Fearmist

This is a barren and wasted land filled with living vapors of darkness. The once thriving inhabitants of the Fearmist
Region are now twisted and turned to darkness. Most creatures perishedin the cataclysms that gave birth to this new
horror of geography, and have become corrupted, powerful and extremely aggressive. Most of the inhabitants of this
nightmarish continent is not only survive, but to conquer.

Special:

While within this region, spell-points and ability-points do not regenerate naturally. Also, for every 24 hoursonetarries
within this region, a successful Avoidance-roll vs.”Mental-attack” must be rolled or the following penalties will be
enforced until 24 hours after leaving this region:

-30 on defense and offense.
50% chance of ability and spell failure.
-30 on all initiatives.

Recommended level: 50+
Note: Only the strongest should travel within thisregion. Y ou have been warned.



Encounters, Rolling up:

Roll on the appropriate chart to know what will be encountered:



CAVE

1 check / 200" of hallway or tunnel: Roll 1-D20 -- Roll needed for encounter: 10+

1 check / chamber or room: Roll 1-D20 -- Roll needed for encounter: 2+

%Roll: Encounter types:

01-05: Character (see: "Characters, Random Determination of:" in the C section of the Basic Rules Book).
06-35: Dragon

36-37: Jahtha

38-67: Jahthein

68-69: Race (see: "Races Random determination of:" in the R section of the Basic Rules Book).

70-00: Xenon




Open

%Roll: Open breeds types:




Open

%Roll: Open breeds types:




Dragon
%Roll: Dragon breeds:
01-10: Acid

11-20: Air

21-30: Anti Magic
31-40: Deminaught
41-50: Electricity
51-60: Fre

61-80: Morgel
81-90: Mystic
91-00: Serpentine




Open

%Roll: Open breeds types:




Open

%Roll: Open breeds types:




Jahtha

%Roll: Jahtha types:
01-33: Arial Anarias
34-67: Baxter
68-00: Ryagg




Open

%Roll: Open breeds types:




Open

%Roll: Open breeds types:




Jahtheln

%Roll: Jahthein types:
01-10: Herald, Dark
11-20: Herdd, Light
21-30: Chimera, Din"Sol
31-40: Maligna

41-50: Mortalis'Bloodhound
51-60: Reveder

61-70: Sheba Darkmane
71-80: Sheba Whitemane
81-90: Ykor

91-00: Y oreman




Open

%Roll: Open breeds types:




Open

%Roll: Open breeds types:




CIVILIZATION

1-D4 checks/ 24 hours: Roll 1-D20 -- Roll needed for encounter: 20

%Roll: Encounter types:

01-20: Character (see: “Characters, Random Determination of:* in the C section of the Basic Ruies BOOK).
21-30: Dragon (domesti cated)

31-45: Guard

46-47: Jahtha

48-62: Jahthein

63-98: Race (see: "Races Random determination of ;" in the R section of the Basic Rules Book).

99-00: Vision




Open

%Roll: Open breeds types:




Open

%Roll: Open breeds types:

1/



Dragon
%Roll: Dragon breeds:
01-10: Acid

11-20: Air

21-30: Anti Magic
31-40: Deminaught
41-50: Electricity
51-60: Fre

61-80: Morgel
81-90: Mystic
91-00: Serpentine




Open

%Roll: Open breeds types:




Open

%Roll: Open breeds types:




Guard

%Roll: Guard types:




Open

%Roll: Open breeds types:




Open

%Roll: Open breeds types:




Jahtha

%Roll: Jahtha types:
01-33: Arial Anarias
34-67: Baxter
68-00: Ryagg




Open

%Roll: Open breeds types:




Open

%Roll: Open breeds types:




Jahtheln

%Roll: Jahthein types:
01-21: Herald, Dark
22-42: Herdd, Light
43-44: Chimera, Din Sol
45-47: Mdligna

48-63: Mortalis’ Bloodhound
64-66: Reveder

67-80: Sheba Darkmane
81-94: Sheba Whitemane
95-96: Ykor

97-00: Y oreman

I



Open

%Roll: Open breeds types:




Open

%Roll: Open breeds types:




CIVILIZED WILDERNESS (any wilderness areawithin 3 days of acivilization)

1 check / 24 hours: Roll 1-D20 -- Roll needed for encounter: 19+

%Roll: Encounter types:

01-10: Character (see: "Characters, Random Determination of:" in the C section of the Basic Rules Book).
11-12: Dragon (50% chance of being domesticated)

13-14: Elemental

15-24: Guard

25-26: Jahtha

27-28: Jahthein

29-00: Race (see: "Races Random determination of:" in the R section of the Basic Rules Book).




Open

%Roll: Open breeds types:




Open

%Roll: Open breeds types:




Dragon
%Roll: Dragon breeds:
01-10: Acid

11-20: Air

21-30: Anti Magic
31-40: Deminaught
41-50: Electricity
51-60: Fre

61-80: Morgel
81-90: Mystic
91-00: Serpentine




Open

%Roll: Open breeds types:




Open

%Roll: Open breeds types:




Elemental
%Roll: Elemental types:
01-70: Air

71-80: Fearmist

81-90: Fire

91-00: Unicorn, Fire




Open

%Roll: Open breeds types:

of



Open

%Roll: Open breeds types:




Guard

%Roll: Guard types:




Open

%Roll: Open breeds types:




Open

%Roll: Open breeds types:




Jahtha

%Roll: Jahtha types:
01-33: Arial Anarias
34-67: Baxter
68-00: Ryagg




Open

%Roll: Open breeds types:




Open

%Roll: Open breeds types:




Jahtheln

%Roll: Jahthein types:
01-10: Herald, Dark
11-20: Herdd, Light
21-30: Chimera, Din"Sol
31-40: Maligna

41-50: Mortalis'Bloodhound
51-60: Reveder

61-70: Sheba Darkmane
71-80: Sheba Whitemane
81-90: Ykor

91-00: Y oreman




Open

%Roll: Open breeds types:




Open

%Roll: Open breeds types:

al



CRYPT

1 check / 200" of hallway or tunnel: Roll 1-D20 -- Roll needed for encounter: 8+

1 check / chamber or room: Roll 1-D20 -- Roll needed for encounter: 2+

%Roll: Encounter types:

01-05: Character (see: "Characters, Random Determination of:" in the C section of the Basic Rules Book).
06-20: Dead

21-22: Jahtha

23-27: Jahthein

28-29: Race (see: "Races Random determination of:" in the R section of the Basic Rules Book).

30-00: Undead




Open

%Roll: Open breeds types:




Open

%Roll: Open breeds types:




Dead

%Roll: Dead types:
01-10: Dead'Kin

11-19: Dithinoth

20-28: Specter, Dream
29-37: Gohlin

38-46: Spirit, Banshee
47-55: Spirit, Harrowed
56-64: Spirit, Messenger
65-73: Spirit, Phantom
74-82: Spirit, Poltergeist
83-91: Spirit, Shade
92-00: Spirit, Shaman




Open

%Roll: Open breeds types:




Open

%Roll: Open breeds types:




Jahtha

%Roll: Jahtha types:
01-33: Arial Anarias
34-67: Baxter
68-00: Ryagg




Open

%Roll: Open breeds types:




Open

%Roll: Open breeds types:




Jahtheln

%Roll: Jahthein types:
01-10: Herald, Dark
11-20: Herdd, Light
21-30: Chimera, Din"Sol
31-40: Maligna

41-50: Mortalis'Bloodhound
51-60: Reveder

61-70: Sheba Darkmane
71-80: Sheba Whitemane
81-90: Ykor

91-00: Y oreman
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Open

%Roll: Open breeds types:




Open

%Roll: Open breeds types:




Undead

%Roll: Undead types:
01-20: Baamur

21-40: Griffon, Dead Bone
41-60: Skeleton, Inninoth
61-80: Wraith, Dim'Fire
81-00: Wraith, Greater




Open

%Roll: Open breeds types:




Open

%Roll: Open breeds types:




DUNGEON

1 check / 200" of hallway or tunnel: Roll 1-D20 -- Roll needed for encounter: 10+

1 check / chamber or room: Roll 1-D20 -- Roll needed for encounter: 3+

%Roll: Encounter types:

01-30: Animated

31-40: Basilisk

41-45: Character (see: "Characters, Random Determination of:" in the C section of the Basic Rules Book).
46-60: Dragon

61-70: Hex

71-72: Jahtha

73-80: Jahthein

81-90: Medusa, Gorgon, Greater

91-92: Race (see: "Races Random determination of:" in the R section of the Basic Rules Book).
93-00: Xenon




Open

%Roll: Open breeds types:




Open

%Roll: Open breeds types:




Animated

%Roall: Animated types:
01-25: Dragon, Stedl

26-50: Dragon, Stone
51-75: Dragonman, Mercury
76-00: Golem, Ivory




Open

%Roll: Open breeds types:

O/



Open

%Roll: Open breeds types:




Dragon
%Roll: Dragon breeds:
01-10: Acid

11-20: Air

21-30: Anti Magic
31-40: Deminaught
41-50: Electricity
51-60: Fre

61-80: Morgel
81-90: Mystic
91-00: Serpentine




Open

%Roll: Open breeds types:

(@Y



Open

%Roll: Open breeds types:

[N



Jahtha

%Roll: Jahthatypes:

01-33: Arid Anarias
34-67: Baxter
68-00: Ryagg

(4



Open

%Roll: Open breeds types:

o



Open

%Roll: Open breeds types:

4



Jahtheln

%Roll: Jahthein types:
01-10: Herald, Dark
11-20: Herdd, Light
21-30: Chimera, Din"Sol
31-40: Maligna

41-50: Mortalis'Bloodhound
51-60: Reveder

61-70: Sheba Darkmane
71-80: Sheba Whitemane
81-90: Ykor

91-00: Y oreman

ro



Open

%Roll: Open breeds types:

o



Open

%Roll: Open breeds types:

rf



LABYRINTH

1-D4 checks/ 24 hours of hallway or tunnel: Roll 1-D20 -- Roll needed for encounter: 9+

1 check / chamber or room: Roll 1-D20 -- Roll needed for encounter: 2+

%Roll: Encounter types:

01-20: Animated

21-30: Basilisk

31-35: Character (see: "Characters, Random Determination of:" in the C section of the Basic Rules Book).
36-45: Dragon

46-55: Gargoyle, Imperia

56-65: Hex

66-67: Jahtha

68-77: Jahthein

78-85: Medusa, Gorgon, Greater

86-93: Minotaur, Labyrinth

94-95:; Race (see: "Races Random determination of:" in the R section of the Basic Rules Book).
96-00: Xenon

o



Open

%Roll: Open breeds types:

9



Open

%Roll: Open breeds types:




Animated

%Roall: Animated types:
01-25: Dragon, Gem
26-50: Dragon, Stedl
51-75: Myst

76-00: Skeleton, Ironese




Open

%Roll: Open breeds types:




Open

%Roll: Open breeds types:




Dragon
%Roll: Dragon breeds:
01-10: Acid

11-20: Air

21-30: Anti Magic
31-40: Deminaught
41-50: Electricity
51-60: Fre

61-80: Morgel
81-90: Mystic
91-00: Serpentine




Open

%Roll: Open breeds types:




Open

%Roll: Open breeds types:




Gargoyle

%Rall: Gargoyle breeds:

o/



Open

%Roll: Open breeds types:




Open

%Roll: Open breeds types:




Jahtha

%Roll: Jahtha types:
01-33: Arial Anarias
34-67: Baxter
68-00: Ryagg




Open

%Roll: Open breeds types:




Open

%Roll: Open breeds types:




Jahtheln

%Roll: Jahthein types:
01-10: Herald, Dark
11-20: Herdd, Light
21-30: Chimera, Din"Sol
31-40: Maligna

41-50: Mortalis'Bloodhound
51-60: Reveder

61-70: Sheba Darkmane
71-80: Sheba Whitemane
81-90: Ykor

91-00: Y oreman




Open

%Roll: Open breeds types:




Open

%Roll: Open breeds types:




Medusa

%Roll: Medusa breeds:




Open

%Roll: Open breeds types:

Il



Open

%Roll: Open breeds types:




Minotaur

%Roll: Minotaur breeds:




1UU

Open

%Roll: Open breeds types:




1U1

Open

%Roll: Open breeds types:




11Uz

TOMB

1 check / 200" of hallway or tunnel: Roll 1-D20 -- Roll needed for encounter: 9+

1 check / chamber or room: Roll 1-D20 -- Roll needed for encounter: 3+

%Roll: Encounter types:

01-05: Character (see: "Characters, Random Determination of:" in the C section of the Basic Rules Book).
06-20: Dead

21-22: Jahtha

23-27: Jahthein

28-29: Race (see: "Races Random determination of:" in the R section of the Basic Rules Book).

30-00: Undead




1Uo

Open

%Roll: Open breeds types:




1U4

Open

%Roll: Open breeds types:




Dead

%Roll: Dead types:
01-10: Dead'Kin

11-19: Dithinoth

20-28: Specter, Dream
29-37: Gohlin

38-46: Spirit, Banshee
47-55: Spirit, Harrowed
56-64: Spirit, Messenger
65-73: Spirit, Phantom
74-82: Spirit, Poltergeist
83-91: Spirit, Shade
92-00: Spirit, Shaman

1U0



1U0

Open

%Roll: Open breeds types:




10U/

Open

%Roll: Open breeds types:




Jahtha

%Roll: Jahthatypes:

01-33: Arid Anarias
34-67: Baxter
68-00: Ryagg

1U0o



1U9

Open

%Roll: Open breeds types:




11U

Open

%Roll: Open breeds types:




Jahtheln

%Roll: Jahthein types:
01-10: Herald, Dark
11-20: Herdd, Light
21-30: Chimera, Din"Sol
31-40: Maligna

41-50: Mortalis'Bloodhound
51-60: Reveder

61-70: Sheba Darkmane
71-80: Sheba Whitemane
81-90: Ykor

91-00: Y oreman

111



11z

Open

%Roll: Open breeds types:




1190

Open

%Roll: Open breeds types:




Undead

%Roll: Undead types:
01-20: Burning Legion
21-40: Ghoul, Seething
41-60: Dragon, Wraith
61-80: Skeleton, Inninoth
81-00: Skeleton, Plague’Pit

114



110

Open

%Roll: Open breeds types:




110

Open

%Roll: Open breeds types:




11/

WILDERNESS

1 check / 24 hours: Roll 1-D20 -- Roll needed for encounter: 12+
%Roll: Encounter types:
01-05: Character (see: "Characters, Random Determination of:" in the C section of the Basic Rules Book).
06-07: Darkstrome
08-45: Dragon
46-70: Elemental
71: Jahtha
72-80: Jahthein
81-85: Race (see: "Races Random determination of:" in the R section of the Basic Rules Book).
86-00: Xenon




110

Open

%Roll: Open breeds types:




119

Open

%Roll: Open breeds types:




Dragon

%Roll: Dragon breeds:

01-10: Acid

11-20: Air

21-30: Anti Magic
31-40: Deminaught
41-50: Electricity
51-60: Fre

61-80: Morgel
81-90: Mystic
91-00: Serpentine

12U



11

Open

%Roll: Open breeds types:




12

Open

%Roll: Open breeds types:




129

Elemental
%Roll: Elemental types:
01-25: Air

26-50: Fearmist

51-75: Fire

76-00: Unicorn, Fire




14

Open

%Roll: Open breeds types:




1290

Open

%Roll: Open breeds types:




Jahtha

%Roll: Jahthatypes:

01-33: Arid Anarias
34-67: Baxter
68-00: Ryagg

120



17

Open

%Roll: Open breeds types:




120

Open

%Roll: Open breeds types:




Jahtheln

%Roll: Jahthein types:
01-10: Herald, Dark
11-20: Herdd, Light
21-30: Chimera, Din"Sol
31-40: Maligna

41-50: Mortalis'Bloodhound
51-60: Reveder

61-70: Sheba Darkmane
71-80: Sheba Whitemane
81-90: Ykor

91-00: Y oreman

129



10U

Open

%Roll: Open breeds types:




101

Open

%Roll: Open breeds types:




104

Secretsin the wilderness]

1 check / 24 hours = 98+roll. If thereisasecret, roll it up in the Basic Rules Book.



Time of Encounter:

Roll on the following chart for the time of each encounter:

D-20: Time of encounter:
1-10: Daytime encounter: Roll on Chart #A
11-20: Nighttime encounter: Roll on Chart #B

Chart #A
D-20: Time:
1-2: Gam

3. 7am

4: 8am

5: 9am

6: 10am

7: 11am

8: 12pm (noon)
9: 1pm

10: 2pm
11: 3pm
12: 4pm
13: 5pm
14-15: 6pm
16-17: 7pm
18-20: 8pm

Chart #B
D-20: Time:
1-2: 9pm
3-4: 10pm
5-6: 11pm
7-9: 12am (midnight)
10-12: 1am
13-14: 2am
15-16: 3am
17-18: 4am
19-20: 5am

1590



104

Region Check:

Roll needed for Region Change: 00
Thisisacontinent, not aregion one can merely passinto. It must be reached by ship from the Tropical Ocean. If a
00 isroalled, thiswill indicate you have gottento one of the shores of the Fearmist region. It will be the Tropical Ocean.

If you have not traveled far inland, this will merely indicate you have come across a gulf or a sharp bend in the
continentitself. It will take 18 moons (540 days) of normal travel on foot to reach from one shore to the opposite shore
of this continent.



1590

Plant Life:

V egetation-types: Thiswill be the name of the vegetation. Class: Fungi, Herb, Plant, Root, Tree, etc.
%Rall to find: Roll the number given, or higher, and successfully locate a desired vegetation.

# of attemptsto find this vegetation per day: How many chances given to find a certain vegetation.
Help notes: Information notes on each vegetation type.

G.M.: Only if actively seeking aspecific type of vegetation will you make known its presence unlessyou think acertain
avoidance-roll vs." Awareness" should be allowed in order to seeit (unlessit clearly standsout). Thefollowingarethe
types of plant-life that can be found in thisregion:



100

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:



10/

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:



150

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:



109

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:



14U

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:



141

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:



142

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:



149

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:



la4a

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:



1490

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:



140

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:



14/

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:



140

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:



149

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:



10U

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:



101

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:



104

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:



1090

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:



104

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:



1090

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:



100

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:



10/

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:



100

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:



109

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:



10U

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:



101

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:



104

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:



100

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:



104

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:



100

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:
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