Hills

Within the Hills Region flow a sea of smaller, older, mountai ns,who’ s heights and summits have eroded to less complex
hillsand landscapes. Deeper ravines flow in thisregion, giving testimony to the age of the region. Within this region

are a people who live for the hunt, whether it be for game . . . or for its vast richness of knowledge and experience
impressed upon the lands by the ever flowing hands of time.

Recommended level: 14+



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: 16+

1 check / chamber or room: Roll 1-D20 -- Roll needed for encounter: 8+

%Roll: Encounter types:

01-03: Bandit

04-10: Bat

11-15: Character (see: "Characters, Random Determination of:" in the C section of the Basic Rules Book).
16-17: Dog

18-27: Goblin

28-29: Jahtha

30-31: Jahthein

32-33: Leprechaun

34-43: Lizad

44-53: Lizardman

54-63: Mulik

64-73. Ogre

74-75: Race (see: "Races Random determination of:" in the R section of the Basic Rules Book).
76-80: Rat

81-90: Ratman, Common

91-00: Troll




Open

%Roall: types



Open

%Roall: types



Open

%Roall: types



Bandit

%Roll: Bandit types:




Open

%Roall: types



Open

%Roall: types



Open

%Roall: types



Bat

%Roll: Bat breeds:
01-40: Common
41-00: Giant



Open

%Roall: types



Open

%Roall: types



Open

%Roall: types



Dog
%Roll: Dog breeds:

01-10: Starkeld
11-00: War




Open

%Roall: types



Open

%Roall: types

1/



Open

%Roall: types



Gobhlin

%Roll: Goblin breeds:
01-30: Common
31-90: Kardjon

91-00: Kirill




Open

%Roall: types



Open

%Roall: types



Open

%Roall: types



Jahtha

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




Open

%Roall: types



Open

%Roall: types



Open

%Roall: types



Jahtheln

%Roll: Jahthein types:

01-20: Herald, Dark
21-40: Herdd, Light
41-60: Maligna
61-80: Reveder
81-00: Yoreman

I



Open

%Roall: types



Open

%Roall: types



Open

%Roall: types



Lizard

%Roall: Lizard breeds:
01-10: Common
11-90: Giant

91-00: Rock




Open

%Roall: types



Open

%Roall: types



Open

%Roall: types



Lizardman
%Rall: Lizardman breeds:
01-90: Common

91-00: Shaman




Open

%Roall: types



Open

%Roall: types

of



Open

%Roall: types



Ogre

%Rall: Ogre breeds:




Open

%Roall: types



Open

%Roall: types



Open

%Roall: types



Rat

%Roll: Rat breeds:
01-20: Common
21-00: Giant



Open

%Roall: types



Open

%Roall: types



Open

%Roall: types



Ratman

%Roll: Ratman breeds:

al



Open

%Roall: types



Open

%Roall: types



Open

%Roall: types



Troll

%Roll: Troll breeds:
01-90: Mountain
91-00: Rock




Open

%Roall: types



Open

%Roall: types



Open

%Roall: types



CIVILIZATION

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

%Roll: Encounter types:

01-05: Bat

06-10: Bird

11-25: Character (see: "Characters, Random Determination of:" in the C section of the Basic Rules Book).
26-30: Dog

31-45: Guard

46-50: Horse

51-52: Jahtha

53-54: Jahthein

55-56: Leprechaun

57-93: Race (see: "Races Random determination of:" in the R section of the Basic Rules Book).
94-98. Rat

99-00: Ravis Kin




Open

%Roall: types



Open

%Roall: types

o N4



Open

%Roall: types



Bat

%Roll: Bat breeds:
01-95: Common
96-00: Giant



Open

%Roall: types



Open

%Roall: types



Open

%Roall: types



Bird

%Roll: Bird breeds:

01-20: Eagle, Common

19-20: Eagle, Giant

21-38: Facon, Peregrine, Common
39-40: Falcon, Peregrine, Giant
41-58: Hawk, Common

59-60: Hawk, Giant

61-78: Owl, Great Horned, Common
79-80: Owl, Great Horned, Giant
81-98: Raven, Common

99-00: Raven, Giant




Open

%Roall: types



Open

%Roall: types



Open

%Roall: types



Dog
%Roll: Dog breeds:

01-50: Starkeld
51-00: War

O/



Open

%Roall: types



Open

%Roall: types



Open

%Roall: types

(@Y



Horse

%Roll: Horse breeds:
01-17: Ferd

18-34: Pony, Common
35-51: Pony, War
52-68: Stalion

69-84: War, Common
85-00: War, Trojan

[N



Open

%Roall: types

(4



Open

%Roall: types

o



Open

%Roall: types

4



Jahtha

%Roll: Jahthatypes:

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

ro



Open

%Roall: types

o



Open

%Roall: types

rf



Open

%Roall: types

o



Jahtheln

%Roll: Jahthein types:

01-20: Herald, Dark
21-40: Herdd, Light
41-60: Maligna
61-80: Reveder
81-00: Yoreman

9



Open

%Roall: types



Open

%Roall: types



Open

%Roall: types



Rat

%Roll: Rat breeds:
01-70: Common
71-00: Giant



Open

%Roall: types



Open

%Roall: types



Open

%Roall: types



CIVILIZED WILDERNESS (any wilderness areawithin 3 days of acivilization)
1 check / 24 hours: Roll 1-D20 -- Roll needed for encounter: 20

%Roll: Encounter types:

01-02: Bandit

03-07: Ba

08-12: Bird

13-22: Character (see: "Characters, Random Determination of:" in the C section of the Basic Rules Book).
23-27: Dog

28-29: Goblin

30-34: Horse

35-36: Jahtha

37-38: Jahthein

39-40: Janthina

41-42: L eprechaun

43-45: Lizard

46-47: Lizardman

48-49: Mulik

50-51: Ogre, Common

52-90: Race (see: "Races Random determination of:" in the R section of the Basic Rules Book).
91-95: Rat

96-97: Ratman, Common

98-00: Wolf

o/



Open

%Roall: types



Open

%Roall: types



Open

%Roall: types



Bandit

%Roll: Bandit types:




Open

%Roall: types



Open

%Roall: types



Open

%Roall: types



Bat

%Roll: Bat breeds:
01-90: Common
91-00: Giant



Open

%Roall: types



Open

%Roall: types

Il



Open

%Roall: types



Bird

%Roll: Bird breeds:

01-18: Eagle, Common

19-20: Eagle, Giant

21-38: Facon, Peregrine, Common
39-40: Falcon, Peregrine, Giant
41-58: Hawk, Common

59-60: Hawk, Giant

61-78: Owl, Great Horned, Common
79-80: Owl, Great Horned, Giant
81-98: Raven, Common

99-00: Raven, Giant




1UU

Open

%Roall: types



1U1

Open

%Roall: types



11Uz

Open

%Roall: types



1Uo

Dog
%Roll: Dog breeds:

01-40: Starkeld
41-00: War




1U4

Open

%Roall: types



1U0

Open

%Roall: types



1U0

Open

%Roall: types



Gobhlin

%Roll: Goblin breeds:

01-90: Common
91-98: Kardjon
99-00: Krill

10U/



1U0o

Open

%Roall: types



1U9

Open

%Roall: types



11U

Open

%Roall: types



Horse

%Roll: Horse breeds:
01-17: Ferd

18-34: Pony, Common
35-51: Pony, War
52-68: Stalion

69-84: War, Common
85-00: War, Trojan

111



11z

Open

%Roall: types



1190

Open

%Roall: types



114

Open

%Roall: types



Jahtha

%Roll: Jahthatypes:

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

110



110

Open

%Roall: types



11/

Open

%Roall: types



110

Open

%Roall: types



Jahtheln

%Roll: Jahthein types:

01-20: Herald, Dark
21-40: Herdd, Light
41-60: Maligna
61-80: Reveder
81-00: Yoreman

119



12U

Open

%Roall: types



11

Open

%Roall: types



12

Open

%Roall: types



Lizard

%Roall: Lizard breeds:
01-70: Common
71-95: Giant

96-00: Rock

129



14

Open

%Roall: types



1290

Open

%Roall: types



120

Open

%Roall: types



17

Lizardman
%Rall: Lizardman breeds:
01-98: Common

99-00: Shaman




120

Open

%Roall: types



129

Open

%Roall: types



10U

Open

%Roall: types



101

Ogre

%Rall: Ogre breeds:




104

Open

%Roall: types



10590

Open

%Roall: types



104

Open

%Roall: types



1590

Rat

%Roll: Rat breeds:
01-30: Common
31-00: Giant



100

Open

%Roall: types



10/

Open

%Roall: types



150

Open

%Roall: types



109

Ratman

%Roll: Ratman breeds:




14U

Open

%Roall: types



141

Open

%Roall: types



142

Open

%Roall: types



1490

Wolf

%Roll: Wolf breeds:
01-90: Common
91-00: Giant




la4a

Open

%Roall: types



1490

Open

%Roall: types



140

Open

%Roall: types



14/

CRYPT

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: 5+

%Roll: Encounter types:

01-05; Character (see: "Characters, Random Determination of:" in the C section of the Basic Rules Book).
06-10: Dead, Spirit, Messenger

11-12: Jahtha

13-14: Jahthein

15-16: Race (see: "Races Random determination of:" in the R section of the Basic Rules Book).

17-00: Undead




140

Open

%Roall: types



149

Open

%Roall: types



10U

Open

%Roall: types



101

Dead

%Roll: Dead types:




104

Open

%Roall: types



1090

Open

%Roall: types



104

Open

%Roall: types



Jahtha

%Roll: Jahthatypes:

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

1090



100

Open

%Roall: types



10/

Open

%Roall: types



100

Open

%Roall: types



Jahtheln

%Roll: Jahthein types:

01-25: Herald, Dark
26-50: Herad, Light
51-75: Maligna
76-00: Reveder
41-60: Yoreman

109



10U

Open

%Roall: types



101

Open

%Roall: types



104

Open

%Roall: types



100

Undead

%Roll: Undead types:

01-20: Skeleton, Harrowlith

21-40: Skeleton, White

41-60: Vampire

61-80: Walking Corpse

81-00: Warlock/Witch (01-50: Female, 51-00: Male)




104

Open

%Roall: types



100

Open

%Roall: types



100

Open

%Roall: types



10/

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: 5+

%Roll: Encounter types:

01-10: Animated

11-15: Bandit

16-19: Bat

20-24: Character (see: "Characters, Random Determination of:" in the C section of the Basic Rules Book).
25-26: Dog

27-36: Goblin

37-38: Jahtha

39-40: Jahthein

41-42: Leprechaun

43-52: Lizad

53-62: Lizardman

63-68: Minotaur

69-77: Ogre

78-79: Race (see: "Races Random determination of:" in the R section of the Basic Rules Book).
80-84: Rat

85-92: Ratman, Common

93-00: Troll




100

Open

%Roall: types



109

Open

%Roall: types



Open

%Roall: types

1/U



Animated

%Roll: Animated breeds:

01-25: Gargoyle, Marble
26-50: Gargoyle, Stone
51-75: Cretin, Earth
76-00: Cretin, Marble

171



Open

%Roall: types

1/c



Open

%Roall: types

179



Open

%Roall: types

174



Bandit

%Roll: Bandit types:

17O



Open

%Roall: types

170



Open

%Roall: types

17/



Open

%Roall: types

1/0



Bat

%Roll: Bat breeds:
01-10: Common
11-00: Giant

179



10U

Open

%Roall: types



101

Open

%Roall: types



104

Open

%Roall: types



10690

Dog
%Roll: Dog breeds:

01-05: Starkeld
06-00: War




104

Open

%Roall: types



10690

Open

%Roall: types



100

Open

%Roall: types



Gobhlin

%Roll: Goblin breeds:

01-20: Common
21-70: Kardjon
71-00: Krill

10/



100

Open

%Roall: types



109

Open

%Roall: types



19U

Open

%Roall: types



Jahtha

%Roll: Jahthatypes:

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

191



19«

Open

%Roall: types



199

Open

%Roall: types



194

Open

%Roall: types



Jahtheln

%Roll: Jahthein types:

01-20: Herald, Dark
21-40: Herdd, Light
41-60: Maligna
61-80: Reveder
81-00: Yoreman

1990



190

Open

%Roall: types



197

Open

%Roall: types



190

Open

%Roall: types



199

Lizard

%Roall: Lizard breeds:
01-60: Giant

61-00: Rock




<VUU

Open

%Roall: types



U1l

Open

%Roall: types



VUL

Open

%Roall: types



£Uo

Lizardman
%Rall: Lizardman breeds:
01-70: Common

71-00: Shaman




£VU4a

Open

%Roall: types



£UOo

Open

%Roall: types



U0

Open

%Roall: types



Minotaur

%Roll: Minotaur breeds:

01-70: Brown, Common
71-90: Brown, Giant
91-00: Dungeon

4oy,



U0

Open

%Roall: types



VY

Open

%Roall: types



<1V

Open

%Roall: types



1l

Ogre
%Roll: Ogre breeds:

01-90: Common
91-00: Ulex




£l

Open

%Roall: types



£10

Open

%Roall: types



14

Open

%Roall: types



£10

Rat

%Roll: Rat breeds:
01-30: Common
31-00: Giant



<10

Open

%Roall: types



Py

Open

%Roall: types



£10

Open

%Roall: types



19

Ratman

%Roll: Ratman breeds:




2LV

Open

%Roall: types



L1

Open

%Roall: types



LLL

Open

%Roall: types



£LO

Troll

%Roll: Troll breeds:
01-90: Mountain
91-00: Rock




LT

Open

%Roall: types



£LO

Open

%Roall: types



£Z0

Open

%Roall: types



cLl

LABYRINTH

1-D4 checks/ 24 hours of hallway or tunnel: Roll 1-D20 -- Roll needed for encounter: 8+
1 check / chamber or room: Roll 1-D20 -- Roll needed for encounter: 3+

%Roll: Encounter types:

01-15: Animated

16-17: Bandit

18-19: Bat

20-24: Character (see: "Characters. Random Determination of:" in the C section of the Basic Rules Book).
25-26: Dog, War

27-36: Goblin

37-38: Jahtha

39-40: Jahthein

41-42: Leprechaun

43-52: Lizad

53-62: Lizardman

63-72: Minotaur

73-82: Ogre

83-84: Race (see: "Races Random determination of:" in the R section of the Basic Rules Book).
85-89: Rat

90-91: Ratman, Common

92-00: Troll




££L0

Open

%Roall: types



£LY

Open

%Roall: types



£oU

Open

%Roall: types



Animated

%Roll: Animated breeds:

01-25: Cretin, Earth
26-50: Cretin, Earthman
51-75: Gargoyle, Stone
76-00: Lizardman, Stone

£o1



£OL

Open

%Roall: types



£90

Open

%Roall: types



£o09

Open

%Roall: types



£990

Bandit

%Roll: Bandit types:




£50

Open

%Roall: types



ol

Open

%Roall: types



£90

Open

%Roall: types



£9Y

Bat

%Roll: Bat breeds:
01-10: Common
11-00: Giant



<4V

Open

%Roall: types



£4al

Open

%Roall: types



Lal

Open

%Roall: types



£40

Dog

%Roll: Dog breeds:




a9

Open

%Roall: types



£490

Open

%Roall: types



£40

Open

%Roall: types



Gobhlin

%Roll: Goblin breeds:

01-10: Common
11-25: Kardjon
26-00: Krill

el



£40

Open

%Roall: types



£a9

Open

%Roall: types



£oU

Open

%Roall: types



Jahtha

%Roll: Jahthatypes:

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

£01



£OL

Open

%Roall: types



£990

Open

%Roall: types



£O09

Open

%Roall: types



Jahtheln

%Roll: Jahthein types:

01-20: Herald, Dark
21-40: Herdd, Light
41-60: Maligna
61-80: Reveder
81-00: Yoreman

£9090



£900

Open

%Roall: types



£o |/

Open

%Roall: types



£900

Open

%Roall: types



£90Y

Lizard

%Roall: Lizard breeds:
01-30: Giant

31-00: Rock




<oV

Open

%Roall: types



£01

Open

%Roall: types



£0<2

Open

%Roall: types



£00

Lizardman
%Rall: Lizardman breeds:
01-40: Common

41-00: Shaman




£04

Open

%Roall: types



£00

Open

%Roall: types



£00

Open

%Roall: types



Minotaur

%Roll: Minotaur breeds:

01-30: Brown, Common
31-91: Brown, Giant
92-00: Labyrinth

0/



£00

Open

%Roall: types



£0J9

Open

%Roall: types



Open

%Roall: types

(VU



Ogre
%Roll: Ogre breeds:

01-30: Common
31-00: Ulex

P4y n



Open

%Roall: types

Iy



Open

%Roall: types

(O



Open

%Roall: types

£l a



Rat

%Roll: Rat breeds:
01-10: Common
11-00: Giant

(O



Open

%Roall: types

<10



Open

%Roall: types

<l



Open

%Roall: types

(O



Ratman

%Roll: Ratman breeds:

(9



<oV

Open

%Roall: types



£01

Open

%Roall: types



£04L

Open

%Roall: types



£00

Troll

%Roll: Troll breeds:
01-60: Mountain
61-00: Rock




£049

Open

%Roall: types



£090

Open

%Roall: types



£00

Open

%Roall: types



0/

TOMB

1 check / 200" of hallway or tunnel: Roll 1-D20 -- Roll needed for encounter: 11+

1 check / chamber or room: Roll 1-D20 -- Roll needed for encounter: 6+

%Roll: Encounter types:

01-05: Character (see: "Characters, Random Determination of:" in the C section of the Basic Rules Book).
06-10: Dead, Spirit, Messenger

11-12: Jahtha

13-14: Jahthein

15-16: Race (see: "Races Random determination of:" in the R section of the Basic Rules Book).

17-00: Undead




£00

Open

%Roall: types



£0JY

Open

%Roall: types



9V

Open

%Roall: types



£I1

Dead

%Roll: Dead types:




LI

Open

%Roall: types



£I90

Open

%Roall: types



£I949

Open

%Roall: types



Jahtha

%Roll: Jahthatypes:

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

£I990



£J90

Open

%Roall: types



£I 1/

Open

%Roall: types



£J90

Open

%Roall: types



Jahtheln

%Roll: Jahthein types:

01-20: Herald, Dark
21-40: Herdd, Light
41-60: Maligna
61-80: Reveder
81-00: Yoreman

£I99



ouUVv

Open

%Roall: types



ouUl

Open

%Roall: types



ouZ

Open

%Roall: types



Undead

%Roll: Undead types:
01-10: Shadow

11-30: Skeleton, Harrowlith
31-45: Skeleton, White
46-60: Vampire

61-75: Walking Corpse
76-87: Warlock/Witch
88-00: Zombie

ouvo



ouUu4a

Open

%Roall: types



ouUo

Open

%Roall: types



ouo

Open

%Roall: types



ouU/f

WILDERNESS

1 check / 24 hours: Roll 1-D20 -- Roll needed for encounter: 17+
%Roll: Encounter types:

01-04: Bandit

05-09: Bat

10-15: Bird

16-20: Character (see: "Characters, Random Determination of:" in the C section of the Basic Rules Book).
21-22: Dog

23-32: Goblin

33-37: Horse

38-39: Jahtha

40-41: Jahthein

42-43: Janthina

44-45: L eprechaun

46-53; Lizad

54-61: Lizardman

62-67: Mulik

68-75: Ogre, Common

76-77: Race (see: "Races Random determination of:" in the R section of the Basic Rules Book).
78-82: Rat

83-87: Ratman, Common

88-91: Troll (encountered only at night)

92-00: Wolf




ouUo

Open

%Roall: types



oudY

Open

%Roall: types



olVU

Open

%Roall: types



oll

Bandit

%Roll: Bandit types:




olZ

Open

%Roall: types



olo

Open

%Roall: types



ol4a

Open

%Roall: types



olo

Bat

%Roll: Bat breeds:
01-50: Common
51-00: Giant



ol0

Open

%Roall: types



ol/

Open

%Roall: types



olo

Open

%Roall: types



Bird

%Roll: Bird breeds:

01-18: Eagle, Common

19-20: Eagle, Giant

21-38: Falcon, Peregrine, Common
39-40: Falcon, Peregrine, Giant
41-58: Hawk, Common

59-60: Hawk, Giant

61-78: Owl, Great Horned, Common
79-80: Owl, Great Horned, Giant
81-98: Raven, Common

99-00: Raven, Giant

olY



osZV

Open

%Roall: types



ocZ1

Open

%Roall: types



oLl

Open

%Roall: types



0LO

Dog
%Roll: Dog breeds:

01-30: Starkeld
31-00: War




oL4

Open

%Roall: types



0LO

Open

%Roall: types



o0

Open

%Roall: types



Gobhlin

%Roll: Goblin breeds:

01-35: Common
36-90: Kardjon
91-00: Krill

oL



0Z0

Open

%Roall: types



oLY

Open

%Roall: types



ooV

Open

%Roall: types



Horse

%Roll: Horse breeds:
01-17: Ferd

18-34: Pony, Common
35-51: Pony, War
52-68: Stalion

69-84: War, Common
85-00: War, Trojan

[oJo i



[oJoy4

Open

%Roall: types



o909

Open

%Roall: types



o004

Open

%Roall: types



Jahtha

%Roll: Jahthatypes:

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

009



o000

Open

%Roall: types



(o XN}

Open

%Roall: types



o900

Open

%Roall: types



Jahtheln

%Roll: Jahthein types:

01-20: Herald, Dark
21-40: Herdd, Light
41-60: Maligna
61-80: Reveder
81-00: Yoreman

o0Y



o4V

Open

%Roall: types



o4l

Open

%Roall: types



ol V4

Open

%Roall: types



Lizard

%Roall: Lizard breeds:
01-10: Common
11-90: Giant

91-00: Rock

o049



oa4a

Open

%Roall: types



o049

Open

%Roall: types



o490

Open

%Roall: types



o4l

Lizardman
%Rall: Lizardman breeds:
01-90: Common

91-00: Shaman




o040

Open

%Roall: types



oaY

Open

%Roall: types



ooV

Open

%Roall: types



[oyo N &

Ogre

%Rall: Ogre breeds:




[o Yo y4

Open

%Roall: types



0909

Open

%Roall: types



o094

Open

%Roall: types



fo o ko]

Rat

%Roll: Rat breeds:
01-30: Common
31-00: Giant



000

Open

%Roall: types



[ozo N}

Open

%Roall: types



0900

Open

%Roall: types



o090Y

Ratman

%Roll: Ratman breeds:




o0V

Open

%Roall: types



o001

Open

%Roall: types



o004

Open

%Roall: types



009

Troll

%Roll: Troll breeds:
01-80: Mountain
81-00: Rock




o004

Open

%Roall: types



0090

Open

%Roall: types



o000

Open

%Roall: types



o0/

Wolf

%Roll: Wolf breeds:
01-50: Common
51-00: Giant




o000

Open

%Roall: types



o0Y

Open

%Roall: types



Open

%Roall: types

oV



Secretsin the wilderness]|

1 check / 24 hours= 00 roll. If thereisasecret, roll it up in the Basic Rules Book.

ofll



Time of Encounter:

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

D-20: Time of encounter:
1-6: Daytime encounter: Roll on Chart #A
7-20: 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

ol 4



oflo

Region Check:

Roll needed for Region Change: 95+

If theroll indicatesthere will be a region change, this change will take place within 1-D8 hours of normal travel time
(onfoot, at anormal pace of travel). This change can be otherwise stated by the G.M. of course as he or she seesfit.

%Roall: Region types:

01-11: Cliffs

12-23: Forest: %Roll: Forest settings:
01-33: Common
34-67: Dark
68-00: Dense

24-34: Grasslands

35-45: Great Lakes

46-56: Mountains.  %Roll: Mountain settings:
01-34: Earthen
35-66: Forested
67-00: Rocky

57-67: Ocean: %Roll: Ocean settings:
01-50: Temperate
51-00: Tropical

68-78: Plains, Common
79-89: Plateau
90-00: Rocky



ol4a

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:



Type:

Class.

%Roll to find: +

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

[o ¥ o]



Type:

Class.

%Roll to find: +

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

[o o]



Type:

Class.

%Roll to find: +

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

off



Type:

Class.

%Roll to find: +

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

ofl0



Type:

Class.

%Roll to find: +

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

oY



ooV

Type:

Class.

%Roll to find: +

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



o041

Type:

Class.

%Roll to find: +

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



004

Type:

Class.

%Roll to find: +

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



909

Type:

Class.

%Roll to find: +

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



o004

Type:

Class.

%Roll to find: +

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



009

Type:

Class.

%Roll to find: +

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



000

Type:

Class.

%Roll to find: +

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



o0 /[

Type:

Class.

%Roll to find: +

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



000

Type:

Class.

%Roll to find: +

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



o0Y

Type:

Class.

%Roll to find: +

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



oJu

Type:

Class.

%Roll to find: +

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



oJl

Type:

Class.

%Roll to find: +

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



oJd<L

Type:

Class.

%Roll to find: +

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



o0Jdo

Type:

Class.

%Roll to find: +

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



oJd4a

Type:

Class.

%Roll to find: +

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



o0JdO

Type:

Class.

%Roll to find: +

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



oJo

Type:

Class.

%Roll to find: +

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



oI/

Type:

Class.

%Roll to find: +

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



oJO

Type:

Class.

%Roll to find: +

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



oJdY

Type:

Class.

%Roll to find: +

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



4UV

Type:

Class.

%Roll to find: +

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



44U 1L

Type:

Class.

%Roll to find: +

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



a4Ucs

Type:

Class.

%Roll to find: +

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



4Uo

Type:

Class.

%Roll to find: +

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



aVU4a

Type:

Class.

%Roll to find: +

# of atemptsto find this vegetation per 24 hours: 1
Help notes:
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	Bat
	Dog
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	Jahtha
	Jahthein
	Undead
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	Rat
	Troll

	TOMB
	Jahtha
	Jahthein
	Undead
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