INDEX

Index:

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

Sectign 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
fit 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
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Section 1: Master Tables

Table 1-1: Table 1-3: Trade Route
Overland Encounters  Encounters

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

Die Roll Encounter Type Encounter Type Road Road Trail

01-20 Creature Encounter (Table 2-1 Travelers
to 2-7) Roll on the appropriate (Table 5-1) 01-20  01-15 01-05
table for climate/terrain Creature Encounter

21-25 Unusual Weather/Terrain (Table 2-1 to 2-7) 21-25 16-25 06-25
(Table 3) Notable Occurrence

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

31-35 Travelers (Table 5-1) Unusual Weather/

36-40 Roll twice more on this table Terrain (Table 3) 3135 31-35 31-35
using 2d20 Roll twice more on

41-00 NO ENCOUNTER this table using 2d20  36-40  36-40 36-40

NO ENCOUNTER  41-00  41-00 41-00

TabIC I-2: Table I-4:

Urban Encounters
> Qwverseas Encounters
Roll once every two hours to determine if there is
a random encounter Roll once every four hours to determine if there is

d t
Die Roll Encounter Type a rancom eneoumter
01-05 Unusual Weather/Terrain Die Roll Encounter Type

(Table 3) 01-10 Travelers (Table 5-2)
06-17 Notable Occurrence (Table 4) 11-18 Creature encounter (Table 2-6)
18-26 Travelers (Table 5-1) 19-20 Notable Occurrence (Table 4)
27-30 Roll twice more on this table 21-25 Unusual Weather/Terrain

using 1d20 plus 1d10 (Table 3-4)
36-00 NO ENCOUNTER 26-30 Roll twice more on this table

using 1d20 plus 1d10
31-00 NO ENCOUNTER
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This printing of The Mother of all Encounter Tables is done
under version 1.0a of the of the Open Game License, below, and
version 5.0 of the d20 System Trademark License and version 4.0 of
the d20 System Trademark Logo Guide.

Notice of Open Game Content: This product contains Open
Game Content, as defined in the Open Game License, below. Open
Game Content may only be Used under and in terms of the Open
Game License.

Designation of Open Game Content: All text containing
game-related content within this module—excluding any text on the
inside or outside of the front or back cover or on the Credits or Legal
pages—is hereby designated as Open Game Content, subject to the
Product Identity designation and other restrictions below. Any ques-
tions regarding the Open Game Content within this product should
be directed to Clark Peterson at clark@necromancergames.com.

Use of names of monsters from the Monster Manual not found in
the SRD is done by specific permission from Wizards of the Coast
and are not Open Game Content.

Use of monster names from the Tome of Horrors, Creature Col-
lection and Creature Collection II is done by specific permission

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright
2000 Wizards of the Coast, Inc. (“Wizards”). All Rights Reserved.

1. Definitions: (a) “Contributors” means the copyright and/or trademark
owners who have contributed Open Game Content; (b) “Derivative Material”
means copyrighted material including derivative works and translations (includ-
ing into other computer languages), potation, modification, correction, addi-
tion, extension, upgrade, improvement, compilation, abridgment or other form
in which an existing work may be recast, transformed or adapted; (c) “Distrib-
ute” means to reproduce, license, rent, lease, sell, broadcast, publicly display,
transmit or otherwise distribute; (d) “Open Game Content” means the game
mechanic and includes the methods, procedures, processes and routines to the
extent such content does not embody the Product Identity and is an enhance-
ment over the prior art and any additional content clearly identified as Open
Game Content by the Contributor, and means any work covered by this License,
including translations and derivative works under copyright law, but specifically
excludes Product Identity; (¢) “Product Identity” means product and product
line names, logos and identifying marks including trade dress; artifacts; crea-
tures characters; stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses, formats, poses, con-
cepts, themes and graphic, photographic and other visual or audio representa-
tions; names and descriptions of characters, spells, enchantments, personalities,
teams, personas, likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or effects, logos, sym-
bols, or graphic designs; and any other trademark or registered trademark clearly
identified as Product identity by the owner of the Product Identity, and which
specifically excludes the Open Game Content; (f) “Trademark” means the logos,
names, mark, sign, motto, designs that are used by a Contributor to identify
itself or its products or the associated products contributed to the Open Game
License by the Contributor; (g) “Use”, “Used” or “Using” means to use, Distrib-
ute, copy; edit, format, modify, translate and otherwise create Derivative Material
of Open Game Content; (h) “You” or “Your” means the licensee in terms of this
agreement.

2. The License: This License applies to any Open Game Content that contains
a notice indicating that the Open Game Content may only be Used under and in
terms of this License. You must affix such a notice to any Open Game Content
that you Use. No terms may be added to or subtracted from this License except
as described by the License itself. No other terms or conditions may be applied
to any Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License,
the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive
license with the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original
material as Open Game Content, You represent that Your Contributions are Your
original creation and/or You have sufficient rights to grant the rights conveyed by
this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE

from Necromancer Games and/or Sword & Sorcery Studios and are
not Open Game Content.

Designation of Product Identity: The following items are hereby
designated as Product Identity as provided in section 1(e) of the Open
Game License:

1. The name “Necromancer Games” as well as all logos and iden-
tifying marks of Necromancer Games, Inc., including but not limited
to the Orcus logo and the phrase “Third Edition Rules, First Edition
Feel” as well as the trade dress of Necromancer Games products;

2. The name “Mother of all Encounter Tables” as well as any and
all other Necromancer Games product names referenced in the work;

3. All artwork, illustration, graphic design, maps, and cartography,
including any text contained within such artwork, illustration, maps
or cartography;

4. The names of any Sword & Sorcery Studios products, including
but not limited to Creature Collection and Creature Collection II;

5. Any other content previously designated as Product Identity
is hereby designated as Product Identity and is used with permission

and/or pursuant to license.

portion of this License to include the exact text of the COPYRIGHT NOTICE of
any Open Game Content You are copying, modifying or distributing, and You must
add the title, the copyright date, and the copyright holder’s name to the COPY-
RIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as
an indication as to compatibility, except as expressly licensed in another, indepen-
dent Agreement with the owner of each element of that Product Identity. You agree
not to indicate compatibility or co-adaptability with any Trademark or Registered
Trademark in conjunction with a work containing Open Game Content except as
expressly licensed in another, independent Agreement with the owner of such Trade-
mark or Registered Trademark. The use of any Product Identity in Open Game Con-
tent does not constitute a challenge to the ownership of that Product Identity. The
owner of any Product Identity used in Open Game Content shall retain all rights,
title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate
which portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated
versions of this License. You may use any authorized version of this License to copy,
modify and distribute any Open Game Content originally distributed under any
version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy
of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game
Content using the name of any Contributor unless You have written permission
from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms
of this License with respect to some or all of the Open Game Content due to statute,
judicial order, or governmental regulation then You may not Use any Open Game
Material so affected.

13. Termination: This License will terminate automatically if You fail to comply
with all terms herein and fail to cure such breach within 30 days of becoming aware
of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such
provision shall be reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.;
Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins,
David Noonan, Rich Redman, Bruce R. Cordell, based on original material by E.
Gary Gygax and Dave Arneson.

The Mother of All Encounter Tables Copyright 2004, Necromancer Games, Inc.;
Author Greg Ragland.
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