
Section Zero: 
Index to the Mother of All Encounter Tables

Section One:
Master Tables

Roll here first to determine whether an encounter 
occurs, and if so, on which subtable to roll.

Table 1-1: Overland Encounters
Table 1-2: Urban Encounters
Table 1-3: Trade Route Encounters
Table 1-4: Overseas Encounters
Table 1-5: Underwater Encounters
Table 1-6: Subterranean Encounters

Section Two: Creature 
Encounter Tables

Roll here to determine what creature is encountered; 
these tables are divided by climate, and subdivided by 
terrain and day or night. Choose the subtable appro-
priate to the climate, terrain, and time of day for your 
group.

Table 2-1A: Arctic Day
Table 2-1B: Arctic Night
Table 2-2A: Subarctic Day
Table 2-2B: Subarctic Night
Table 2-3A: Temperate Day
Table 2-3B: Temperate Night
Table 2-4A: Subtropical Day
Table 2-4B: Subtropical Night
Table 2-5A: Tropical Day
Table 2-5B: Tropical Night
Table 2-6: Aquatic
Table 2-7A: Subterranean Near-Surface
Table 2-7B: Subterranean Deepearth

Section Three: Weather and
Terrain Encounters

This section determines what special weather haz-
ards or unusual terrain may be encountered in a par-
ticular climate. 

Table 3-1: Arctic and Subarctic Weather
Table 3-2: Temperate Weather
Table 3-3: Subtropical and Tropical Weather
Table 3-4: Weather at Sea

Section Four: 
Unusual Encounters

This section covers a grab-bag of unusual encoun-
ters and strange situations. It is divided into three 
subtables (Table 4-1 to 4-3) for space considerations. 
Roll on the master table for the section to determine 
which subtable to roll on.

Section Five: 
Traveler Encounters

Roll here to determine what kind of travelers might 
be encountered. There are three tables in this section.

Table 5-1: Road and Trade Route Encounters
Table 5-2: Overseas Encounters
Table 5-3: Subterranean Trade Route Encounters

Section 6: 
Miscellaneous Tables

This section holds a variety of subtables that do not 
t under the previous categories.

Table 6-1: NPC Adventurer Generator
Table 6-2: Caravan Generator
Table 6-3: Sentient Races
Table 6-4: Unusual and Unique Creatures
Table 6-5: Mineral Resources

Index:
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Die Roll Encounter Type 

 Major Sec. 
Encounter Type Road Road Trail

Die Roll Encounter Type 

Table 1-1: 
Overland Encounters

Roll once every four hours on the table to deter-
mine if there is a random encounter.

01-20  Creature Encounter (Table 2-1   
  to 2-7) Roll on the appropriate 
  table for climate/terrain

21-25  Unusual Weather/Terrain 
  (Table 3)

26-30  Notable Occurrence (Table 4)
31-35  Travelers (Table 5-1)
36-40  Roll twice more on this table 

  using 2d20
41-00  NO ENCOUNTER

Table 1-2: 
Urban Encounters

Roll once every two hours to determine if there is 
a random encounter

 
01-05  Unusual Weather/Terrain 

  (Table 3)
06-17  Notable Occurrence (Table 4)
18-26  Travelers (Table 5-1)
27-30  Roll twice more on this table 

  using 1d20 plus 1d10
36-00  NO ENCOUNTER

Table 1-3: Trade Route 
Encounters

Roll once every four hours to determine if there is 
a random encounter

Travelers  
   (Table 5-1) 01-20 01-15 01-05 

Creature Encounter  
   (Table 2-1 to 2-7) 21-25 16-25 06-25 

Notable Occurrence  
   (Table 4) 26-30 26-30 26-30 

Unusual Weather/ 
   Terrain (Table 3) 31-35 31-35 31-35 

Roll twice more on 
   this table using 2d20 36-40 36-40 36-40 

NO ENCOUNTER 41-00 41-00 41-00

Table 1-4: 
Overseas Encounters

Roll once every four hours to determine if there is 
a random encounter

01-10  Travelers (Table 5-2)
11-18  Creature encounter (Table 2-6)
19-20  Notable Occurrence (Table 4)
21-25  Unusual Weather/Terrain 

  (Table 3-4)
26-30  Roll twice more on this table 

  using 1d20 plus 1d10
31-00  NO ENCOUNTER

Section 1: Master Tables

Die Roll Encounter Type 
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