character’s experience

level:

[1-2] Recognized (level 12)
[3] Established (level 13)
[4] Esteemed (level 14)

[5] Venerated (level 15)

» [6] Powerful (level 16)

628 to 630 || Marshal 75% chance of being a Warrior (roll class
randomly); otherwise, 1 Mage, 2 Priest, 3 Rogue
(Roll 1D3).

631 to 633 || Martyr 75% chance of being a Priest (roll class
randomly); otherwise, 1 Mage, 2 Rogue, 3
Warrior (Roll 1D3).

634 to 636 Any (roll on the Class Commonality Table)
637 to 639 Always Warrior (roll class randomly)

640 to 642 || Mastermind

>
>
>
>

75% chance of being a Rogue (roll class

randomly); otherwise, 1 Mage, 2 Priest, 3
Warrior (Roll 1D3).

CASTLE OLDSKULL ~ GWG2 KENT DAVID KELLY



96 |

D1000

Benefactor Recommended Class Archetype(s)
Roll Archetype

643 to 645 m Always Priest (roll class randomly)
646 to 648 Any (roll on the Class Commonality Table)

649 to 651 Any (roll on the Class Commonality Table)
652 or 653 Any (roll on the Class Commonality Table)

654 or 655 || Mercenary Company

(Faction, multiple members; refer to GWG1
Appendix C)

Any (roll on the Class Commonality Table)

656 or 657 || Mercenary Company [ 1 Rogue, 2 Warrior (Roll 1D2)
Captain

658 to 660 || Merchant of Goods Typically, but not always, a level zero NPC.
Refer to CSE1 for the many subtypes.

661 to 663 || Merchant of Services [ Typically, but not always, a level zero NPC.
Refer to CSE1 for the many subtypes.

664 to 666 m Typically, but not always, a level zero NPC.

667 to 669 Any (roll on the Class Commonality Table)

670 to 672 || Monastery / Nunnery

(Faction, multiple members; refer to GWG1

Appendix C)
Always Priest (roll class randomly)

673 to 675 Always Priest (Monk)

676 to 678 J| Monster Intelligent monster of the GM’s choice; likely
disguised in some way, or hidden in secrecy.

679 to 681 W Always Rogue (Mountebank)

682t0 684 | Mystic ] Always Priest (Mystic)
N IS FOR. NECROMANCER

encountered in secrecy.
691 to 693 | Necromancer ][1 Mage, 2 Priest (Roll 1D2)

694 to 696 W Any (roll on the Class Commonality Table)
697 to 699 w Any (roll on the Class Commonality Table)
700 to 702 m Any (roll on the Class Commonality Table)
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D1000
Roll

703 to 705

Benefactor
Archetype

Notary 1 Mage, 2 Priest, or 3 Rogue (Roll 1D3)

Ogre Intelligent monster; likely only present in an
evil society.
709 to 711 | Ogre Mage May be polymorphed, in disguise, etc. until
encountered in secrecy.

712 to 714 Typically, but not always, a level zero NPC.

715 to 717 | Overking / Overqueen || Noble title, refer to GWG1 for more details.
Any class (roll on the Class Commonality
Table).

Roll 1D6 to determine the character’s experience
level:

Recommended Class Archetype(s)

706 to 708

[1-2] Risen (level 17)

[3] Ascendant (level 18)
[4] Mighty (level 19)

[5] Revered (level 20)

» [6] Exalted (level 21)

Noble title, refer to GWGI for more details.
Any class (roll on the Class Commonality
Table).

Roll 1D6 to determine the character’s experience
level:

>
>
>
>

718 to 720 || Overlord

» [1-2] Recognized (level 13)
» [3] Established (level 14)
» [4] Esteemed (level 15)

» [5] Venerated (level 16)
» [6] Powerful (level 17)

721 to 723

Always Warrior (Paladin)
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Benefactor Recommended Class Archetype(s)
Archetype

724 to 726 || Pasha Noble title, refer to GWG1 for more details.
Any class (roll on the Class Commonality
Table).
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Roll 1D6 to determine the character’s experience
level:

> [1-2] Recognized (level 11)

> [3] Established (level 12)

> [4] Esteemed (level 13)

» [5] Venerated (level 14)

> [6] Powerful (level 15)

D1000 || Benefactor Recommended Class Archetype(s)
Roll Archetype

727 to 729 Always Priest (roll class randomly)

730 to 732 m 1 Rogue, 2 Warrior (Roll 1D2)
733 to 735 | Planar Explorer Any (roll on the Class Commonality Table)

736 to 738 | Planar Power Intelligent monster of the GM’s choice; likely

disguised in some way, or hidden in secrecy.

739 to 741 m Any (roll on the Class Commonality Table)

742 to 744 | Pretender 75% chance of being a Rogue (roll class
randomly); otherwise, 1 Mage, 2 Priest, 3
Warrior (Roll 1D3).

745 to 747 | Prince / Princess Noble title, refer to GWG1 for more details.

Any class (roll on the Class Commonality
Table).
Roll 1D6 to determine the character’s experience
level:

» [1-2] Risen (level 14)

» [3] Ascendant (level 15)

> [4] Mighty (level 16)

» [5] Revered (level 17)

» [6] Exalted (level 18)

1 Mage, 2 Priest, or 3 Rogue (Roll 1D3)
751 to 753 | Prophet / Prophetess | Always Priest (roll class randomly)
754 to 756 Any (roll on the Class Commonality Table)

757 to 759 | Psion / Psychic Always Priest (Monk) *
* Unless you, as GM, are running a psionics-

748 to 750

[N .

driven campaign.

760 to 762 | Puppet Master 1 Mage, 2 Priest, or 3 Rogue (Roll 1D3)
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D1000 || Benefactor Recommended Class Archetype(s)
Roll Archetype

763 to 765 Always Warrior (roll class randomly)

766 to 768 Always Warrior (Ranger)
769 to 771 1 Rogue, 2 Warrior (Roll 1D2)

772 to 774 | Regent Noble title, refer to GWG1 for more details.
Any class (roll on the Class Commonality
Table).
» [6] Exalted (level 18)
775 to 777 1 Mage, 2 Priest, or 3 Rogue (Roll 1D3)
778 to 780 | Researcher 1 Mage, 2 Priest (Roll 1D2)

Roll 1D6 to determine the character’s experience

781 to 783 | Sage 1 Mage, 2 Priest (Roll 1D2)
784 to 786 Always Priest (roll class randomly)

787 to 789 Noble title, refer to GWG1 for more details.
Any class (roll on the Class Commonality
Table).
Roll 1D6 to determine the character’s experience
level:

> [1-2] Recognized (level 11)
» [3] Established (level 12)
>
>

level:

[1-2] Risen (level 14)

[3] Ascendant (level 15)
[4] Mighty (level 16)

>
>
>
» [5] Revered (level 17)

Saint

Satrap

[4] Esteemed (level 13)
[5] Venerated (level 14)
» [6] Powerful (level 15)

Satyr Intelligent monster; likely only present in a
neutral society.

Savant Always Mage (Savant)

790 to 792

793 to 795
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Benefactor Recommended Class Archetype(s)
Archetype

Any (roll on the Class Commonality Table)
1 Mage, 2 Priest (Roll 1D2)
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D1000 || Benefactor Recommended Class Archetype(s)
Roll Archetype

8

8

8

8

8

8

8

8

0

2 to 804 ] Secret Society

(Faction, multiple members; refer to GWG1
Appendix C)
Any (roll on the Class Commonality Table)

05 to 807 || Sect (Faction, multiple members; refer to GWG1
Appendix C)
Always Priest (roll class randomly)

08 to 810 | Sentient Room Intelligent and capable of speaking; likely
protected by magical forces.

1

2

11 to 813 || Serdar Noble title, refer to GWGI for more details.
Any class (roll on the Class Commonality
Table).
Roll 1D6 to determine the character’s experience
level:
> [1-2] Recognized (level 11)
» [3] Established (level 12)
» [4] Esteemed (level 13)
» [5] Venerated (level 14)
» [6] Powerful (level 15)

4 to 816 | Servant to an NPC A minor servant sent by a powerful master; you

can use the CDDG2 Barracks table to determine

the subtype if you prefer.

17 to 819 || Shade May be invisible, ethereal, etc. until
encountered in secrecy.

820 to 822 m Always Priest (roll class randomly)

3 to 825 || Shedu May be invisible, ethereal, etc. until
encountered in secrecy.

26 to 828 | Sheriff (more archaic, || Always Warrior (roll class randomly
Shrieve)

829 to 831 1 Rogue, 2 Warrior (Roll 1D2)

832 to 834
835 to 837

Siege Captain Always Warrior (roll class randomly)

Siege Master Always Warrior (roll class randomly)

838 to 840 | Signifer Always Warrior (roll class randomly)
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D1000 || Benefactor Recommended Class Archetype(s)
Roll Archetype
841 to 843 | Slave Lord Any (roll on the Class Commonality Table)
844 to 846 Any (roll on the Class Commonality Table)

847 to 849 | Society (Faction, multiple members; refer to GWG1
Appendix C)
Any (roll on the Class Commonality Table)

850 to 852 1 Mage, 2 Priest, or 3 Rogue (Roll 1D3)

853 to 855 | Sorority / Sisterhood

(Faction, multiple members; refer to GWG1
Appendix C)
Any (roll on the Class Commonality Table)

856 to 858 | Sphinx Intelligent monster of the GM’s choice; likely
disguised in some way, or hidden in secrecy.

859 to 861 | Splinter Group

(Faction, multiple members; refer to GWG1
Appendix C)
Any (roll on the Class Commonality Table)

862 to 864 75% chance of being a Rogue (roll class
randomly); otherwise, 1 Mage, 2 Priest, 3

Warrior (Roll 1D3).

Spy

865 to 867 | Spy Master 75% chance of being a Rogue (roll class
randomly); otherwise, 1 Mage, 2 Priest, 3

Warrior (Roll 1D3).

Presiding title, refer to CDDG2 for more details.
Always Warrior (Fighter).

Roll 1D6 to determine the character’s experience
level:

868 to 870 || Steward

[1-2] Steward (level 4)

[3] High Steward (level 5)

[4] Chief Steward (level 6)

[5] Vaunted Chief Steward (level 7)
» [6] Entrusted Chief Steward (level 8)

Strategist Any (roll on the Class Commonality Table)

Sub-Chieftain / Sub-
Chieftess

>
>
>
>

872 to 874

875 to 877 Any (roll on the Class Commonality Table)

Any (roll on the Class Commonality Table)

878 to 880 || Sub-Commander
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D1000 || Benefactor Recommended Class Archetype(s)
Roll Archetype

881 to 883 | Supreme Chancellor || Any (roll on the Class Commonality Table)
884 to 886 | Supreme Master Any (roll on the Class Commonality Table)

TIS FOR TYRANT

887 to 889 || Tavern Keeper Typically, but not always, a level zero NPC.
890 to 892 | Tax Collector 1 Rogue, 2 Warrior (Roll 1D2)

893 to 895 | Temple Order (Faction, multiple members)
Always Priest (roll class randomly)

Thane Noble title, refer to GWG1 for more details.
Any class (roll on the Class Commonality
Table).
Roll 1D6 to determine the character’s experience
level:
» [1-2] Recognized (level 9)
» [3] Established (level 10)
>
>

896 to 898

[4] Esteemed (level 11)
[5] Venerated (level 12)
» [6] Powerful (level 13)

Theocrat Always Priest (roll class randomly)
Thief Always Rogue (Thief)

899 to 902
903 to 905
906 to 908
909 to 912

Time Traveler Any (roll on the Class Commonality Table)

Titan May be invisible, ethereal, etc. until
encountered in secrecy

Torturer Any (roll on the Class Commonality Table)

913 to 915
916 to 918
919 to 921
922 to 924

Traitor Any (roll on the Class Commonality Table)
Treasurer Any (roll on the Class Commonality Table)

Tree Giant Intelligent monster; likely only present in a
neutral or good society
Tribune Any (roll on the Class Commonality Table)

Trickster 1 Mage (Illusionist), 2 Rogue (Jester), 3 Rogue
(Mountebank) (Roll 1D3)

925 to 927
928 to 930
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Benefactor Recommended Class Archetype(s)
Archetype

Triumphator 75% chance of being a Warrior (roll class

D1000
Roll

931 to 933

randomly); otherwise, 1 Mage, 2 Priest, 3 Rogue
(Roll 1D3).

Always Rogue (Bard)
Any (roll on the Class Commonality Table)
Any (roll on the Class Commonality Table)

934 to 936 || Troubadour
937 to 939

940 to 942

Turncoat

Tyrant

943 to 945
946 to 948
949 to 951

Any (roll on the Class Commonality Table)

1 Mage, 2 Rogue, 3 Warrior (Roll 1D3)

Intelligent monster of the GM’s choice; likely
disguised in some way, or hidden in secrecy.

Any (roll on the Class Commonality Table)
Any (roll on the Class Commonality Table)

Ulnager
Unbeliever

Undead

952 to 954
955 to 957

Underworlder

Usurper

958 to 960 | Vampire Intelligent monster; likely only present in an

evil society.

Any (roll on the Class Commonality Table)

Noble title, refer to GWG1 for more details.
Any class (roll on the Class Commonality
Table).
Roll 1D6 to determine the character’s experience
level:

» [1-2] Risen (level 14)
» [3] Ascendant (level 15)
>
>

961 to 963
964 to 966

Vampire Hunter

Viceroy

[4] Mighty (level 16)
[5] Revered (level 17)
» [6] Exalted (level 18)

Noble title, refer to GWGI for more details.
Any class (roll on the Class Commonality
Table).

967 or 968 | Vidame
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Roll 1D6 to determine the character’s experience
level:

[1-2] Risen (level 10)
[3] Ascendant (level 11)

[4] Mighty (level 12)
[5] Revered (level 13)
» [6] Exalted (level 14)

Benefactor Recommended Class Archetype(s)
Archetype

Villager Typically, but not always, a level zero NPC.

Viscount / Noble title, refer to GWG1 for more details.
Viscountess Any class (roll on the Class Commonality
Table).

Roll 1D6 to determine the character’s experience
level:

>
>
>
>

D1000
Roll

969 or 970
971 or 972

o

[1-2] Risen (level 10)

[3] Ascendant (level 11)
[4] Mighty (level 12)

[5] Revered (level 13)

» [6] Exalted (level 14)

>
>
>
>

973 or 974 | Vision A magical, speaking dream spirit; only
encountered in sleep. May be shared

collectively by the par

Noble title, refer to GWGI for more details.
Any class (roll on the Class Commonality
Table).

Roll 1D6 to determine the character’s experience
level:

» [1-2] Recognized (level 11)
» [3] Established (level 12)
» [4] Esteemed (level 13)

» [5] Venerated (level 14)
» [6] Powerful (level 15)

975 or 976 || Vizier

B S
|

977 or 978
979 or 980

Warden
Warlock

1 Rogue, 2 Warrior (Roll 1D2)

Always Mage (roll class randomly)
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D1000 || Benefactor Recommended Class Archetype(s)
Roll Archetype

981 or 982 || Watch Captain Officer title, refer to CSE1 for more details.
Any class (roll on the Class Commonality
Table).
Roll 1D4 to determine the character’s experience
level:
> [1] Watch Captain (level 5)
> [2] Senior Watch Captain (level 6)
> [3] Watch Captain at Arms (level 7)
> [4] Vaunted Watch Captain (level 8)

I 983 or 984 Always Warrior (roll class randomly)
985 or 986 Always Warrior (roll class randomly)
987 or 988 || Widow / Widower Any (roll on the Class Commonality Table)

989 or 990 || Wish-Maker 1 Mage, 2 Priest (Roll 1D2)
991 or 992 Always Mage (roll class randomly)

- “

997 or 998 1 Priest, 2 Warrior (Roll 1D2)
999 or 000 1 Mage, 2 Priest (Roll 1D2)

=
a8
=

75% chance of being a Priest (roll class
randomly); otherwise, 1 Mage, 2 Rogue, 3
Warrior (Roll 1D3).
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CHARACTER CLASS
AND CALLING
OF THE BENEFACTOR

If the benefactor is not a monster (as indicated on the prior generation tables), and the
character class of the benefactor is not self-evident from the Benefactor Archetype table,
it follows that he / she will probably need a class and experience level for further
definition and personalization. You can of course have level zero persons giving quests
out whenever you like, but such individuals tend not to be wealthy or powerful, and are
very easily killed. That might or might not be a major problem, depending on the
mischievous play style — or lack thereof — exhibited by your players. Hopefully, they

don’t make too much of a habit out of killing benefactors off.

In this supplement, we divide Non-Player Characters into Callings, as well as into
Character Classes. A Calling is a general classification less specific than a Class. The four

Callings, and the Character Classes which belong to them, are as follows:

Table GWG2-7:

The Four Callings of Powerful Personages

Calling Representative Character
Classes

Mage An arcane spell caster. Ilusionist
Magic-User
More specifically, someone who casts Savant

memorized spells, tapping into the (Any further Mage

planar powers and energies. specializations which
exist in your campaign)
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Calling Representative Character
Classes

Priest A holy or unholy spell caster. Cleric
Druid
More specifically, someone who Monk
meditates to receive spells from a Mystic
higher power, such as a god, goddess, (Any further Priest
arch-devil, demon lord or Great Old specializations which
One. exist in your campaign)

Rogue A skill specialist. Assassin

Bard

More specifically, someone who Jester

favors non-magical approaches, and Mountebank

who relies on either non-combat Thief

abilities or indirect combat abilities. (Any further Thief
specializations which

Note that rogues in office might well exist in your campaign)

be impostors, charlatans, and the like,

getting away with a deception.

YV VVVYVYVYYVY

Warrior A combat specialist. Anti-Paladin

Barbarian

More specifically, someone who Cavalier

favors non-magical approaches, and Fighter

who relies primarily on direct combat Hunter

abilities. Paladin
Ranger
(Any further Warrior
specializations which
exist in your campaign)

If your game has additional character classes, you can add them into the four Callings

using the guidelines I offer you here.

The tables hereafter will give you the widest possible variety of benefactor types, with
all common and unusual classes in my campaign being listed. I have also included some
of the more common Specializations — or play styles, if you will — from the Castle

Oldskull campaign, which are touched upon in supplement CDDG2 (and a bit in
-]
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supplement DDEI as well). You can ignore these if the extra information is superfluous

to you, or you can use them to further detail the benefactor as a unique NPC.
Determining the Benefactor’s Character Class

There are several different ways to determine the benefactor’s class, based on what
the notes in the prior table of Benefactor Archetypes told you what to do. The options
you have seen under each benefactor’s descriptor will tell you how to determine the class,

as follows:

e [1] Faction: If the entry reads “Faction,” that means that the benefactor is actually
an organization, not an individual. If you prefer, you can have the faction be
represented by a single individual of a random class. If that's what you do, you
will be rolling soon on the Class Commonality Table. Otherwise, you can just pick

a class that you like.

To proceed to the Class Commonality Table, click here.

e [2] Normal Humans Predominant: If the entry reads “Typically, but not always,
a level zero NPC,” that means that the benefactor will usually be a level zero
normal human with no character class whatsoever. If you would prefer that the
benefactor is (secretly?) experienced, then you will be rolling on the Class
Commonality Table to determine the benefactor’s class.

|
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To proceed to the Class Commonality Table, click here.

e [3] Predetermined Calling, Predetermined Class: If the entry reads “Always
Mage (Savant)” or something similar, then the Calling (in this case Mage) is listed
tirst, and the class (in this case Savant) is listed in parentheses. Therefore, you

already know the benefactor’s class in this instance.

To proceed to the next section, determining the benefactor’s experience level, click
here.

e [4] Predetermined Calling, Random Class: If the entry reads “Always Mage (roll
class randomly)” or something similar, that means that the benefactor’s Calling is

Mage, and that we will determining the class next.

Click on one of the following links to proceed to the next appropriate section, based
on your benefactor’s calling:

> Mage

» DPriest

> Rogue
» Warrior

|
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e [5] Randomly Determined Calling, Random Class: If the entry reads “Any (roll
on the Class Commonality Table),” that means the character’s Calling can be either
Mage, Priest, Rogue, or Warrior. We’ll be finding out which one of these applies

to the benefactor soon, on the Class Commonality Table.

To proceed to the Class Commonality Table, click here.

e [6] Randomly Determined Calling, Small List: If the entry reads “1 Rogue, 2
Warrior (Roll 1D2)” or something similar, that means that you should roll 1D2 to
determine the character’s Calling (character class grouping). In this instance, a roll
of 1 would mean that the benefactor is a Rogue, and a roll of 2 would mean that

the benefactor is a Warrior. We will be determining the class next.

Click on one of the following links to proceed to the next appropriate section, based
on your benefactor’s calling:

Mage
Priest
Rogue
Warrior

e [7] Special Entries: Other entries indicate monster types, which usually do not

have a character class unless you decide that they should possess one.

|
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If you have one of these special types of benefactor, you can skip the next sections

pertaining to class and level, and generate the random promised reward. To
proceed, click here.

Table GWG2-8:

The Class Commonality Table

If you do not know either the benefactor’s calling or class, this table will assign both
of those variables randomly. The table is structured so that common (the oldest and most
iconic) characters classes are weighted most heavily, and hyper-specialized / very rare

classes appear the most infrequently.

To determine the benefactor’s random calling and class, roll 1D100 and consult the

following table:

[01-40] (40%)
COMMON CHARACTER CLASSES

Class Recommended Specialization

Cleric No specialization
Cleric Cloistered specialization

D100
Roll

01 to 07
08 to 10
11to 16
17 or 18
19 or 20
21 to 28
29 or 30
31 to 35
36 to 38
9

Calling

Priest

Priest

Warrior

Fighter Archer specialization
Fighter Blade Master specialization

Warrior

Warrior
Mage
Mage
Rogue

Magic-User || Alchemist specialization

Thief No specialization

Thief Acrobat specialization

Thief Bandit specialization (neutral alignment)

Magic-User | No specialization

Rogue

W

Rogue
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igand specialization (evil alignment)

[41-70] (30%)
UNCOMMON CHARACTER CLASSES
I 41 to 46 || Rogue Assassin No specialization

Barbarian

Class

47 to 50

D100
Roll

51 or 52
53 to 58
59 to 64
65 to 70

Warrior No specialization

Calling Recommended Specialization

Warrior Barbarian Berserker specialization

Cavalier No specialization

Druid

Warrior

Priest No specialization

Warrior Hunter No specialization

[71-90] (20%)
RARE CHARACTER CLASSES

rd

llusionist

71 to 74
75 t0 78

Rogue No specialization

<)

IIII i I i

Mage No specialization

onk
Monk
Monk

Paladin

Priest “Of the Fist” specialization

Priest “Of the Foot” specialization
82
83 to 86

87 to 90

Priest “Of the Iron Will” specialization

Warrior No specialization

Warrior Ranger No specialization

[91-00] (10%)
VERY RARE CHARACTER CLASSES

Anti-Paladin

91
92 or 93
94 or 95
96 or 97
98 or 99

Warrior No specialization
Jester

Mountebank

Rogue No specialization

Rogue No specialization

Priest Mystic No specialization

Savant

TBD

i
| 79
‘ 80 or 81
|
i
i
|

Mage
TBD

No specialization

Extremely rare NPC class, or GM’s choice

Once you know the character’s class, you can skip to the experience level
determination section. Click here.

CASTLE OLDSKULL ~ GWG2 KENT DAVID KELLY




116 | Page

The Known Calling, Unknown Class Tables for Class Selection

If you know the benefactor’s calling (Mage, Priest, Rogue, or Warrior), but not the
character class, you can determine the class by rolling on the appropriate table below.
The weights for Common, Uncommon, Rare and Very Rare character classes reflected in

the prior table are carried over here for the sake of consistency.

Table GWG2-9:
The Mage Calling:

Random Determination of Character Class

D100 Benefactor NPC’s Character Class
Roll

01 to 28 | lusionist
29 to 78 | Magic-User (no specialization)

79 to 84 | Magic-User (Alchemist specialization)

85 to 98 Savant

99 or 00 | Extremely rare NPC class (e.g., Death Master, Witch / Warlock, Witch
Doctor), or GM’s choice

Once you know the character’s class, you can skip to the experience level
determination section. Click here.
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Table GWG2-10:
The Priest Calling;:

Random Determination of Character Class

01 to 30 | Cleric (no specialization)

31to40 | Cleric (Cloistered specialization)

| 41t070 | Druid
71to 78 [ Monk (of the Fist specialization)
79 to 85 [ Monk (of the Foot specialization)

86 to 90 | Monk (of the Iron Will specialization)

91 to 98 | Mystic

99 0or 00 || Extremely rare NPC class (e.g., Healer, Oracle, Scribe, Shaman), or GM’s
choice

Once you know the character’s class, you can skip to the experience level
determination section. Click here.

Table GWG2-11:
The Rogue Calling:

Random Determination of Character Class

D100 Benefactor NPC’s Character Class
Roll

01 to 27
28 to 45

Assassin

Bard
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46 to 54

_ Thief (no specialization)

64 to 86 ( i

99 or 00 | Extremely rare NPC class (e.g., Ninja), or GM’s choice

Once you know the character’s class, you can skip to the experience level
determination section. Click here.

Table GWG2-12:
The Warrior Calling;

Random Determination of Character Class

D100 Benefactor NPC’s Character Class
Roll

01 to 06 Anti-Paladin

07 to 18 | Barbarian (no specialization)

19 to 22 | Barbarian (Berserker specialization)

23 to 38 Cavalier

56 to 60 | Fighter (Blade Master specialization)
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Once you know the character’s class, you can skip to the experience level
determination section. Click here.
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EXPERIENCE LEVEL
OF THE BENEFACTOR

Once you know the benefactor’s class, you can also randomly determine his or her
experience level. (Monsters and level zero normal humans are typically excepted from

this process.)

If you do not need to know your benefactor’s experience level, you can skip the next

sections pertaining to level and title, and generate the random promised reward. To
proceed, click here.

If your benefactor had a noble title in the earlier Benefactor Archetype table, then you
may know the character’s experience level already. For example, a Viscountess has a

level between 10 and 14.

If you already know your benefactor’s experience level, you can skip down to
determining his or her level title. To proceed, click here.

Otherwise, you can roll the benefactor’s level randomly below. This table is weighted
in accordance with the Gygaxian precepts that are evident throughout the Castle Oldskull
campaign. This means that level 1, 2, and 3 NPCs are very common, while higher
experience levels are progressively more rare. NPCs above level 18 appear in my
campaign with a less than 1 in 100 probability, and so those results are not provided here.
This means that if you want the benefactor to have an experience level of 19 or higher,

you will need to assign the level yourself rather than resorting to random determination.

As the PCs progress in power, the likelihood will grow that they are taking orders (or
rather, requests!) for quests and missions from people who are weaker than they are.

|
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That'’s fine, and it’s the result of the natural progression of PCs from level 1 unknowns to

level 20-whatever epic heroes over the course of your campaign.

Table GWG2-13:

Recommended NPC Experience Levels

To determine a benefactor’s level at random, roll 1D100 and consult the following
table:

D100 J Non-Player Character’s Recommended Relative (Approximated)
Roll | Experience Level Commonality

I 01 to 30 > Experience Level 1 Common + (30%)

31 to 45 > Experience Level 2 Common (15%)
» (Ordual class1/1)

46 to 54 > Experience Level 3 Uncommon + (9%)
» (Or dual class 1/ 2)

55 to 60 > Experience Level 4 Uncommon (6%)
» (Or dual class 2/ 2)
» (Ortripleclass1/1/2to1/2/2)

61 to 65 > Experience Level 5 Uncommon - (5%)
» (Or dual class 2/ 3)

66 to 69 > Experience Level 6 Rare (4%)
» (Ordualclass3/3to4/4)

70 to 73 > Experience Level 7 Rare (4%)
» (Ordual class4/5to5/5)

74 to 77 > Experience Level 8 Rare (4%)
» (Or dual class5/6to 6/ 6)

78 to 81 > Experience Level 9 Rare (4%)
» (Ordualclass6/7to7/7)

82 to 85 > Experience Level 10 Rare (4%)
» (Ordualclass7/8to8/8)
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D100 [ Non-Player Character’s Recommended Relative (Approximated)
Roll | Experience Level Commonality
86 to 89 > Experience Level 11 Rare (4%)
» (Ordualclass8/9t09/9)

90 to 92 > Experience Level 12 Very Rare + (3%)
» (Or dual class 9 /10 to 10/ 10)

93 to 94 > Experience Level 13 Very Rare (2%)
» (Or dual class 10/ 11 to 11/ 11)

95 or 96 > Experience Level 14 Very Rare (2%)
» (Ordualclass11/12to 12/ 12)

> Experience Level 15 Very Rare - (1%)
» (Or dual class 12 /13 to 13/ 13)

> Experience Level 16 Very Rare - (1%)
» (Or dual class 13/ 14 to 14/ 14)

> Experience Level 17 Very Rare - (1%)
» (Or dual class 14 /15 to 15/ 15)

> Experience Level 18 Very Rare - (1%)

» (Or dual class 15/ 16 to 16 / 16)
> Experience Level 19+ Extremely Rare (< 1%)

97
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LEVEL TITLE
OF THE BENEFACTOR

If you have given the benefactor an experience level, you will also want to give them
a Level Title. Level titles, while now obscure in many games, are a very useful role-
playing “hook” that can be used to give each character a relative ranking in the game
world, based on class and expertise. These systems also add verisimilitude, because they
let you refer in-game to “Lady Ariendel, Vice Marshal” instead of “Lady Ariendel, the
level 11 Fighter.”

The following tables list many hundreds of level titles that  use in my campaign. Each
title evokes a different atmosphere, which you can use to make each NPC more
compelling and unique. For example, the level titles for a level 1 thief are Alley Cat,
Beggar Thief, Dungeon Scout, Lock Breaker, and Trap Springer. These are very different
from one another. An Alley Cat is probably an urban thief who grew up on the streets,
while a Beggar Thief is a deceptive individual who prefers the method of disguise to
watch and defraud potential victims. A Dungeon Scout is a relatively honest type of thief,
who uses his skills to assist treasure-hunting adventuring parties in ruins and
subterranean locales. Meanwhile, a Lock Breaker specializes in picking locks, and a Trap
Springer specializes (poorly, being only level 1) in finding and removing traps. By
randomly determining each benefactor’s level title, you can come up with an image in
your mind that can quickly convey the person’s personality, methods, and preferences in
dangerous circumstances. The level title can also give you some quick hints on the NPC’s

role-playing potential, background, intent, and / or alignment.

I believe you will find this selection of level titles more than sufficient, and you might
want to invite your players to use it for their Player Characters as well. But should you
need even more variety, you will find it in supplements CDDG2 (with more level titles)
and DDEI1 (with specializations that tell you many of different types of characters can
do).

|
CASTLE OLDSKULL ~ GWG2 KENT DAVID KELLY



124 | Page

The next section you will need to access depends on the benefactor’s class, as
follows:

Anti-Paladin, a black knight in the service of evil

Assassin, a slayer of men and master spy

Barbarian, a tribal warrior of the wilderlands

Bard, a lore master and jack of all trades who lives by the lyre

Cavalier, a proud horseman who serves a knightly order

Cleric, a priest or priestess in the service of a god or goddess

Druid, a priest or priestess of the great Earth Mother

Fighter, a warrior and weapons master

Hunter, a tracker and trapper who lives in the wilderlands

[llusionist, a mage who practices the arts of mist, shadowry and deceit
Jester, an acrobatic rogue who specializes in fire-breathing and tumbling
Magic-User, a mage who learns many diverse arcane magics

Monk, a priestly disciple and martial artist who has mastered himself
Mountebank, a cunning charlatan and pretender who culls favor
Mystic, a divine seer who foretells the future and warns of ill omen
Paladin, a white knight who serves as a champion of law and good
Ranger, a warrior of the wilderlands who protects the borders from evil
Savant, a mage devoted to occult and obscure knowledge

Thief, a rogue who uses diverse skills and stealth to avoid confrontation

>
>
>
>
>
>
>
>
>
>
>
>
>
>
>
>
>
>
>

Table GWG2-14:

Anti-Paladin Level Title Determination

To randomly determine the benefactor’s level title, roll 1D100, and read down the
appropriate column for you roll. Cross reference the result with the benefactor’s

experience level.
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NPC D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
Level 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00

1 Caitiff Chaos
Minion
Chaos
Bringer
Chaos
Warrior
Dire
Malefactor

Black
Malefactor

Dark Knight

Evildoer Poltroon Traitor

Chaos
Bringer

Betrayer Miscreant Varlet

Chaos
Warrior

Anti-Hero /
Anti-Heroine

Black
Malefactor

Dark Knight

Demon Hellion Malefactor

Worshipper
Dire
Malefactor

Hellraiser Hellraiser

5 Blackguard [ Blackguard [ Unforgiven

One

Foul
Blackguard

Dastard

Scoundrel Scoundrel

EEEENENIEEEECE

7 | Black Knight [ Black Knight

Anti- Champion of | Champion of
Superhero /

Anti-

Superheroine

Arch-Villain

Hero Slayer | Hero Slayer

Demon Villain

Bringer

Chaos Lord / | Chaos Lord / | Knight of

Ruin

Demon / Demon / Fiend Lord of Ruin || Lord of Ruin
Demoness Demoness / Lady of / Lady of
Ruin Ruin
11 Anti-Paladin Anti-Paladin J| Warlord of Warlord of Warlord of
Ruin Ruin Ruin
12 Anti-Paladin J| Anti-Paladin [l Overlord of Overlord of Overlord of
Lord Lord Ruin Ruin Ruin
13 Hatred Hatred Nemesis Nemesis
Incarnate Incarnate
14 Chaos Chaos Chaos
Incarnate Incarnate Incarnate
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NPC D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
Level 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00
15+ || Arch-Nemesis }| Arch- Arch- Evil Evil
Nemesis Nemesis Incarnate Incarnate

Level title selection complete. Once you have determine the benefactor’s level title,
you can skip down to the promised reward section. To proceed, click here.

Table GWG2-15:

Assassin Level Title Determination

To randomly determine the benefactor’s level title, roll 1D100, and read down the
appropriate column for you roll. Cross reference the result with the benefactor’s

experience level.

Level 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00
1
B
5

Darksider Intimidator | Pragmatus/ [ Trophyman/ [ Waghalter
Pragmata Trophywoman
Mauler Murderer / | Rakehell Strangler Veteran
Murderess Darksider

Exterminator || Garroter Hatchetman [l Thug Thug
/ Hatchet-
woman
Carnifex Eliminator Killer Sicarius / Slaughterer
Sicaria
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NPC D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
Level 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00
7 Cutthroat Cutthroat Headsman/ | Infiltrator Manhunter /
Heads- Man-
woman huntress
Executioner Executioner [ Headhunter J Magsman / Spy
/ Head- Magswoman
huntress
Assassin Death Grand Master Spy Slayer
Bringer Executioner
Death Dealer || Expert Expert Master Master
Assassin Assassin Assassin Slayer
11 eaper Reaper Senior Senior Senior
Assassin Assassin Assassin
1 Chief Chief Grim Reaper || Grim Reaper
Assassin Assassin

Lord Lord Prime Prime
Assassin /

Lord Assassin
/ Lady
Assassin

Assassin / Assassin Assassin
Lady
Assassin

Angel of Angel of Guild-master | Guild-master [ Guild-
Death Death Assassin / Assassin / master
Guild- Guild-Mistress || Assassin /
Mistress Assassin Guild-
Assassin Mistress
Assassin

Archangel of || Archangel of || Grand-father || Grand-father | Grand-father
Death Death of Assassins [ of Assassins/ || of Assassins
/ Grand- Grand-mother J|/ Grand-
mother of of Assassins mother of

Lady
Assassin

Assassins Assassins
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Level title selection complete. Once you have determine the benefactor’s level title,
you can skip down to the promised reward section. To proceed, click here.

1
N

S RO
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23

Table GWG2-16:

Barbarian Level Title Determination

To randomly determine the benefactor’s level title, roll 1D100, and read down the
appropriate column for you roll. Cross reference the result with the benefactor’s

experience level.

|
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NPC D100 Roll
Level 01 to 20

D100 Roll D100 Roll D100 Roll D100 Roll
21 to 40 41 to 60 61 to 80 81 to 00
Nomad Outlander Savage Tribesman /
Tribeswoman
Raider Tribal Hunter || Wild- Wolfling
/ Tribal Wanderer

p—

1 155 I N I I O

Berserker
Minion

Berserker

Huntress

3 Bear Warrior

Marauder Tribal Wild Barbarian
Warrior Berserker Wilderlander
Great Wolf Howler Lone Wolf Shield
Berserker Breaker
Destroyer Great Bear Warmonger [ Warmonger
Berserker
Mage Slayer || Rager Tribal Hero / | Tribal Hero /
Tribal Tribal
Heroine Heroine

Hewer Sub-Chieftain || Tribal Tribal
/ Sub- Champion

Bear
Berserker

5 Destroyer

Mage Slayer

7 | Blood Rager

Champion

Chieftess

Barbarian Berserker Berserker Chieftain /
Champion Champion Champion Chieftess

Barbarian Barbarian Berserker Horde War
Lord Lord Lord Bringer Chieftain /

Barbarian
Champion

War
Chieftess

10

Great War
Chieftain /

Barbarian Barbarian Berserker Great War

High Lord High Lord High Lord

Chieftain /
Great War Great War
Chieftess Chieftess

11 Barbarian Barbarian Barbarian Berserker Berserker
Warlord Warlord Warlord Warlord Warlord

12 Barbarian Barbarian Berserker Berserker Berserker
Conqueror Conqueror Conqueror Conqueror Conqueror
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NPC D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
Level 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00
13 Barbarian Barbarian Barbarian Berserker Berserker
Overlord Overlord Overlord Overlord Overlord

Barbarian Barbarian Barbarian Berserker Berserker

Prince / Prince / Prince / Prince / Prince /
Barbarian Barbarian Barbarian Berserker Berserker
Princess Princess Princess Princess Princess

Barbarian Barbarian Barbarian Berserker Berserker
King / King / King / King / King /
Barbarian Barbarian Barbarian Berserker Berserker
Queen Queen Queen Queen Queen

Level title selection complete. Once you have determine the benefactor’s level title,
you can skip down to the promised reward section. To proceed, click here.

Table GWG2-17:

Bard Level Title Determination

To randomly determine the benefactor’s level title, roll 1D100, and read down the
appropriate column for you roll. Cross reference the result with the benefactor’s

experience level.

-

Crowther Fochlucan Lyrlst Noble Herald Raconteur
A pprentice
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NPC | D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
Level 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00
Chronicler Fochlucan Master Lyrist || Royal Herald | Sonneteer
Adept
Cantor / Charmer Fochlucan Master Skald
Cantora Master Sonneteer
5 Beguiler High Skald Jaunter Mac- Racaraide
Fuismidh
Apprentice
Alba Mac- Master Minnesinger || Jongleur
Fuismidh Racaraide
Adept

Mac- Master Pied Piper Troubadour | Troubadour

Fuismidh Jongleur

Master

Doss Master Minstrel Poet / Poetess || Trouvere

Apprentice Troubadour

Doss Adept || Lorist / Muse [ Trovatore Warrior Warrior
Minstrel Minstrel

0 [ Doss Master [ Lore Master [ Lore Master [ Rhapsodist Storied Lorist
/ Storied
Muse
11 ard Bard Canaith Great Lore Vates
Apprentice Master
2 Canaith Grand Lore Grand Lore Master Bard [ Master Bard
Adept Master Master
| 13 w Grand Bard Grand Bard Myth Bringer || Myth Bringer
Master

'

HIHI.IEIID-EII
i
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i

Cli Legendary Legendary Myth Maker || Myth Maker
Apprentice Bard Bard
15 | Cli Adept Master of Master of Mythic Bard || Mythic Bard
Myths Myths
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17 Anstiuth Anstiuth Master Master Master
Apprentice Apprentice Archipoeta Archipoeta Archipoeta

18 | Anstiuth Anstiuth Grand Grand Grand
Adept Adept Archipoeta Archipoeta Archipoeta

Level title selection complete. Once you have determine the benefactor’s level title,
you can skip down to the promised reward section. To proceed, click here.

Table GWG2-18:

Cavalier Level Title Determination

To randomly determine the benefactor’s level title, roll 1D100, and read down the
appropriate column for you roll. Cross reference the result with the benefactor’s

experience level.
NPC D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
Leve 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00
Arrniger Herald of H0b11ar Horseman / Lancer
Arms Horsewoman
]ouster Scutarius Scutifer Shield Bearer [ Veteran
/ Shield Lancer
Maiden

Esqulre Master Veteran Veteran Veteran
Lancer Scutarius Scutifer Shield Bearer
Banner Bearer Cataphract Esquire Knight Errant Knight Errant
Peer / Dame Errant / Dame Errant

Esquire and Knight Knlght Vaunted Vaunted
Master Bachelor / Bachelor / Knig ht Errant f| Knight Errant
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Grand Dame
Errant

Esteemed
Knight Errant
/ Esteemed
Dame Errant

Grand Knight
/ Grand
Dame

Esteemed

Knight /
Dame

Knight Errant
/ Esteemed
Dame Errant

Grand Knight
/ Grand
Dame

Banneret Justiciar
Cavalier
Chevalier Chevalier Grand
Justiciar
Cavalier
Cavalier Cavalier Grand
Chevalier

Grand Master || Grand Master || Lord

Cavalier Cavalier Cavalier /
Lady
Cavalier

Knight
Hierarch /
Dame
Hierarch

Justiciar
Cavalier

(=)

—
—
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N

High Lord
Cavalier /
High Lady
Cavalier

High Lord
Cavalier /
High Lady
Cavalier

Vice
Marshal
Cavalier
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/ Vaunted

Dame Errant

Knight /
Dame

Sovereign
Knight /
Sovereign
Dame

Knight
Banneret /
Dame
Banneret
Knight
Commander /

Dame
Commander

Grand
Chevalier

Lord Cavalier
/ Lady
Cavalier

Vice Marshal
Cavalier
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/ Vaunted
Dame Errant

D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
Level 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00

Knight /
Dame

Sovereign
Knight /
Sovereign
Dame

Knight
Banneret /
Dame
Banneret

Sovereign
Knight
Banneret /
Sovereign
Dame
Banneret

Sovereign
Knight
Commander /
Sovereign
Dame
Commander

Lord Cavalier
/ Lady
Cavalier

Vice Marshal
Cavalier
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NPC D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
Level 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00
13 Marshal Marshal Warlord Warlord Warlord
Cavalier Cavalier Cavalier Cavalier Cavalier

High Warlord || Lord Marshal || Lord Overlord Overlord
Cavalier Cavalier Marshal Cavalier / Cavalier /
Cavalier Overlady Overlady

Cavalier Cavalier

14
15
6+

Grand Grand Grand Grand Grand
Commander J| Commander || Marshal Marshal Marshal
Cavalier Cavalier Cavalier Cavalier Cavalier

1 Grand Master || Grand Master || Grand Grand Master || Grand Master
Cavalier Cavalier Master Cavalier Cavalier

Cavalier

Level title selection complete. Once you have determine the benefactor’s level title,
you can skip down to the promised reward section. To proceed, click here.

Table GWG2-19:

Cleric Level Title Determination

To randomly determine the benefactor’s level title, roll 1D100, and read down the
appropriate column for you roll. Cross reference the result with the benefactor’s

experience level.

NPC || D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
Level 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00
1 J| Acolyte Catechumen || Cult Minion [ Scribe Temple
Aspirant
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NPC || D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
Level 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00
2 [ Adept Anchorite Cultist Temple Temple
Initiate Servant
3 | Adeptofthe | Advocatus/ [ Cult Adept Deacon / Priest /
Order Advocata Deaconess Priestess

Cantor Curate Officiant Temple Vicar /
Priest / Adept Vicaress
Officiant
Priestess
Healer Prefect / Temple Priest || Warrior Wise Man /
Prefectess / Temple Priest / Wise Woman
Priestess Warrior
Priestess
Canon / Canon / Chief Priest / || Elder Sub-Prelate
Canoness Canoness Chief
Priestess

Archbishop || Archbishop [ Patriarch / Patriarch / Shrine
Matriarch Matriarch Keeper

Fane Keeper | Fane Keeper | High Priest/ || High Priest/ | High Priest/
High High High
Priestess Priestess Priestess

Great High Great High Great High

Priest / Great || Priest / Great || Priest / Great

High High High

Priestess Priestess Priestess

Grand High [ Grand High | Grand High [ Grand High || Grand High
Priest / Priest / Priest / Priest / Priest /
Grand High | Grand High | Grand High [ Grand High || Grand High
Priestess Priestess Priestess Priestess Priestess

N

—

—
—

-
i
_
_
_
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NPC D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
Leve 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00

Supreme Supreme Supreme Supreme Supreme
High Priest / | High Priest/ [ High Priest/ | High Priest/ [/ High Priest/
Supreme Supreme Supreme Supreme Supreme

High High High High High
Priestess Priestess Priestess Priestess Priestess

Holy Exarch Holy Exarch Holy Exarch Unholy Unholy

Exarch Exarch
D1v1ne Dlvme Dlvme Infernal Infernal
Exarch Exarch Exarch Exarch Exarch

Grand Divine J| Grand Divine || Grand Divine J| Grand
Exarch Exarch Exarch

Holy Holy Holy Unholy Unholy

Archcleric Archcleric Archcleric Archcleric Archcleric
18 D1V1ne D1V1ne D1v1ne Infernal Infernal

Archcleric Archcleric Archcleric Archcleric Archcleric

Level title selection complete. Once you have determine the benefactor’s level title,
you can skip down to the promised reward section. To proceed, click here.
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Table GWG2-20:

Druid Level Title Determination

To randomly determine the benefactor’s level title, roll 1D100, and read down the
appropriate column for you roll. Cross reference the result with the benefactor’s

experience level.

|
CASTLE OLDSKULL ~ GWG2 KENT DAVID KELLY



138 |

NPC D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
Level 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00
1 Aspirant Aspirant Child of Naturalist Pagan
Vortigern
2 Moonchild Ovate Ovate Sun Brother / || Sun Brother /
Sun Sister Sun Sister
3 Briar Treader [| Initiate of the [ Initiate of the J| Oak Seer / Oak Seer /
First Circle First Circle QOak Seeress Oak Seeress
Hieros Initiate of the [| Initiate of the || Thorn Thorn
Second Circle [| Second Circle || Walker Walker
5 | Arbor Keeper | Initiate of the [l Initiate of the || Stone Shaper [ Stone Shaper
Third Circle Third Circle

Faerie Caller J| Initiate of the J| Wicker Man / || Wicker Man / || Willow
Fourth Circle || Wicker Wicker Druid /
Woman Woman Willow
Druidess
7 || Bear Druid Initiate of the || Primal Druid [l Shape Shifter | Skin Wearer
Fifth Circle / Primal
Druidess

Initiate of the | Lightning Lightning Storm Storm
Sixth Circle || Caller Caller Bringer Bringer

Ash Druid / Ash Druid / Initiate of the [ Initiate of the [ Initiate of the
Ash Druidess | Ash Druidess || Seventh Seventh Seventh
Circle Circle Circle

10 Initiate of the J| Initiate of the || Rowan Druid J| Rowan Druid §| Rowan Druid

Eighth Circle | Eighth Circle J//Rowan / Rowan / Rowan
Druidess Druidess Druidess
11 Dryw Grove Druid | Initiate of the | Initiate of the J| Yew Druid /
/ Grove Ninth Circle [ Ninth Circle [ Yew
Druidess Druidess
12 Druid / Druid / Druid / Druid of the || Druid of the

Druidess Druidess Druidess Sacred Grove [ Sacred Grove
/ Druidess of ||/ Druidess of
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the Sacred the Sacred
Grove Grove
NPC D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
Level 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00
Archdruid / Archdruid / Archdruid / Archdruid / Archdruid /
Arch- Arch- Arch- Arch- Arch-

druidess druidess druidess druidess druidess

Great Druid / || Great Druid / || Great Druid / || Great Druid / || Great Druid /
Great Great Great Great Great
Druidess Druidess Druidess Druidess Druidess

. Grand Druid } Grand Druid | Grand Druid J Grand Druid | Grand Druid

/ Grand / Grand / Grand / Grand / Grand

13
14
15

Druidess Druidess Druidess Druidess Druidess
16

Grand Druid J|Grand Druid || Hierophant [ Hierophant || Hierophant
Elder / Grand || Elder / Grand || Druid / Druid / Druid /

Druidess Druidess Hierophant [ Hierophant || Hierophant
Elder Elder Druidess Druidess Druidess

17 | Hierophant [ Hierophant [ Hierophant [ Hierophant [ Hierophant
Initiate of the Cairn || of the Cairn [l of the Waters | of the Waters

18 | Hierophant [l Hierophant [ Hierophant [ Hierophant [ Hierophant
Adept Adept of the Pyre of the Pyre of the

Whirlwind

Level title selection complete. Once you have determine the benefactor’s level title,
you can skip down to the promised reward section. To proceed, click here.

|
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Table GWG2-21:

Fighter Level Title Determination

To randomly determine the benefactor’s level title, roll 1D100, and read down the
appropriate column for you roll. Cross reference the result with the benefactor’s

experience level.

D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
Leve 01 to 20 21to 40 41 to 60 61 to 80 81 to 00

Armsman / Footman / Guardsman / || Petty Sergeant | Veteran
Armswoman J| Footwoman Guards-
woman

Junior Legionnaire | Sergeant Warrior Watchman /
Lieutenant Watch-
woman

Fletcher Lieutenant Senior Skull Crusher [ Swordsman /
Sergeant Swords-
woman
Gladiator / Hero / Sergeant of || Steward Sword-
Gladiatrix Heroine Arms master

5 Captain Castellan High Swashbuckler | Victorious
Steward Gladiator /
Victorious
Gladiatrix
Steward Castellan Bladesman Captain

Captain of Champion Vaunted Vaunted Chief [| Vaunted
Arms Captain Steward Grand
Castellan

Arrowsmith [ Elite Captain || Entrusted Entrusted Superhero /
Chief Grand Super-
Steward Castellan heroine
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D100 Roll D100 Roll
61 to 80 81 to 00
Lord / Lady Lord / Lady

High Lord High Lord

NPC || D100 Roll D100 Roll D100 Roll
Level 01 to 20 21 to 40 41 to 60
Archer Lord /Lady ||Lord/Lady

High Lord High Lord

Archer General Vice Marshal
Knight

2 | Archer Lord Marshal

High High

£l
2
=

Warlord

Marshal

Lord Marshal | Lord

/ Lady Marshal /

Marshal Lady
Marshal

Warlord Warlord
Overlord / Overlord /
Dame Dame

Archer Grand Grand
Grand Marshal Marshal
Master Overlord Overlord

Grand Grand Grand Grand
Overlord / Overlord / Overlord / Overlord / Overlord /
Grand Dame J| Grand Dame || Grand Dame [ Grand Dame Grand Dame
Overlord Overlord Overlord Overlord Overlord

Warlord

Supreme Supreme Supreme Supreme Supreme
Overlord / Overlord / Overlord / Overlord / Overlord /
Supreme Supreme Supreme Supreme Supreme
Dame Dame Dame Dame Dame
Overlord Overlord Overlord Overlord Overlord

Level title selection complete. Once you have determine the benefactor’s level title,
you can skip down to the promised reward section. To proceed, click here.
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Table GWG2-22:

Hunter Level Title Determination

To randomly determine the benefactor’s level title, roll 1D100, and read down the

appropriate column for you roll. Cross reference the result with the benefactor’s

experience level.

D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
Leve 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00
Beast Beast Hound Wllderlander Wllderlander
Handler Handler Tarner
Hound Tracker Tracker Wllderland Wllderland
Kee per Surv1vor Surv1vor
Herdhan Hound Hound Wilderland Wilderland
Master Master Tracker Tracker
War Hound War Hound W11der1and W11der1and W11der1and
Master Master Gulde Gulde Gulde
Beast Keeper | Beast Keeper || Huntsman/ [ Huntsman/ Huntsman /
Hunts- Hunts-woman [| Hunts-
woman woman

Prey Chaser || Prey Chaser | Prey Pacer Veteran Veteran
Huntsman / Huntsman /
Veteran Veteran
Hunts-woman J| Hunts-
woman
Beast Tamer || Master Master Prey Stalker Prey Stalker
Huntsman/ JHuntsman /
Master Master
Hunts- Hunts-
woman woman
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NPC | D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll

Level 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00

Beast Trainer [ Dire Beast Hunter / Hunter / Master Prey
Tamer Huntress Huntress Stalker

Beast Master || Beast Master || Dire Beast Hunt-master / || Hunt-master
Trainer Hunt-mistress [/ Hunt-
mistress
Great Hunt- ] Lord of the Lord of the | Supreme Beast | Wild Runner
master / Wilds / Lady || Wilds / Lady | Master
Great Hunt- || of the Wilds || of the Wilds
mistress

Grant Hunt- | Grant Hunt- ] Master of the || Master of the [ Spectral
master / master / Hound
Grand Hunt- | Grand Hunt- Tamer

mistress mistress

“
‘
12 | Great Master | Great Master |l Great Master | Spectral Spectral
of the Hunt/ || of the Hunt/ | of the Hunt/ | Hound Keeper || Hound
Great Great Keeper
Mistress of Mistress of Mistress of
the Hunt the Hunt the Hunt
I
|i

Grand Grand Master || Spectral
Master of the ||| of the Hunt / Hound
Hunt/ Grand Master
Grand Mistress of the

Mistress of Hunt

the Hunt

Brother of Brother of Brother of Brother of Brother of
Lord Herne / | Lord Herne /
Sister of Lord J| Sister of Lord

Lord Herne / || Lord Herne / Lord Herne /
Sister of Lord || Sister of Lord || Sister of
Lord Herne

15 | Champion of J Champion of J| Champion of || Chosen of Chosen of
Lord Herne Lord Herne Lord Herne Lord Herne Lord Herne
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NPC D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll

Level 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00
Heir to Lord [ Heir to Lord || Heir to Lord | Heir to Lord Heir to Lord
Herne / Herne / Herne / Herne / Herne /

Heiress to Heiress to Heiress to Heiress to Heiress to
Lord Herne Lord Herne Lord Herne Lord Herne Lord Herne

Level title selection complete. Once you have determine the benefactor’s level title,
ou can skip down to the promised reward section. To proceed, click here.
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Table GWG2-23:

Ilusionist Level Title Determination

To randomly determine the benefactor’s level title, roll 1D100, and read down the
appropriate column for you roll. Cross reference the result with the benefactor’s

experience level.

NPC D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
Level 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00
1 | Apprentice Apprentice Cantrip Daydreamer | Shadow
Trickster Trickster Crafter Prentice
2 Cantrip Dreamer Evoker of Minor Minor
Master Shadows Trickster Trickster
3 Dream- Ethereal Shadow Trickster Trickster
lander Wanderer Conjurere
Dream- Face Dancer [ Master Master Mist Weaver
lander of Dreamer Trickster
Pnath
5 Cabalist Cerenarian Hypnotist Magician of Veilist
Dream- Shadowry
lander

Dream- Master Mesmerist Shadow Visionary
lander of Cabalist Weaver
Sarkomand

7 Dream Dream- Master Phantasmist Shadow
Enchanter / lander of Visionist Summoner
Dream Leng
Enchantress
Apparition- | Dream- Enthraller Master Spectralist
ist lander of Phantasmist

Hatheg-Kla
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NPC D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
Level 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00

Dream- Master Shadow Spellbinder Spellbinder
lander of Apparition- | Sorcerer /
Carcosa ist Shadow

Sorceress
Dream- Eidolon [lusionist [lusionist Master Spell-
lander of binder
Kadath

1
1
1
1

Dream- Master Master Phantsma- Shadow

lander of the [ Illusionist [lusionist gorian Wizard /

Beyond Shadow
Wizardess

Shadow
Wizardess

Astral Dream- Grand Grand Master || Great
Walker lander of Master Illusionist Wizard of
Nepenthe [usionist Twilight /
Great
Wizardess of

Twilight
1 Grand Master Nightmare Wish Bringer | Wish Bringer
Umbral Dream- Bringer
Wizard / lander
Grand
Umbral
Wizardess

CASTLE OLDSKULL ~ GWG2 KENT DAVID KELLY
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2 Dream- Grand Grand Great Master Master

lander of the [ Phantasma- Phantasma- Ilusionist Shadow

Crawling gorian gorian Wizard /
Chaos Master
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NPC D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
Level 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00

15 | Great Master | Great Master [l Supreme Supreme Supreme
Dream- Dream- Wizard of Wizard of Wizard of
lander lander Shadows / Shadows / Shadows /

Supreme Supreme Supreme
Wizardess of || Wizardess of Wizardess of
Shadows Shadows Shadows

16 | Grand Grand Shadow Shadow Mage || Shadow
Master Master Mage Magus
Dream- Dream-
lander lander

n

18 | Archmage of || Archmage of | Archmage of || Archmage of | Archmage of
Shadowry Shadowry Shadowry Shadowry Shadowry

Level title selection complete. Once you have determine the benefactor’s level title,

you can skip down to the promised reward section. To proceed, click here.

Table GWG2-24:

Jester Level Title Determination

To randomly determine the benefactor’s level title, roll 1D100, and read down the
appropriate column for you roll. Cross reference the result with the benefactor’s

experience level.

|
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NPC || D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
Level 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00
1 | Jester Jester Village Idiot Wag
Apprentice Apprentice

3 Entertainer Entertainer Knife
Thrower
Dark Fire Walker || Harlequin
Entertainer
5 Clown Commedia Commedia
Jester Jester
EI uggler Riddler Riddler

Knave

Wit

Trouper

Masquer Tumbler

Harlequin Tightrope

Walker

Sword
Swallower

Fire Dancer

Zanni of
Pedrolino

Zanni of
Brighella

Torch Juggler

—

Zanni of
Arlecchino

Fool Knife Juggler || Master of Merryandrew | Vecchi of
Arlecchino / Merry- Pantalone

andrea
Grand Joker Master of Wonder Vecchi of il
Master of Punchinello [ Bringer Dottore
Arlecchino

7 Buffoon Inamorato of | Torch
Colombina Juggler

Commedia Harbinger of || Jester Troupe Master | Wonder

Capitan Misrule / Troupe Maker

Mistress

0
1 [ CourtJester [ CourtJester [ Disciple of Grand
Misrule Commedia
Capitan
2

I Death Dancer
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13 Royal Jester Royal Jester
Misrule / Misrule /
Lady of Lady of
Misrule Misrule

I Lord of the Lord of the | Nightmare Prince of Fools | Prince of

Danse Danse Puppet / Princess of Fools /
Macabre / Macabre / Master Fools Princess of
Lady of the | Lady of the Fools
Danse Danse

Macabre Macabre

King of the King of the King of the King of the King of the

Fools / Queen }| Fools / Fools / Fools / Queen | Fools/

of the Fools Queen of the [ Queen of the | of the Fools Queen of the
Fools Fools Fools

Level title selection complete. Once you have determine the benefactor’s level title,
you can skip down to the promised reward section. To proceed, click here.

Table GWG2-25:

Magic-User Level Title Determination

To randomly determine the benefactor’s level title, roll 1D100, and read down the
appropriate column for you roll. Cross reference the result with the benefactor’s

experience level.

|
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NPC

Apprentice

Enchanter
Adept /
Enchantress
Adept

Alchemist

Master
Sorcerer /
Mistress
Sorceress

Arcane
Necro-
mancer

Familiar
Seeker

Arcane Seer

Conjurer

Elementalist

Geomancer

Geomancer
Adept

Warlock /
Great Witch

Master
Sorcerer /
Mistress
Sorceress

Arcane
Necro-
mancer

CASTLE OLDSKULL ~ GWG2

w
“

Dweomer
Crafter

w

Master
Theurgist

Magician

Master
Geomancer

Master
Enchanter /
Mistress
Enchantress

Master
Summoner

Necro-
mancer

Master
Alchemist

D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
1 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00

Prentice

Presti-
digitator
Promising
Medium

Reagent
Gatherer

Glassblower

Master
Evoker

Master
Conjurer

Theurgist

Pyromancer | Thauma-

turgist
Master

Thauma-
turgist

Pyromancer
Adept

Master Master
Pyromancer || Magician
Warlock /
Witch

Summoner

Sabbat
Warlock /
Sabbat Witch

Sorcerer /
Sorceress

Senior
Alchemist

Necro-
mancer

Wizard /
Wizardess

Wizard /
Wizardess
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NPC D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
Level 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00
12 Grand Grand Master Master Master
Master Master Wizard / Wizard / Wizard /

Alchemist Alchemist Mistress Mistress Mistress
Wizardess Wizardess Wizardess

Great Wizard J| Great Wizard [l Demon- Demon- Diabolist
/ Great / Great ologist ologist
Wizardess Wizardess

Demon- Demon- Diabolist Grand Grand

ologist Adept | ologist Adept || Adept Wizard / Wizard /
Grand Grand
Wizardess Wizardess

Master Master Master Supreme Supreme

Demon- Demon- Diabolist Wizard / Wizard /

ologist ologist Supreme Supreme
Wizardess Wizardess

©
7 | Dread Mage | Dread Magus || Grand Mage [ Grand Mage | Grand Magus
18

Level title selection complete. Once you have determine the benefactor’s level title,

you can skip down to the promised reward section. To proceed, click here.

Table GWG2-26:

Monk Level Title Determination

To randomly determine the benefactor’s level title, roll 1D100, and read down the
appropriate column for you roll. Cross reference the result with the benefactor’s

experience level.
.
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NPC D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll

Level 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00

1 Drunken Luctator Novice of the || Novice of the || Novice of the
Boxer Fist Foot Iron Will

Aspirant Initiate of the || Initiate of the || Initiate of the J| Novice

Brother / Fist Foot Iron Will Brother /
Aspirant Novice Sister
Sister

Brother of the || Brother of the || Brother of the || Martial Artist || Pankrator
Fist / Sister of || Foot / Sister Iron Will /
the Fist of the Foot Sister of the

Iron Will

Disciple of Disciple of Disciple of Elder Brother | Mind Veiler
the Fist the Foot the Iron Will [/ Elder Sister

Brother Brother Immaculate | Immaculate [ Psychic
Superior / Superior / Warrior
Sister Sister

Superior Superior

Brother Brother Immaculate Immaculate Prior /

Magister / Magister / Superior Superior Prioress
Sister Sister

Magistress Magistress

7 Calcitro Master of the || Master of the | Master of the || Transcend-
Fist Foot Iron Will ent Monk

Abbott / Superior Superior Superior Superior
Abbess Master of the || Master of the || Master of the J| Master of the
Foot Iron Will

Master of the | Master of Master of the J| Master of the | Transcend-
Boreal Realm [ Dragons / North Wind | North Wind | ent Master
Mistress of

Master of the || Master of the || Master of the || Master of the J| Master of the
Twilight Twilight West Wind West Wind West Wind

Realm Realm

(=)

S I I I
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Level

Master of the

Burning
Realm
. Master of the

Dawning
Realm

'

14 Master of
Autumn

Master of the || Master of the || Master of Master of Master of
Eternal Sun Eternal Sun Summer Summer Summer

16 Master of
Spring
Grand
Master of
Dragons

Ascendant

Grand
Master

D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
01 to 20 21 to 40 41 to 60 61 to 80 81 to 00

3 Master of the [ Master of the || Master of Master of Master of
Boreal Spirits || Boreal Spirits || Winter Winter Winter

Master of

Master of the
South Wind

Master of the
South Wind

Master of the
South Wind

Master of the
Burning
Realm

Master of the
Dawning
Realm

Master of the
East Wind

Master of the
East Wind

Master of the
East Wind

Master of the
Falling
Leaves

Master of the
Falling
Leaves

Master of

Autumn Autumn

Master of the
Verdant
Realm

Grand
Master of
Flowers

Master of the
Verdant
Realm

Grand
Master of
Flowers

Master of
Spring

Master of
Spring

Grand
Master of
Dragons

Grand
Master of
Dragons

Glorious

Grand
Master

Glorious

Grand
Master

Ascendant
Grand
Master

Ascendant

Grand
Master

Level title selection complete. Once you have determine the benefactor’s level title,

you can skip down to the promised reward section. To proceed, click here.
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Table GWG2-27:

Mountebank Level Title Determination

To randomly determine the benefactor’s level title, roll 1D100, and read down the
appropriate column for you roll. Cross reference the result with the benefactor’s

experience level.

NP D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll

Leve 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00
Charlatan Charlatan Cozener Mounte-bank J| Mounte-bank
Prentice Prentice Prentice Prentice

Cheat Double Double Gambler Veteran
Dealer Dealer Hoaxer
Con Man / Fraud Hoax Master [ Palmer Veteran
Con Woman Gambler
Con Artist Defrauder Disguise Master Master
Artist Gambler Gambler
eluder Master Master of Master of Schemer
Defrauder Disguise Disguise
Adept Deceiver Deceiver Grand Master
Schemer Master of Deluder
Disguise
Forger Impostor Impostor Master Master
Deceiver Schemer
Grifter Master Mis- Mis- Supreme
Forger directionist directionist Deceiver
10 | Master Master Mis- || Swindler Swindler Uncanny
Grifter directionist Impostor

C

1
1
3
5
7
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D100 Roll
21 to 40

Charlatan

D100 Roll
41 to 60

Master
Impostor

e
® .
=
o]
2L
)
=

D100 Roll D100 Roll
61 to 80 81 to 00
Master Master
Swindler Swindler

NPC D100 Roll
Level 01 to 20
Charlatan

Charlatan

13 Grand
Charlatan

Master Mounte-bank [l Mounte-bank | Mounte-bank

Charlatan
Grand Master Master Master

Charlatan Mounte-bank [ Mounte-bank J| Mounte-bank
14 | Great Master [| Great Master || Grand Kingmaker / | Kingmaker /
Mounte-bank J| Mounte-bank [ Mountebank [ Queen-maker J| Queen-maker

Grand Grand Power Power Power
Master Master Behind the Behind the Behind the
Mounte-bank J| Mounte-bank J| Throne Throne Throne

Level title selection complete. Once you have determine the benefactor’s level title,

you can skip down to the promised reward section. To proceed, click here.

Table GWG2-28:

Mystic Level Title Determination

To randomly determine the benefactor’s level title, roll 1D100, and read down the
appropriate column for you roll. Cross reference the result with the benefactor’s

experience level.

|
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D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
01 to 20 21 to 40 41 to 60 61 to 80 81 to 00

Fortune’s Fortune’s Son || Leaf Reader Questioner Questioner
Son / / Fortune’s

Fortune’s Daughter

Daughter

NPC
Level
1

2 Fortune Questioner of || Seeker of Seeker of Seeker of
Finder Spirits Mysteries Mysteries Truth
3 Crystal Gazer | Far Seeker of | Far Seeker of [ Fortune Questioner of
Mysteries Truth Teller Souls
Augur Auspicier Empath Master Soothsayer
Fortune
Teller
5 Clairvoyant [ Diviner Haruspex Soothsayer Vestal
Adept
Foreteller of | Oracle Seer Sibyl True
Mysteries Soothsayer
7 | Devout Seer [ Foreteller of || Great Oracle [ Great Oracle | Lama
Secrets
Elder Lama | Foreteller of | Grand Oracle [ Prophesier Revelator
Omens
Foreteller of | Grand Mumined Sacred Oracle || Sacred Oracle
Truths Prophesier Revelator
10 | Divine Divine Enlightened | Foreteller of | Prophet/
Oracle Oracle Revelator Revelations | Prophetess
11 | Foreteller of J| High Prophet || High Prophet | Mystic Mystic
Ages / High / High
Prophetess Prophetess
Foreteller of | Sacred Sacred Mystic | Sacred Sacred
Worlds Mystic Prophet / Prophet /
Sacred Sacred
Prophetess Prophetess
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NPC || D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
Level 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00

13 | Divine Divine Divine Mystic || Foreteller of | Foreteller of
Mystic Mystic the Planes the Planes

Enlightened | Enlightened || Enlightened | Foreteller of | Foreteller of
Prophet / Prophet / Prophet / the Planar the Planar

Enlightened [ Enlightened | Enlightened [ Truths Truths
Prophetess Prophetess Prophetess

Divine Divine Divine Foreteller of | Foreteller of
Prophet / Prophet / Prophet / Eternity Eternity
Divine Divine Divine

Prophetess Prophetess Prophetess

Level title selection complete. Once you have determine the benefactor’s level title,
you can skip down to the promised reward section. To proceed, click here.

Table GWG2-29:

Paladin Level Title Determination

To randomly determine the benefactor’s level title, roll 1D100, and read down the
appropriate column for you roll. Cross reference the result with the benefactor’s

experience level.

NPC D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
Level 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00
1 Gallant Gallant Palatine Palatine Palatine
Armiger Lancer Lancer
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NPC D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
Level 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00
2 | Gallant Keeper of the || Keeper of the | Keeper of the | Palatine
Valorous Faith Light Truth Scutifer
Gallant Palatine Palatine Protector / Protector /
Dauntless Esquire Esquire Protectress Protectress
/ Palatine

Crusader Defender Defender Defiant
Dame Errant

Great Hospitaller Palatine Veteran Warder
Crusader Knight Defender
Bachelor /
Grand
Palatine
Dame Errant
Grand Guardian Knight Palatine Templar
Crusader Hospitaller Knight /
Dame
Palatine

Grand Knight Paladin Palatine Veteran
Palatine Templar Chevalier Knight Guardian
Knight / Hierarch /
Grand Dame Palatine
Palatine Dame

Hierarch

Grand Grand Justiciar Justiciar Palatine
Guardian Guardian Banneret

Paladin Paladin Palatine
Knight
Commander
/ Palatine
Dame
Commander

CASTLE OLDSKULL ~ GWG2 KENT DAVID KELLY
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Palatine
Knight Errant
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i

High Justiciar J| High Justiciar




10 J Grand
Justiciar

Grand
Palatine
Knight
Commander
/ Grand
Palatine
Dame
Commander

Grand
Master
Paladin /
Grand Dame
Paladin

11 | Grand
Master
Paladin /
Grand Dame

Paladin

Lord Marshal
Paladin

Palatine
Grand
Commander

Palatine
Grand
Commander

= = [

Supreme
Paladin
Overlord

Supreme
Paladin
Overlord

NPC D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
Level 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00

12 | Paladin High | Paladin High | Paladin High J Paladin Vice [ Paladin Vice
Lord Lord Lord Marshal Marshal
3 Paladin Paladin Paladin Paladin Paladin
Warlord Warlord Warlord Marshal Marshal
Paladin Paladin Paladin High [ Paladin High
Overlord Overlord Warlord Warlord

| 163

Lord of the Paladin Lord || Paladin Lord
Garde / Lady ||/ Lady / Lady
of the Garde [ Paladin Paladin

hﬁ

Grand
Master
Paladin /
Grand Dame
Paladin

Palatine
Grand
Marshal

Supreme
Paladin
Overlord

Palatine
Grand
Marshal

Supreme
Paladin
Overlord

Palatine
Grand
Marshal

Supreme
Paladin
Overlord

Level title selection complete. Once you have determine the benefactor’s level title,

you can skip down to the promised reward section. To proceed, click here.
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Table GWG2-30:

Ranger Level Title Determination

To randomly determine the benefactor’s level title, roll 1D100, and read down the
appropriate column for you roll. Cross reference the result with the benefactor’s

experience level.

NPC D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
Level 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00

Frontiers- Guardian Orc Slayer Strider Strider
Forester
3 Highland Scout Woodsman/ || Woodsman /
Strider Woods- Woods-
woman woman
Backwoods- || Backwoods- [ Courser Ogre Killer Veteran
man / Scout
Backwoods-
woman
-

Tracker Trapper Veteran Wilds Stalker
Courtser
Backwoods | Backwoods [ Backwoods Guide Guide
Tracker Tracker Trapper
7 Backwoods Pathfinder Pathfinder Stalker Troll Slayer
Guide
Backwoods [l Backwoods Giant Killer J Ranger / Ranger /
Pathfinder Stalker Rangeress Rangeress

Ranger Ranger Ranger Ranger Ranger
Guardian Guardian Knight Knight Knight
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NPC || D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
Level 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00
10 | Ranger Ranger Ranger of the j|Ranger Lord [l Ranger Lord
Champion Champion Elven
Conclave Rangeress Rangeress
-

‘ / Lady / Lady
1 | Ranger of the | Ranger of the || Ranger High [ Ranger High [ Ranger High
Elf Lords Elf Lords Lord Lord Lord

12 Ranger of the Ranger Ranger Ranger Ranger
Elven-queen J Warlord Warlord Marshal Marshal
Ranger High J Ranger Lord [ Ranger Lord J Ranger Ranger
Warlord Marshal Marshal Overlord Overlord

14 Heir to the Heir to the Heir to the Heir to the Heir to the
Dunedai / Dunedai / Dunedai / Dunedai / Dunedai /

p—
(60 ]

Heiress to the || Heiress to the || Heiress to the J| Heiress to the || Heiress to the
Dunedai Dunedai Dunedai Dunedai Dunedai
15 Prince of the || Prince of the || Prince of the [ Prince of the || Prince of the
Dunedai / Dunedai / Dunedai / Dunedai / Dunedai /
Princess of Princess of Princess of Princess of Princess of
the Dunedai || the Dunedai [ the Dunedai Jthe Dunedai |J|the Dunedai
16 | King of the King of the King of the King of the King of the
Dunedai / Dunedai / Dunedai / Dunedai / Dunedai /
Queen of the | Queen of the [ Queen of the J Queen of the [ Queen of the
Dunedai Dunedai Dunedai Dunedai Dunedai
High Queen [ High Queen | High Queen [ High Queen [ High Queen

of the of the of the of the of the
Dunedai Dunedai Dunedai Dunedai Dunedai

17 | High King of | High King of | High King of J| High King of || High King of
the Dunedai / || the Dunedai / || the Dunedai/ | the Dunedai/ || the Dunedai /

Overqueen of || Overqueen of || Overqueen of || Overqueen of | Overqueen of

the Dunedai J the Dunedai [|the Dunedai [ the Dunedai [|the Dunedai

18 | Overking of [ Overking of [ Overkingof [ Overkingof [ Overking of
the Dunedai / || the Dunedai / || the Dunedai / || the Dunedai / || the Dunedai /
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Level title selection complete. Once you have determine the benefactor’s level title,

you can skip down to the promised reward section. To proceed, click here.

Table GWG2-31:

Savant Level Title Determination

To randomly determine the benefactor’s level title, roll 1D100, and read down the
appropriate column for you roll. Cross reference the result with the benefactor’s

experience level.

Apprentice Apprentice Arcane Arcane Scholar’s
Chiromancer || Chiromancer [ Scribe Scribe Apprentice
Arcane Arcane Chiro- Chiro- Scholar’s
Scrivener Scrivener mancer mancer Scribe
Chiro-mancer [| Chiro-mancer J| llluminator Illuminator Scholar’s
Adept Adept Disciple
Master Chiro- || Master Chiro- J|Omen Omen Seeker || Scholar
mancer mancer Seeker

Astrologer Astrologer Omen Omen Sophister
Reader Reader

Master Master Omen Omen Sophister

Astrologer Astrologer Bringer Bringer Adept

Master Noble Noble Philosopher | Philosopher

Sophister Astrologer Astrologer

Great Magnus Magnus Royal Royal

Philosopher Astrologer Astrologer

EEEENE "

3
7
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Grand
Philosopher

Arcane
Occultist

Occultist Occultist

Master Master
Savant Savant

Grand Grand
Savant Savant

Master Sage [ Master Sage

Master
Occultist

Grand
Savant

Grand Sage Grand Sage

Grand Savant

Grand Savant

Supreme
Savant

Supreme
Savant

Supreme
Savant

Supreme
Savant

Supreme
Savant

Sage and
Magus

Sage and
Magus

Sage and
Magus

Sage and Sage and
Magus Magus

Master Sage
and Magus

Master Sage
and Magus

Master Sage
and Magus

Master Sage
and Magus

Master Sage
and Magus

Grand Sage
and Magus

Grand Sage
and Magus

Grand Sage
and Magus

Grand Sage
and Magus

Grand Sage
and Magus

Level title selection complete. Once you have determine the benefactor’s level title,
ou can skip down to the promised reward section. To proceed, click here.

Table GWG2-32:

Thief Level Title Determination

To randomly determine the benefactor’s level title, roll 1D100, and read down the
appropriate column for you roll. Cross reference the result with the benefactor’s

experience level.
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NPC D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
Level 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00

Alley Cat Lock Breaker

Beggar Thief || Dungeon Trap

Scout Springer

Black Cat Footpad Lock Picker [ Rogue Trap Finder
Freebooter m Marauder Skulker

Robber Shadow Smuggler
Skulker

Backstabber || Burglar Master Outlaw
Smuggler

Burglar- Desperado Filcher Filcher

Acrobat

Pilferer Reaver Second-Story [ Sharper
Thief

Cat Burglar || Shadow Shadow Shadow
Reaver Reaver Reaver

Thief Thief

N

o S S I A I I 2

5 Ambusher

Burglar-
Acrobat

7 Pilferer

Cat Burglar

Master Cat Master Master
Burglar Reaver Reaver

0 |JMaster Master Master Thief [l Master Thief J|Master Thief-
Bandit Brigand Acrobat
1 | Bandit Lord [ BanditLord [ Brigand Lord || Grand Grand
Master Thief [ Master Thief

Supreme Supreme Supreme Supreme Supreme
Master Thief J| Master Thief | Master Thief [ Master Thief | Master Thief

—

3 Stealer of Stealer of Stealer of Stealer of Stealer of

Shadows Shadows Shadows Shadows Shadows
Lord of Lord of Lord of Lord of Lord of
Thieves / Thieves / Thieves / Thieves / Thieves /

Lady of Lady of Lady of Lady of Lady of

Thieves Thieves Thieves Thieves Thieves
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D100 Roll D100 Roll D100 Roll D100 Roll D100 Roll
Leve 01 to 20 21 to 40 41 to 60 61 to 80 81 to 00
Prince of Prince of Prince of Prince of Prince of
Thieves / Thieves / Thieves / Thieves / Thieves /
Princess of Princess of Princess of Princess of Princess of
Thieves Thieves Thieves Thieves Thieves
King of King of King of King of King of
Thieves / Thieves / Thieves / Thieves / Thieves /

Queen of Queen of Queen of Queen of Queen of
Thieves Thieves Thieves Thieves Thieves

Level title selection complete. Once you have determine the benefactor’s level title,

you can skip down to the promised reward section. To proceed, click here.

And now that you know the benefactor’s basic parameters, you can continue with the
creation of your adventure outline. These NPC basics should give you a good character
sketch which you can hang all of your details off of.

|
CASTLE OLDSKULL ~ GWG2 KENT DAVID KELLY



170 | Page

If you want to fully flesh out the benefactor as a unique personality, you can certainly
do so now. And if you more assistance in that regard, you can refer to supplement DDE1

for much more information on detailing every aspect of an NPC.
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THE BENEFACTORS
PROMISED REWARD

In a great many campaigns, PCs who perform quests are rewarded in the coin of the
realm: Gold Pieces (GP). After all, who wouldn’t be strongly tempted to risk their life if
a huge pile of gold was offered to the victorious and the triumphant? But as a campaign
proceeds, the “gold for your services” trope can become less fantastical, and more like a
pay-on-delivery salary dished out to at-will employees on the run. It all becomes a little
corporate and too 21st century, don’t you think? Especially in a fantasy game emulating

the world’s greatest myths and fairytales. We can do better here, by far.

If you're fine with always offering gold to the PCs, you can safely skip this section
and proceed to the next. But, if you're more like me — you want to entice the players in
unexpected ways, but you just don’t always think of how to do that on the spur of the
moment — you might want to make use of the table below. This system gives you a more
realistic, flexible, unusual and role-playing friendly approach, where the benefactor
offers goods, services, promises, honorifics, and just about anything else they can think

of to sway the mercenary PCs to their oh-so-worthy (and ultra-violent) cause.

For most adventure scenarios, I recommend that you roll on this table 1D4+1 times,
and then drop any options that seem redundant or too powerful. For example, you will
want to be careful with the divine rewards that give a permanent +1 bonus to ability

scores; you can tone that down to a month-long aura benefit or whatever.

But in almost all cases, I leave the details of the reward up to you. It’s fine if the PCs
are paid in rare spices ... but how much are the spices worth? 1,000 GP? 25,000 GP?
Does the value fluctuate depending on the realm, the city, the buyer, supply and demand,
or even the season of the year? That is all for you to decide. I would encourage you to
keep the values of exotic goods and objects fairly low (so as not to disrupt the campaign
with overpowered rewards), while also making the players raise their eyebrows a bit at
the generousness of the benefactor’s offer. Every PC has a price, and that price will

increase over time as the adventurers become more powerful and gold hungry.
- |
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Your players will respond to different rewards in different ways. To some, a
knighthood and honorary “Sir” will seem inconsequential, while to others it may
resonate to such a degree that they become proud, more invested, and interested in the

urban and noble aspects of your campaign.
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If you're still squeamish about offering lavish rewards to the PCs, I would offer you
the following reminders for consideration: [1] The PCs only get the reward if they fulfill
the quest. Sometimes, you're offering a reward that the PCs might never get, just to
encourage them to get to the adventure wilderness region and dungeon locale. [2] Some
of the coolest rewards give PCs things they might not purchase for themselves, while also
opening up further aspects of the campaign. If your PCs are given pegasi, will they
become interested in aerial adventures? If they are given hippocampi, will they become
interested in ocean adventures? You never know until you try, and eventually these
fantastic beasts will probably be killed off. And my personal favorite, [3] The
Questionable Legacies section of the table below is a beautiful thing, because it gives
rewards that are both a blessing and a curse. Try one of these as soon as you can, to see

how your players react.

Sometimes, attaining a reward is actually worse than never attaining it at all ...

Table GWG2-33:

Promised Rewards for Quest Completion

For each use of this feature, roll 1D1000 and consult the following table:

D1000 || Reward Type Reward Subtype and Description
Roll

001 to 007 || Beneficial Spell Divination spell (of great power)
Casting

008 to 014 || Beneficial Spell Heal spell (or gold equivalent if not needed)
Casting

015 to 021 || Beneficial Spell Limited Wish spell
Casting

022 to 028 || Beneficial Spell Magical identification of all magic items
Casting
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D1000
Roll

029 to 035

Reward Type Reward Subtype and Description

Beneficial Spell Resurrection spell (or gold equivalent if not
Casting needed)

Beneficial Spell Wish spell

Casting

Blessing From a divine or infernal power
Blessing From a temple and priesthood

Boon / Advantage [ Divine or infernal gift of awareness (+1
Intelligence)

036 to 042

043 to 049
050 to 056
057 to 063

064 to 070
071 to 077

Boon / Advantage [ Divine or infernal gift of celerity (+1 Dexterity)

Boon / Advantage [ Divine or infernal gift of endurance (+1
Constitution)

Boon / Advantage [ Divine or infernal gift of fate (opportunity to reroll
PC hit points, and accept the new result if higher)

Boon / Advantage [ Divine or infernal gift of inspiration (+1 Charisma)

078 to 084

085 to 091
092 to 098
099 to 105
106 to 120
121 to 127
128 to 134
135 to 141
141 to 148
149 to 155

Divine or infernal gift of might (+1 Strength)

Boon / Advantage

Boon / Advantage [ Divine or infernal gift of revelation (+1 Wisdom)

Boon / Advantage [ Glory and knowledge (Experience Point award)

City State Power Admittance into cabal / guild / order

City State Power Agreement / alliance / oath

City State Power Borderland grant / baronetcy

City State Power Knighthood

Overlord’s boon (permanent discount on
purchased goods)

City State Power Public proclamation of acclaim (increase of Social
Standing)

City State Power

156 to 162

163 to 169
170 to 176
177 to 183
184 to 190

Favor / Debt Escort to land of preference by caravan
Favor / Debt Escort to land of preference by soldiers

Favor / Debt Forgiveness of debt or obligation

Favor / Debt

From a demi-human enclave
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D1000 || Reward Type Reward Subtype and Description
Roll

(o8 0205 | Favor et From gt or g maser ]

I 234 to 240 || Favor / Debt From an allied / friendly faction
241 to 247 || Favor / Debt From the benefactor’s clan, family, order, etc.

248 to 254 || Favor / Debt From the benefactor’s government, ruler, liege, etc.
255 to 261 | Favor / Debt Passage to land of preference by airship
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D1000 || Reward Type Reward Subtype and Description
Roll

262 to 268 m Passage to land of preference by ship

367 to 373 m Leading to an unmined precious metal lode
374 to 380 w Leading to an unusual hidden resource (furs,
healing herbs, reagents, spices, etc.)

388 to 394 | Information Password to a powerful secret society or
institution

402 to 408 || Loyal Follower w
409 to 415 m Automaton or living statue

430 to 436 m Cavalier henchman

437 to 443 m Cleric henchman
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Reward Type Reward Subtype and Description

D1000
Roll

444 to 450
451 to 457
458 to 464
465 to 471
472 to 478
479 to 485
486 to 492
493 to 499
500 to 506
507 to 513
514 to 520
521 to 527
528 to 534
535 to 541
542 to 548
549 to 555
556 to 562
563 to 569
570 to 576
577 to 583
584 to 590
591 to 597
598 to 604
605 to 611
612 to 618
619 to 625
626 to 632
633 to 639

Loyal Follower Hunting dogs or war dogs

Loyal Follower Illusionist henchman

Loyal Follower Jester henchman

Loyal Follower Magic-user henchman

Loyal Follower Monk henchman
Loyal Follower Mountebank henchman

Loyal Follower Mystic henchman

Loyal Follower Paladin henchman

Loyal Follower Thief henchman

Magical Power Shared magic spell(s) with spell caster(s)

Magical Power Temporary use of minor magic items (Continual
Light stones, amulet of undead detection, etc.)
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D1000 || Reward Type Reward Subtype and Description
Roll

7o 55| Pt Favor | bt human o and rpuaion |

668 to 674 || Political Favor Royal pardon, forgiveness, or future “pass” on
questionable behavior

675 to 681 || Political Favor Urban office or magistrac
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D1000

Reward Type Reward Subtype and Description
Roll

703 to 709 || Questionable Deed to damaged ship
Legacy
710 to 716 | Questionable Deed to failing inn
Legac
Questionable Deed to failing merchant’s store
Legac
Questionable Deed to haunted manor
Legacy
Questionable Deed to ruined tower
Legac
Questionable Deed to subterranean stronghold
Legac

Training Free training to next experience level

Training Improvement of rogue skills, for thieves and non-
thieves

717 to 723

724 to 730

731 to 737

738 to 745

746 to 752
753 to 759

760 to 766
767 to 773
774 to 780
781 to 787
788 to 794
795 to 801
802 to 808
809 to 815
816 to 822
823 to 829
830 to 836

Treasure Art objects or unusual valuable items

Treasure Gold and platinum coins

Treasure

Jewelry
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Reward Type

D1000
Roll

837 to 843 || Treasure

Key to a treasure vault
Magic armor

Treasure

Treasure

851 to 857

Magic ring

KENT DAVID KELLY
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Reward Subtype and Description

Magic rod, staff, or wand
Magic shield(s)

Magic sword

D1000 | Reward Type
Roll
858 to 864 | Treasure

I 865 to 871 || Treasure
872 to 878 || Treasure

879 to 885 || Treasure

I 886 to 892 || Treasure
893 to 899 || Treasure
900 to 906 || Treasure

Material spell components (demon ichor, dragon’s
blood, powdered gemstones, etc.)

Miscellaneous magic item

Miscellaneous magic weapon

Potion(s)
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R
Roll

W Treasure
W Treasure
m Treasure
W Treasure

|
‘W Treasure
i

Reward Subtype and Description

Scroll(s)

Silver and electrum coins
Spell book

Subdued young dragon

Tamed exotic mount(s) (giant boars, giant lizards,
etc.)

Tamed flying mount(s)

W Treasure
W Treasure
W Treasure
W Treasure
W Treasure

978 to 000 J| We Can Come to an || Roll three times, and let the players choose one —
Agreement and only one — of the options, prior to their
departure.

Tamed guardian beast(s)

Tamed guardian monster(s)

Treasure map

Young monster or monster egg
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CHAPTER 4:
THE WORLD OF ADVENTURE
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ENVISAGING

THE ADVENTURE JOURNEY
AND REGION

So what is the key to connecting all of those treasure-filled dungeons into your game
world, so that the PCs are always interested in wandering over the next horizon instead
of staying in one place? It’s actually quite simple: It's not enough to urge your players
to move their PCs to a new city, or to a new kingdom. Eventless travel is boring, time-
consuming and uninspiring. What you need is an adventurous, atmospheric and event-
filled wilderness journey, connecting point A (the PCs’ current locale) to point B (the
dungeon or other adventure destination) with lots of hard-won treasures along the way.

|
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If you spoil the players by always allowing them to skip through the game world with
sentences like “You travel for two weeks and nothing happens,” you're actually doing
your players a grave disservice and selling your game world short. No one wants to
travel in a world where nothing exciting happens, and there’s nothing valuable to be
found. And the game world means nothing if the players will always stick to one

comfortable corner of the planet!

In the majority of cases, I recommend forcing the PCs to undertake a wilderness
journey to reach the dungeon. The journey can be short or long, and you can have the
dungeon destination either hidden or blindingly obvious (such as a distant mountain
rising over the horizon). You can always make exceptions, particularly when the PCs are
low level, or the players are squeamish, or you have a very limited amount of time to
actually play. But if you want to dip your toes into the wilderness adventure pool
without fully committing, you can also experiment a bit and consider the option of
accelerated travel. Accelerated travel typically involves flying magic, flying magic items,
and / or flying mounts; but it can also mean magical gateways (to the wilderness near the
dungeon, but not into the dungeon proper!), Lovecraftian Dreamland journeys, or
caravan accompaniment. Be sure to check out Section 3-3, The Way to the Dungeon, in
CDDG1 THE CLASSIC DUNGEON DESIGN GUIDE for further thoughts and useful
shortcuts in this regard.

It can be difficult and daunting to step out into the big world as a GM, too, because
you will need to design a wilderness area for the players to journey through and explore.
I was always squeamish about this until I played TSR’s classic sandbox module, X1 The
Isle of Dread. That adventure was so good, and my players loved it so much, that we
spent almost a year adding islands, tribes, monster lairs, sunken shipwrecks, and
dangerous currents to that wilderness map to keep the adventure going. When it was
over, the players were almost sad to return to their plain vanilla “dungeon-after-
dungeon” delving once again. And it took me a while to realize what was missing from
the campaign, even though I kept on designing the best dungeons I could think of: The
players were craving the grueling cinematic experience of their dreams and favorite
movies, hiring porters, getting lost, blazing trails, climbing cliffs, hearing the screams of
their men-at-arms, trying to save them, and slogging through steamy jungles in search of

dragon lairs.
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If you're designing your first wilderness journey, I recommend creating a river and
its monster-infested shores. It’s linear, and it strongly discourages backtracking or
leaving the path. Once you try that, you can move on to a small sandbox region — for
example, an island, a borderlands barony, or a lost mountain valley — and let the PCs
tromp about there too. You will find that a wilderness sandbox is really just a dungeon
without walls, where the primary barriers between encounter locations (“rooms”) are
distance, resource depletion, wandering monsters, and terrain types instead of corridors.
Once you gain confidence, you can move on to larger sandboxes that interlock with one
another, and you will be well on your way to creating a living, breathing world that turns

your abstracted game world into a place of limitless adventure.

Table GWG2-34:
Adventure Type Table 1:

The Journey

Roll 1D100 and consult the following table. If the Player Character group is of too low
an average level for the adventure type, you should probably reroll. Once a journey type
has been selected, you can click the appropriate link to determine the locale tables that

you will be using to build the adventure region.

D100 | Adventure Journey Type and Sub-Table
Roll

01 to 04 Dimensional Journey
Reroll if Player Characters are below level 9
Roll journey details on Journey Determination Sub-Table 1, in
Section 4-2

05 to 13 Journey in Cold Terrain
Roll journey details on Journey Determination Sub-Table 2, in
Section 4-3
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D100 [ Adventure Journey Type and Sub-Table
Roll
14 to 30 Journey in Sub-Arctic Terrain
Roll journey details on Journey Determination Sub-Table 3, in
Section 4-4
31 to 47 Journey in Sub-Tropical Terrain
Roll journey details on Journey Determination Sub-Table 4, in
Section 4-5

48 to 77 Journey in Temperate Terrain
Roll journey details on Journey Determination Sub-Table
Section 4-6

78 to 86 Journey in Tropical Terrain
Roll journey details on Journey Determination Sub-Table
Section 4-7

87 to 95 Netherworld Journey
Reroll if Player Characters are below level 7
Roll journey details on Journey Determination Sub-Table

Section 4-8

96 to 98 Planar Journey
Reroll if Player Characters are below level 11
Roll journey details on Journey Determination Sub-Table
Section 4-9

99 or 00 Underwater Journey
Reroll if Player Characters are below level 5
Roll journey details on Journey Determination Sub-Table

Section 4-10

(Be sure to click on the appropriate link above, unless you want to page through all

of the journey and locale sub-tables which follow.)

|
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DIMENSIONAL
JOURNEYS AND LOCALES

A dimensional journey is one in which the adventurers leave the present game world
on their way to the destination, without leaving the Prime Material Plane. There are
several different subtypes (including time travel), but the most common are [1] journeys
through the wilderness in this world, to a magical gateway leading to another world,
leading into a dungeon; [2] journeys through a magical gateway into the wilderness of
another world, with the wilderness travel leading to the dungeon; or, [3] a long trek
through the wilderness of this world, to a magical gateway into another world, and a
second trek to the dungeon. The most common type, represented in the table I offer
below, is [2].

Novice and many intermediate Game Masters tend to overlook the importance of
dimensional journeys and alternate worlds on the Prime Material Plane. Some think,
“Why do I need another fantasy world if I already have one the players haven’t seen
much of?” And while that is a good point, there are two important factors to consider.
One, alternate worlds allow you to put in terrain, cultures, and even sets of physical laws
that you want to play with, but that you don’t want the players to have constant and
universal access to. So if you've been wanting to try out a superhero rules set with the
PCs, why not have them move temporarily to an alternate world where the laws of
physics can be bent by strong-willed individuals? Or if you’ve been wanting to design a
mythic version of India, or China, or Africa and you can’t seem to fit it into your primary
game world, an alternate dimension’s world allows you to design the desired locale

without ever disrupting the primary game world you’ve already worked hard to create.

The second point is that you can have the PCs journey to alternate worlds that appear
in your favorite adventure literature, which gives your players a fantastic change of pace.
You can have the PCs enter Wonderland, or our own world, or Lovecraft’s Dreamlands,
or even my own mythic Earth-of-Pegana as featured in the World of Oldskull campaign.
These side jaunts can be very entertaining to the players (especially if they are fans of the
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literature), and refreshing for the Game Master too. You can let your imagination run
wild and have the PCs visit (for example) all of the worlds of Harold Shea, or Jack Vance,
or Michael Moorcock, or whoever else you might admire. Why not? The game has
already been built to encourage voyages between worlds, and a dimensional journey is
the perfect opportunity to exploit the potential of that underused vein of fantastical

adventure.

The table hereafter offers options for magical, mundane, and post-apocalyptic worlds
in other dimensions. Magical worlds are favored because they allow spell casters to use
their spells and powers normally. Mundane worlds in contrast are very dangerous to
FRPG adventurers, because they will either prevent spell casting (depending on their
inherent physical laws), limit spell casting, or only allow magical items (but not spells) to
function properly. In mundane worlds, warriors and rogues come to the forefront, which
can be a refreshing change of pace ... but the limited spell casters may be relegated to the
roles of vulnerable advisors in such a journey. Post-apocalyptic realms (in the old school
paradigm) tend to have broken physical laws as a result of the cataclysm, and then you
can have heroic science fantasy adventures, where magic and technology war with one

another and even combine to create bizarre mutations and realms of madness.

Table GWG2-35:

Journey Determination Sub-Table 1: Dimensional Journeys

To determine the journey type, roll 1D100 and consult the following table. There are
two columns for locales, which indicate where you will be rolling dice hereafter to
populate the wilderness journey map with interesting encounters and locations. If there
is an entry under Locale Table 1, while the Locale Table 2 entry reads “N/A,” then you
will only be rolling on one locale table hereafter. Normally, however, there will be two
different locale types listed (e.g., Cold Hills and Cold Mountains).
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D100
Roll

01 or 02

Journey Terrain Type(s)

Dimensional Journey to a Cold
Magical Forest World

Table 1 Table 2

Cold Forest _
Cold Hills w
Cold Forest w
Cold Plains W
Cold Freshwater w
Cold Forest _
Cold Hills W
Cold Forest w
Cold Plains W
Cold Freshwater w

Cold Wasteland N/A

S
@

Dimensional Journey to a Cold
Magical Highlands World

Dimensional Journey to a Cold
Magical Island World

05 Dimensional Journey to a Cold

Magical Wasteland World

Dimensional Journey to a Cold
Magical Water World

07 or 08 | Dimensional Journey to a Cold

Mundane Forest World

Dimensional Journey to a Cold
Mundane Highlands World

10 Dimensional Journey to a Cold

Mundane Island World

11 Dimensional Journey to a Cold

Mundane Wasteland World

1

N

Dimensional Journey to a Cold
Mundane Water World

13 Dimensional Journey to a Cold

Post-Apocalyptic World

14 or 15 | Dimensional Journey to a Sub-

Arctic Magical Forest World

Temperate Forest [l Cold Forest

Cold Mountains

16 or 17 |l Dimensional Journey to a Sub- || Temperate
Arctic Magical Highlands
World

18 or 19 | Dimensional Journey to a Sub- || Temperate Cold Forest
Arctic Magical Island World Saltwater

Mountains
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Cold Wasteland

20 or 21 D1mens1ona1 Journey to a Sub- || Temperate Plams
Arctic Magical Wasteland
World

22 or 23 || Dimensional ]ourney to a Sub- Temperate Cold Swamp
Arctic Maglcal Water World Freshwater

26

24 or 25 || Dimensional ]ourney to a Sub- Temperate Forest | Cold Forest
Arctic Mundane Forest World
or 27 J| Dimensional Journey to a Sub-
Arctic Mundane Highlands
World
28 or 29 | Dimensional Journey to a Sub- Temperate Cold Forest
Arctic Mundane Island World Saltwater

Temperate Cold Hills

Mountains

30 or 31 | Dimensional Journey to a Sub- || Temperate Plains Cold Wasteland
Arctic Mundane Wasteland
World

32 or 33 || Dimensional Journey to a Sub- Temperate Cold Swamp
Arctic Mundane Water World Freshwater

34 or 35 | Dimensional Journey to a Sub- Temperate Cold Wasteland
Arctic Post-Apocalyptic World Wasteland

36 or 37 || Dimensional Journey to a Sub- || Temperate Forest Troprcal Forest
Tropical Magical Forest World

38 or 39 | Dimensional Journey to a Sub-
Tropical Magical Highlands
World

40 or 41 | Dimensional Journey to a Sub- | Temperate Tropical Forest
Tropical Magical Island World | Saltwater

42 or 43 || Dimensional Journey to a Sub-
Tropical Magical Wasteland
World

44 or 45 | Dimensional ]ourney to a Sub- Temperate Trop1cal Swamp
Troprcal Magical Water World Freshwater
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D100 [ Journey Terrain Type(s) Journey Locale Journey Locale
Roll Table 1 Table 2

46 or 47 || Dimensional Journey to a Sub- | Temperate Forest [ Tropical Forest
Tropical Mundane Forest
World

48 or 49 || Dimensional Journey to a Sub- | Temperate Tropical Hills
Tropical Mundane Highlands | Mountains
World

World

52 or 53 || Dimensional Journey to a Sub- || Temperate Plains Tropical Wasteland
Tropical Mundane Wasteland

World

54 or 55 J| Dimensional Journey to a Sub- || Temperate Tropical Swamp
Tropical Mundane Water Freshwater

50 or 51 | Dimensional Journey to a Sub- | Temperate Tropical Forest
Tropical Mundane Island Saltwater

World
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D100 | Journey Terrain Type(s) Journey Locale Journey Locale
Roll Table 1 Table 2

56 or 57 Jl Dimensional Journey to a Sub- || Temperate Tropical Wasteland
Tropical Post-Apocalyptic Wasteland

World

58 or 59 || Dimensional Journey to a Temperate Forest
Temperate Magical Forest
World

60 or 61 Jl Dimensional Journey to a Temperate Hills Temperate
Temperate Magical Highlands Mountains

World

62 or 63 || Dimensional Journey to a Temperate Forest Temperate
Temperate Magical Island Saltwater
World

64 or 65 || Dimensional Journey to a Temperate Plains Temperate
Temperate Magical Wasteland Wasteland
World

66 or 67 | Dimensional Journey to a Temperate Temperate Swamp
Temperate Magical Water Freshwater
World

68 or 69 | Dimensional Journey to a Temperate Forest
Temperate Mundane Forest
World

70 or 71 || Dimensional Journey to a Temperate Hills Temperate
Temperate Mundane Mountains
Highlands World

72 or 73 || Dimensional Journey to a Temperate Forest Temperate
Temperate Mundane Island Saltwater
World

74 or 75 || Dimensional Journey to a Temperate Plains Temperate
Temperate Mundane Wasteland
Wasteland World
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D100 | Journey Terrain Type(s) Journey Locale Journey Locale
Roll Table 1 Table 2

76 or 77 || Dimensional Journey to a Temperate Temperate Swamp

Temperate Mundane Water Freshwater

World

78 or 79 || Dimensional Journey to a
Temperate Post-Apocalyptic
World

80 or 81 | Dimensional Journey to a Tropical Forest N/A
Trop1cal Magical Forest World

| Temperate
| 82 or 83 [ Dimensional Journey to a Tropical Hills Tropical Mountains

Wasteland

Tropical Magical Highlands

World

84 or 85 | Dimensional Journey to a Tropical Forest Tropical Saltwater
Tropical Magical Island World

Dimensional Journey to a Tropical Plains Tropical Wasteland
Tropical Magical Wasteland
World

Dimensional Journey to a Troplcal Trop1cal Swamp
Tropical Magical Water World Freshwater

88 or 89 || Dimensional Journey to a
Tropical Mundane Forest
World

Tropical Forest

Dimensional Journey to a Tropical Hills Tropical Mountains
Tropical Mundane Highlands
World

91 Dimensional Journey to a Tropical Forest Tropical Saltwater
Tropical Mundane Island
World
n

Dimensional Journey to a Tropical Plains Tropical Wasteland
Tropical Mundane Wasteland

World
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Journey Terrain Type(s) Journey Locale Journey Locale
Table 1 Table 2

Dimensional Journey to a Tropical Tropical Swamp
Tropical Mundane Water Freshwater
World
Dimensional Journey to a Tropical Wasteland | N/A
Tropical Post-Apocalyptic
World
95 or 96 | Dimensional Journey to an GM'’s Decision GM'’s Decision
Alien World
97 Time Travel to the Distant GM'’s Decision GM'’s Decision
Future
55 [time travel o e Distanc Pt
Time Travel to the Near GM'’s Decision GM'’s Decision
Future
Time Travel to the Recent Past

Journey type, terrain, and locale table selection are now complete.

Be sure to write down the results listed in the Journey Locale Table 1 and 2 columns,
as you will be using that information later on to determine the types of terrain and
special features that are situated in your journey region.

If the result “GM’s Decision” appears, you can fill in whatever type of terrain you feel
is appropriate to your special adventure (Temperate Hills, Tropical Wasteland, etc.)

You can now skip through the remainder journey selection tables to speed you on your
way. To proceed, click here.
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COLD CLIMATE
JOURNEYS AND LOCALES

Journeys in cold climates are typically taking place as adventurers move from more
temperate climes to a very remote dungeon location. (Most campaigns take place in the
northern hemisphere, than the southern one; see supplement GWG1, GAME WORLD
GENERATOR, where I discuss this.) The most common types are [1] Arctic journeys,
with the adventurers moving north; [2] Antarctic journeys, with the adventurers moving
south; and [3] ascension journeys, with the adventures moving into a mountainous

region, perhaps in the same temperate climate band.

Because of the prevalence of types [1] and [2], cold climate journeys are easier to create
and control than you might think: the PCs may stray from the path here and there, but
they will relentlessly move in the one needed direction as they get closer to dungeon
destination. You can create more labyrinthine adventures in cold regions, too; for
example, a search through many mountain passes branching off in all directions. But if
you're looking for a relatively simple wilderness design where you can somewhat
anticipate the adventurers’ direction of travel, Arctic adventures are typically a good

starting point.

Table GWG2-36:

Journey Determination Sub-Table 2: Journeys in Cold Terrain

To determine the journey type, roll 1D100 and consult the following table. There are
two columns for locales, which indicate where you will be rolling dice hereafter to
populate the wilderness journey map with interesting encounters and locations. If there
is an entry under Locale Table 1, while the Locale Table 2 entry reads “N/A,” then you
will only be rolling on one locale table hereafter. Normally, however, there will be two
different locale types listed (e.g., Cold Hills and Cold Mountains).

|
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Journey Locale Journey Locale
Table 1 Table 2

i
Roll
m Cold Great Lake with Islands mw

|m Cold Inland Sea with Islands Cold Forest Cold Saltwater

35 to 42 J| Cold Mountains Cold Mountains m
43 to 50 | Cold Plains Cold Plains _

51 to 55 | Cold River with a Journey Cold Freshwater Cold Hills
Downriver

56 to 60 J| Cold River with a Journey Cold Forest Cold Freshwater
Upriver

61 to 66 [ Cold Sea with Islands Cold Forest Cold Saltwater
75 to 82 || Cold Wasteland Cold Wasteland “

83 to 00 | Cold Region of Mixed Terrain [ As Designated As Designated
(Roll twice more on this table,
rerolling results of 83 or
higher)

Journey type, terrain, and locale table selection are now complete.

Be sure to write down the results listed in the Journey Locale Table 1 and 2 columns,
as you will be using that information later on to determine the types of terrain and
special features that are situated in your journey region.

You can now skip through the remainder journey selection tables to speed you on your

way. To proceed, click here.
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SUB-ARCTIC
JOURNEYS AND LOCALES

Sub-Arctic (and Sub-Antarctic) journeys are typically experienced before Arctic

journeys are. They are interesting because while they share the encounter types and
terrain types familiar to temperate settings, they also introduce cold clime monsters in
considerable numbers and in their natural element, such as frost dragons, furred snakes,

mammoths, polar worms, winter wolves, and yetis.

The most common subtypes of Sub-Arctic journey are [1] travels out of a temperate
region to the far north or far south, and [2] ascents into colder lands from a sea level

elevation, likely in the same climate band as temperate lands.

CASTLE OLDSKULL ~ GWG2 KENT DAVID KELLY



200 | Page

Table GWG2-37:

Journey Determination Sub-Table 3: Journeys in Sub-Arctic Terrain

To determine the journey type, roll 1D100 and consult the following table. There are
two columns for locales, which indicate where you will be rolling dice hereafter to
populate the wilderness journey map with interesting encounters and locations. If there
is an entry under Locale Table 1, while the Locale Table 2 entry reads “N/A,” then you
will only be rolling on one locale table hereafter. Normally, however, there will be two

different locale types listed (e.g., Cold Hills and Cold Mountains).

D100 [ Journey Terrain Type(s) Journey Locale Journey Locale
Roll Table 1 Table 2
01 to 06 || Sub-Arctic Coastal Region Cold Saltwater Temperate
Saltwater

07 to 14 | Sub-Arctic Forest Cold Forest Temperate Forest

15 to 20 | Sub-Arctic Great Lake with Cold Forest Temperate
Islands Freshwater

21 to 28 || Sub-Arctic Hills Cold Hills Temperate Hills

29 to 34 | Sub-Arctic Inland Sea with Cold Forest Temperate
Islands Saltwater

35 to 42 | Sub-Arctic Mountains Cold Mountains Temperate
Mountains

43 to 50 jl Sub-Arctic Plains Cold Plains Temperate Plains

51 to 55 || Sub-Arctic River with a Cold Hills Temperate
Journey Downriver Freshwater

56 to 60 |l Sub-Arctic River with a Cold Forest Temperate
Journey Upriver Freshwater

61 to 66 | Sub-Arctic Sea with Islands Cold Forest Temperate
Saltwater
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D100 [ Journey Terrain Type(s) Journey Locale Journey Locale
Roll Table 1 Table 2

I 67 to 74 || Sub-Arctic Swamp Cold Swamp Temperate Swamp

75 to 82 || Sub-Arctic Wasteland Cold Wasteland Temperate
Wasteland

83 to 00 | Sub-Arctic Region of Mixed As Designated As Designated
Terrain
(Roll twice more on this table,
rerolling results of 83 or higher)

Journey type, terrain, and locale table selection are now complete.

Be sure to write down the results listed in the Journey Locale Table 1 and 2 columns,
as you will be using that information later on to determine the types of terrain and
special features that are situated in your journey region.

You can now skip through the remainder journey selection tables to speed you on your
way. To proceed, click here.
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SUB-TR OPICAL
JOURNEYS AND LOCALES

Sub-tropical journeys are the opposite of Sub-Arctic journeys: they most frequently
involve travel away from a temperate clime and into a warmer one. There are many
different types, because travel (in the northern hemisphere) will not always be just in a
southerly direction. Especially humid, sunny, geothermal, magical, or tide-affected sub-
regions can be classified as sub-tropical even if they are entirely surrounded by temperate
terrain. This means that northern hemisphere adventurers might be traveling west, east,
or even north into the region and not just moving in a southerly direction. The classic
sub-tropical journey in adventure literature is typically a southbound coastal and nautical

jaunt, with various islands and exotic cultures experienced along the way.

Sub-tropical adventures also share an advantage with Sub-Arctic journeys: they
feature temperate clime encounters, which are mixed with tropical encounters (such as
with cannibalistic tribes, dinosaurs, frogmen, giant beetles, giant dragonflies, and so

forth) for increased variety.

Table GWG2-38:

Journey Determination Sub-Table 4: Journeys in Sub-Tropical Terrain

To determine the journey type, roll 1D100 and consult the following table. There are
two columns for locales, which indicate where you will be rolling dice hereafter to
populate the wilderness journey map with interesting encounters and locations. If there
is an entry under Locale Table 1, while the Locale Table 2 entry reads “N/A,” then you
will only be rolling on one locale table hereafter. Normally, however, there will be two
different locale types listed (e.g., Cold Hills and Cold Mountains).
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D100 | Journey Terrain Type(s) Journey Locale Journey Locale

Roll Table 1 Table 2

1 to 06 || Sub-Tropical Coastal Region Temperate Tropical Saltwater
Saltwater

0
07 to 14 J| Sub-Tropical Forest W Tropical Forest

15 to 20 | Sub-Tropical Great Lake with || Temperate Tropical Forest
Islands Freshwater

21 to 28 || Sub-Tropical Hills Temperate Hills Tropical Hills
29 to 34 | Sub-Tropical Inland Sea with Temperate Tropical Forest
Islands Saltwater
35 to 42 | Sub-Tropical Mountains Temperate Tropical Mountains
Mountains

43 to 50 || Sub-Tropical Plains Temperate Plains Tropical Plains

51 to 55 || Sub-Tropical River with a Temperate Tropical Hills
Freshwater

Temperate Tropical Forest
Freshwater

56 to 60 J| Sub-Tropical River with a
Journey Upriver
Temperate Tropical Forest

61 to 66 || Sub-Tropical Sea with Islands
Saltwater

W Sub-Tropical Swamp Temperate Swamp | Tropical Swamp

75 to 82 || Sub-Tropical Wasteland Temperate Tropical Wasteland
Wasteland

83 to 00 || Sub-Tropical Region of Mixed || As Designated As Designated
Terrain
(Roll twice more on this table,
rerolling results of 83 or higher)

Journey type, terrain, and locale table selection are now complete.

Journey Downriver

Be sure to write down the results listed in the Journey Locale Table 1 and 2 columns,
as you will be using that information later on to determine the types of terrain and

special features that are situated in your journey region.
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You can now skip through the remainder journey selection tables to speed you on your
way. To proceed, click here.
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TEMPERATE
JOURNEYS AND LOCALES

Temperate journeys through the wilderness are, for most players, the classic
“European” fantasy adventure experience. But there is no reason why you can’t make a
temperate journey take place in a realm that emulates a fantasy version of South America,
Africa, New Zealand, North America, or some other temperate locale entirely. You can
also vary the terrain significantly, as journeys between islands (for example) tend to be
very different from journeys through a forest or a wasteland. Each setting provides its

own monsters, events, and natural hazards.

In most campaigns, one of the advantages of temperate journeys is that they tend to
be relatively close by. You may be able to encourage your players to try out a temperate
hills-and-highlands adventure at a low level of experience, when an Arctic hills
adventure might prove too daunting for them. And when you need significant variations
to keep successive temperate journeys from becoming too stale, you can mix things up
with a river expedition, an underwater odyssey, or an aerial adventure where the PCs
can — to name but one example — wander across solidified clouds on their way up
cumulus mountains, working their way toward a floating castle emerging from the twilit

distance.

Table GWG2-39:

Journey Determination Sub-Table 5: Journeys in Temperate Terrain

To determine the journey type, roll 1D100 and consult the following table. There are
two columns for locales, which indicate where you will be rolling dice hereafter to
populate the wilderness journey map with interesting encounters and locations. If there

is an entry under Locale Table 1, while the Locale Table 2 entry reads “N/A,” then you
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will only be rolling on one locale table hereafter. Normally, however, there will be two
different locale types listed (e.g., Cold Hills and Cold Mountains).

Journey Terrain Type(s) Journey Locale Journey Locale
Table 1 Table

Temperate N/A

Saltwater

Temperate Great Lake with Temperate Forest | Temperate
Islands Freshwater

Temperate Hills Temperate Hills _

Temperate Inland Sea with Temperate Forest | Temperate
Islands Saltwater
Temperate Mountains Temperate N/A

Mountains
Temperate Plains Temperate Plains m
Temperate River with a Temperate Temperate Hills
Journey Downriver Freshwater
Temperate River with a Temperate Forest | Temperate
Journey Upriver Freshwater
Temperate Sea with Islands Temperate Forest | Temperate

Saltwater

Temperate Swamp Temperate Swamp _

Temperate Wasteland Temperate N/A
Wasteland

83 to 00 || Temperate Region of Mixed As Designated As Designated
Terrain
(Roll twice more on this table,
rerolling results of 83 or higher)

Journey type, terrain, and locale table selection are now complete.

D100
Roll

01 to 06 J| Temperate Coastal Region

07 to 14
15 to 20

21 to 28
29 to 34

35 to 42

43 to 50
51 to 55

56 to 60

61 to 66

67 to 74
75 to 82
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Be sure to write down the results listed in the Journey Locale Table 1 and 2 columns,
as you will be using that information later on to determine the types of terrain and
special features that are situated in your journey region.

You can now skip through the remainder journey selection tables to speed you on your
way. To proceed, click here.
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TROPICAL
JOURNEYS AND LOCALES

When most people think of tropical journeys, they think of rain forests and jungle.
And that’s fine, but there are a substantial number of other options which the intrepid
Game Master can explorer. There are tropical plains (savannah), island archipelagos and
atolls, wastelands (obsidian flats or oasis-filled deserts), misty mountains with magical-

seeming snow only seen atop the utmost misty peaks, and so forth.

In my own campaign, I tend to limit the inclusion of large numbers of dinosaurs,
cavemen, and some forms of giant insects and animals to the tropical regions. If you want
to get quasi-scientific about it, you could separate these types of creatures into a caveman
lost world realm, a Triassic wilderness, a Jurassic wilderness, a Cretaceous land
bordering a kingdom of beastmen, and so forth. Tropical realms in most campaigns are
an ideal place to put all of those exotic monsters which don’t quite seem to fit into the

main campaign ... and you can make all of those great monsters larger, too!

(Hmm, why haven’t I made a Godzilla-sized Tyrannosaurus Rex before? That’s a
good question. And he could be fighting swarms of giant scarabs, and there could be a
kingdom of superstitious pygmy bugbears willing to help the adventurers get rid of the

menace, and ...)

Table GWG2-40:

Journey Determination Sub-Table 6: Journeys in Tropical Terrain

To determine the journey type, roll 1D100 and consult the following table. There are
two columns for locales, which indicate where you will be rolling dice hereafter to
populate the wilderness journey map with interesting encounters and locations. If there

is an entry under Locale Table 1, while the Locale Table 2 entry reads “N/A,” then you
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will only be rolling on one locale table hereafter. Normally, however, there will be two
different locale types listed (e.g., Cold Hills and Cold Mountains).

D100 | Journey Terrain Type(s) Journey Locale Journey Locale
Roll Table 1 Table 2

01 to 06 J| Tropical Coastal Region Tropical Saltwater _

07 to 14 | Tropical Forest Tropical Forest

15 to 20 | Tropical Great Lake with Tropical Forest Tropical
Islands Freshwater

21 to 28 ||| Tropical Hills Tropical Hills m

29 to 34 | Tropical Inland Sea with Tropical Forest Tropical Saltwater
Islands

35 to 42 | Tropical Mountains m
43 to 50 | Tropical Plains Tropical Plains _

51 to 55 || Tropical River with a Journey | Tropical Tropical Hills
Downriver Freshwater

56 to 60 | Tropical River with a Journey | Tropical Forest Tropical
Upriver Freshwater

61 to 66 | Tropical Sea with Islands Tropical Forest Tropical Saltwater

W Tropical Swamp Tropical Swamp m
m Tropical Wasteland Tropical Wasteland m

83 to 00 | Tropical Region of Mixed As Designated As Designated
Terrain
(Roll twice more on this table,
rerolling results of 83 or
higher)

Journey type, terrain, and locale table selection are now complete.

Be sure to write down the results listed in the Journey Locale Table 1 and 2 columns,
as you will be using that information later on to determine the types of terrain and
special features that are situated in your journey region.

|
CASTLE OLDSKULL ~ GWG2 KENT DAVID KELLY



210 | Page

You can now skip through the remainder journey selection tables to speed you on your
way. To proceed, click here.
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NETHER WORLD
JOURNEYS AND LOCALES
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Netherworld journeys are subterranean adventures which take place in underground
kingdoms that are so large, the miles-long caves and passageways serve as a stand-in for
the wilderness. Examples include the kingdom of the dark elves, the Journey to the
Center of the Earth (Verne), the hollow Earth adventures between Earth’s surface and

Pellucidar, and so forth.

In the following table I have included a considerable number of classic pulp
netherworlds for your adventurers to explore: [1] an arid netherworld, filled with sand
pits, dust storms and choking sinkholes; [2] a saltwater netherworld, with Sunless Seas
and primordial populations (giant jellyfish, shoggoths, Deep Ones ...) ; [3] a crystalline
netherworld with enormous gem deposits for the netherworld gnomes, [4] a Dreamland
netherworld so that you can emulate the Dream-Quest of Unknown Kadath; and so forth.

The Jules Verne dinosaurian netherworld can be emulated by the Lost World option too!

Table GWG2-41:

Journey Determination Sub-Table 7: Netherworld Journeys

To determine the journey type, roll 1D100 and consult the following table. There are
two columns for locales, which indicate where you will be rolling dice hereafter to
populate the wilderness journey map with interesting encounters and locations. If there
is an entry under Locale Table 1, while the Locale Table 2 entry reads “N/A,” then you
will only be rolling on one locale table hereafter. Normally, however, there will be two
different locale types listed (e.g., Cold Hills and Cold Mountains).

D100 | Journey Terrain Type(s) Journey Locale Journey Locale
Roll Table 1 Table 2
01 to 05 || Arid Netherworld Netherworld Temperate
Wasteland

06 to 10 | Coastal Region of an Netherworld Temperate
Underground Sea Saltwater
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D100
Roll

Table 1 Table 2
m Crystalline Netherworld w_
W Dreamland Netherworld m
m Geothermal Netherworld w
m Lost World Netherworld w Tropical Forest

‘ 41 to 45 || Netherworld Mushroom Forest | Netherworld _

46 to 50 J| Underground River with a Netherworld Temperate
Journey Downriver Freshwater
51 to 55 || Underground River with a Netherworld Temperate
Journey Upriver Freshwater
56 to 60 || Underground Sea with Islands J| Netherworld Temperate
Saltwater
61 to 65 || Underwater Journey in Netherworld Temperate
Netherworld Freshwater Freshwater
66 to 70 || Underwater Journey in Netherworld Temperate
Netherworld Saltwater Saltwater
71 to 75 || Volcanic Netherworld Netherworld Tropical Wasteland
76 to 80 || Watery Netherworld Netherworld Temperate Swamp

81 to 00 || Diverse Netherworld As Designated As Designated
(Roll twice more on this table,
rerolling results of 81 or higher)

Journey type, terrain, and locale table selection are now complete.

Be sure to write down the results listed in the Journey Locale Table 1 and 2 columns,
as you will be using that information later on to determine the types of terrain and

special features that are situated in your journey region.

You can now skip through the remainder journey selection tables to speed you on your
way. To proceed, click here.
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PLANAR.
JOURNEYS AND LOCALES

Planar journeys are the most difficult types of places to provide guidance for in a
general adventuring guide. Nevertheless, I have given you a broad selection of ideas for

elemental planes, inner planes, and outer planes of law, chaos, neutrality, good and evil.

To do this, I've worked with the premise that planar locales that are completely “out
there” (in outer space, with reverse gravity, with bizarre physical laws, airless realms,
extra-dimensional spaces, etc.) are not ideal journey regions, because they tend to distract
players away from the dungeon destination. Instead, I encourage you to create planar
journeys that occur in Earth-like extra-planar worlds and terrain, with added special
magical, infernal, and / or divine features that will constantly remind the players that
they are journeying through another shard of the universe on their way to the dungeon

destination.

For example, you can create a journey through the Elemental Plane of Water that is
not an underwater adventure; instead, it could be an assisted naval jaunt over a shallow
sea, with magical floating and sinking islands, and encounters with genies, aquatic
humanoids, sea creatures and water elementals. Similarly, you can even have journeys
through the infernal planes of evil, and just let the players know that the PCs are traveling
through the upper dominions of the regions of the damned. Such planes would probably
have (for example) smoking craters, imprisoned undead, wandering lost souls, rivers of
slime, and giant gargoyle creatures soaring blindly through the black-clouded sky. You
can create a lot of atmosphere without worrying about the laws of physics to a significant

degree.

With planar journeys, you can let your imagination roam free and put in anything
that you want ... but do try to keep the players somewhat focused on their destination,
so that they do not become hopelessly lost and mired in epic confrontations far beyond

their mortal control!
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Table GWG2-42:

Journey Determination Sub-Table 8: Planar Journeys

To determine the journey type, roll 1D100 and consult the following table. There are
two columns for locales, which ind