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Arabian Nights Adventures

Arabian Nights Adventures is a solo tabletop RPG adven­

ture set in a world inspired by the enchanting tales of the 

Arabian Nights.

This minimalist Solo Role Playing Game is designed to be a 

quick, immersive, and flexible experience where you explore 

a rich tapestry of exotic locations, diverse cultures, mythical 

beings, and thrilling adventures.

Introduction
Arabian Nights Adventures follows the following design 

principles:

1. Portable: to play you will need a few common (six-sided) 

dice and writing materials. Anything else is optional and 

not essential.

2. Rules-Light: the game relies on a few rules and only one 

solving mechanic, easy to learn and eventually to memo­

rize.

3. Tag-based: characters and situations are defined only by 

qualitative descriptors and no quantitative characteristics.

With a focus on quick resolutions, Arabian Nights Adven

tures throws you headfirst into the heart of the action. Your 

character will be defined by thematic tags, such as “Cunning 

Merchant” or “Fierce Warrior.”

1



What is a Role Playing Game (RPG)?

A role-playing game (RPG) is a type of game in which players 

assume the roles of fictional characters and act out their 

actions and decisions within a narrative or imaginary setting. 

The outcome of these actions and decisions is often deter­

mined by a set of rules and game mechanics, such as dice 

rolls or statistical attributes of the characters. Players may 

also collaborate to create a shared story or narrative through 

their characters’ actions and interactions.

What is a Solo RPG?

In a solo RPG a single player takes on the roles of one or 

more characters, while also simultaneously managing some 

elements of the game world. These games typically involve 

the use of a rule system and game mechanics to determine 

the outcome of actions taken by the player-controlled char­

acters. Unlike a gamebook (such as the Fighting Fantasy, 

Lone Wolf, and Tunnels & Trolls series) a solo RPG is not a 

form of interactive, forked narrative in which outcomes are 

pre-determined and limited by the author’s choices.

Through the interaction of player, oracle, tools, and prompts, 

the character’s actions will build an emergent narrative 

within whose boundaries anything can be attempted, with­

out predetermined limits.

Minimum Requirements

To play Arabian Nights Adventures you will need:

• 4 six sided dice (also known as d6s): two pairs of different 

colors

• Paper and writing tools: at least a sheet of scrap paper 

and and pencil, but index cards or sticky notes are a fine 

addition
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• Character sheet: you may use the provided sheet at the 

back or a simple index card.

• Notebook: Arabian Nights Adventures is not a solo jour­

naling game, you can easily play it in the “theater of mind”. 

But you can keep track of you game if you feel the need!

Safety Tools

You will play alone, but be sure to play in an environment that 

is comfortable for you, without overexerting yourself, and 

reserve the option to stop as soon as you feel uncomfortable 

for any reason, physical or emotional. Don’t be afraid to tackle 

new themes, but do so in full awareness of your boundaries.

A Note on Cultural Representation

Arabian Nights Adventures draws inspiration from the leg­

endary tales of the One Thousand and One Nights and 

related traditions, but it is not an attempt to accurately por­

tray the history, religions, or lived cultures of the Middle East, 

North Africa, or Central and South Asia.

These stories have often been filtered through a Western 

lens, giving rise to Orientalist tropes — romanticized, exoti­

cized, or distorted images of the people and places they de­

pict. This game acknowledges that legacy and encourages 

players to approach the material with curiosity, humility, 

and respect.

This is a work of imaginative fiction, not a cultural docu­

mentary. If you belong to or are familiar with the cultures 

loosely referenced here, you may notice simplifications or 

inaccuracies. If you are not, consider this an opportunity 

to recognize the richness of those traditions without treat­

ing them as props or caricatures. Avoid stereotypes. Listen. 

Learn.
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Most of all: play generously, with an open heart and a reflec­

tive mind.

Setting Introduction
Arabian Nights Adventures takes place in a world of dazzling 

wonders and shadowed secrets, where every corner holds 

a tale waiting to be told. Inspired by the timeless stories 

of Scheherazade, this setting invites solo adventurers to 

wander through bustling cities, whispering deserts, and en­

chanted isles, encountering both peril and marvel at every 

turn. It is a land where the mundane meets the magical, and 

where wit, courage, and charm are just as powerful as sword 

and spell.

• Bustling Cities and Serene Landscapes: The cities of this 

world — like Baghdad, Damascus, and Cairo — pulse with 

life. Their streets overflow with colorful bazaars, sweet-

smelling spice stalls, and the echo of prayers from majestic 

mosques. These urban centers are a maze of shadowed 

alleyways and opulent courts, where merchants, thieves, 

scholars, and spies brush shoulders. Beyond the city gates, 

golden deserts stretch endlessly under the sun, their sands 

shifting to hide oases and ancient secrets. Towering moun­

tains loom on the horizon, guarding forgotten temples 

and dangerous passes. Mystical islands lie just beyond the 

waves, veiled in mist and legend, and ruins of lost civiliza­

tions offer treasures, traps, and timeless enigmas.
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• Diverse Cultures and Influential Figures: This is a land 

shaped by many tongues and traditions. Arabic, Persian, 

and Turkish influences mingle in its architecture, music, 

and manners. Nomadic desert tribes live by ancestral 

codes, expert in survival and wary of outsiders. Merchant 

caravans thread the trade roads like lifeblood, linking dis­

tant cities and remote settlements. Within marble palaces, 

sultans and viziers plot, entertain, and rule with absolute 

splendor. And all the while, poets, artisans, and scholars 

breathe life into the arts, while mystics and sorcerers walk 

a line between revered wisdom and feared power.

• Mythical Beings and Magical Creatures From the stories 

told by campfire and court come beings of wonder and 

dread. Djinns — beings of smokeless fire — hold the power 

to reshape fate, but their boons are never without danger. 

Rocs blot out the sun with their wings; marids command 

the ocean depths; ghuls prowl graveyards, craving flesh. 

Talking animals offer cryptic advice, shape-shifters blur the 

lines between forms, and arcane artifacts whisper to those 

who dare touch them. Every tale warns: nothing is as it 

seems, and every creature has its price.

• Thrilling Adventures and Quests Adventurers cross 

scorching sands, sail perilous seas, and brave cursed tombs 

in search of glory and truth. They face riddles older than 

kings, bargain with spirits, and challenge cunning viziers in 

courts filled with danger. Some seek lost relics of unimag­

inable power; others unravel family secrets, escape wrong­

ful fates, or fight for justice in a world where power often 

lies hidden behind a veil. Every quest is a story waiting to 

be told, and every story might just reshape the world.
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• Magic and Mysticism Magic permeates every layer of life 

— sometimes openly, sometimes hidden behind ritual and 

superstition. Arcane spellcasting reshapes reality, while 

diviners read fates in stars and sand. Alchemists pursue 

forbidden transformations, and mystics recite incantations 

passed down from ages beyond memory. Hidden orders 

preserve sacred texts, guard dangerous truths, and train 

those who would wield the unseen. Magic in this world is 

potent, but its costs are often steep, and its paths rarely 

straight.

• Intrigue and Espionage Behind silk curtains and behind-

the-scenes alliances, power shifts like sand in the wind. 

Palaces are rife with secret deals, assassinations, and spies 

playing dangerous games. Thieves’ guilds, rival factions, 

and hidden sects vie for control of cities, secrets, and souls. 

In this world, a dagger may serve better than a sword, and 

a whispered word may cut deeper than steel. Deception, 

seduction, and cunning are tools as vital as strength or 

sorcery.

• Vibrant Trade and Commerce Trade routes stretch like 

veins across the map, linking every city, caravanserai, and 

seaport. Spices, silks, gems, and magical curiosities fill the 

markets, where haggling is an art and reputation is coin. 

Merchant guilds hold vast influence, sometimes eclipsing 

royal courts. But where there is wealth, there is danger: 

pirates stalk the coasts, and bandits lie in wait among the 

dunes. Commerce is both livelihood and battlefield.
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• Flourishing Art and Culture Culture thrives in every ges­

ture, every poem, every dish. Walls bloom with calligraphy 

and sacred geometry, while minstrels recite verses that 

move the heart and sharpen the mind. Music and dance 

are not merely entertainment, but expressions of joy, rebel­

lion, or mourning. Master artisans forge works that outlast 

dynasties, and storytellers shape how history remembers 

the past. Even meals are an art — feasts filled with layered 

spices, golden fruits, and stories served with each dish.

• Folklore and Mythology The old tales are never far from 

reality. Spirits dwell in wells and trees, and the stars whisper 

secrets to those who listen. The Quran and other sacred 

texts inspire visions and magic; Persian and Turkish myths 

add layers of trickery, valor, and divine interference. Every 

village has a legend, every ruin a curse, and every family 

a story passed from grandmother to grandchild. Whether 

these tales serve as warnings, blessings, or challenges — 

that is for the adventurer to discover.

Playable Themes

Arabian Nights Adventures supports a wide range of story 

tones and adventures. Here are some inspirational themes 

your journey might explore — feel free to mix them, subvert 

them, or invent your own along the way.

• Journey Through Wonder: Travel across mythic deserts, 

vibrant cities, hidden valleys, and mystical islands. Discover 

forgotten temples, starlit caravans, and miraculous oases. 

Every new horizon holds a story waiting to unfold.

• Encounters With the Magical and the Unknown: Face 

powerful djinn, cunning sorcerers, ancient relics, and 

shapeshifting spirits. Magic is everywhere — beautiful, dan­

gerous, and rarely predictable.
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• Intrigue and Webs of Power: Navigate palace politics, se­

cret cabals, rival guilds, and dangerous bargains. Influence 

the fate of empires with a whisper, a blade, or a secret well 

kept.

• The Quest for Lost Knowledge and Treasure: Seek out an­

cient maps, cryptic riddles, and legendary artifacts. Brave 

ruins where past civilizations slumber beneath the sand — 

and where not all doors should be opened.

• Stories That Teach and Transform: Inspired by folk tales, 

courtly parables, and Scheherazade’s layered tales, your 

adventure may reveal truths about justice, mercy, pride, 

greed, or the power of words. Sometimes the greatest 

treasure is wisdom.

Inspirational Timeframes

The world of Arabian Nights Adventures is not bound by a 

strict historical timeline. Instead, it draws inspiration from 

a rich mosaic of legends, cultural memories, and literary 

traditions that span centuries and empires. Use these broad 

timeframes to guide the flavor and tone of your stories — or 

blend them freely to create something entirely your own.

• Mythic Antiquity: A time before time, when spirits walked 

openly and ancient deities still received offerings beneath 

the stars. The world is shaped by heroic epics, desert myths, 

and whispered tales passed from campfire to caravan. 

Magic is raw and wild, cities are few and far between, and 

the stories feel like dreams on the edge of memory.
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• Golden Age of Knowledge: Inspired by the heights of 

intellectual and artistic achievement across the Islamic 

world, this is an age of libraries, observatories, and wonder. 

Cities like Baghdad and Samarkand shine as beacons of 

learning. Scholars debate the nature of the stars, poets 

compose verses that move the heart, and magical sciences 

flourish in secret chambers.

• Dynasties and Intrigue: The world is ruled by powerful 

sultans, cunning viziers, and secretive guilds. Palaces teem 

with politics and plots. Trade routes weave gold and silk 

through deserts and over seas. This is an age of human 

drama — of betrayals, forbidden love, power struggles, and 

the constant shadow of magic.

• Age of Voyages: Adventurers cross distant lands and 

uncharted waters. Merchant fleets sail toward unknown 

shores. Strange islands drift on the horizon, and old maps 

whisper of lost cities and buried treasures. This is an age of 

exploration, where every journey is a leap into the unknown 

— and every discovery comes with a price.

Characters
In Arabian Nights Adventures, Non-Playing Characters 

(NPCs), Foes, Organizations, Monsters, and even relevant ob­

jects like vehicles are characters too!

Your Protagonist is described by some fixed traits:

• Name: The name should be iconic and consistent with the 

tone and setting of the story.

• Concept: A concise description of the character’s profes­

sion, background, and abilities. The best are adjective-

name pairings, like “Cunning Vizier”, “Desert Wanderer”, 

“Disgraced Prince”, or “Moon-Touched Oracle”.
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• Skills (x2): Abilities not necessarily character-specific but 

not characteristics common to all. “Smart” is not a skill, 

“Silver-Tongued Merchant” is.

• Frailty: Something that could potentially get in the way of 

the character, either physically, mentally, or socially.

• Gear (x2): Particular equipment supplied to the character 

in coherence with the setting. Everyday items are taken for 

granted and do not fall under this trait.

• Goal: The long-term objective.

• Motive: What drives the pursuit of the goal.

• Nemesis: A person or organization that hinders the protag­

onist. It can emerge during the first game sessions, it may 

or may or not be the direct antagonist of the story, ready to 

appear to make life even more difficult

• Luck: The measure of a character’s ability to avoid ill for­

tune or an inauspicious outcome. It applies only in Conflicts 

and automatically recharges when they end. Luck starts 

and caps at 6.

These traits are described by tags, descriptive words or 

phrases that can identify anything in the game world. Even 

the details of the environment in which the action moves 

and conditions (physical or mental) of the characters are 

tags.

They are qualitative representations. They are not quan

titative measures.

Character Traits

You can use these traits to create a character on the fly, mix 

them, or just use them as inspiration.
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Character Traits

Concepts

1 2 3 4 5 6

1 Desert 

Wan­

derer

Cun­

ning 

Vizier

Star-Touched 

Seer

Masked 

Assas­

sin

Whis­

pering 

Alchemist

Sand­

born 

Mystic

2 Exiled 

Prince

Moon­

light 

Dancer

Saffron 

Mer­

chant

Spirit-

Talker

Wan­

dering 

Poet

Fire-

Eyed 

Black­

smith

3 Veiled 

Courte­

san

For­

tune-

Hungry 

Thief

Snake-Charmed 

Healer

Car­

avan 

Guard

Glass­

blower 

of Se­

crets

Desert 

Fal­

coner

4 Oracle 

of the 

Oasis

Spell-

Cursed 

Outcast

Shadow-

Walker

Wan­

dering 

Dervish

Mirror-

Wise 

Philoso­

pher

Tamer 

of Roc 

Hatch­

lings

5 Sand-

Scribe

Wind-

Blessed 

Nomad

Pearl 

Diver

Story-

Hunter

Palace 

Juggler

Keeper 

of For­

gotten 

Names

6 Storm­

bound 

Sailor

Blood-

Bound 

Sor­

cerer

Jewel-

Eyed 

Artisan

Dream-

Driven Prophet

Laugh­

ing Du­

elist

Pilgrim 

of the 

Mirage
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Skills

1 2 3 4 5 6

1 Whirling 

Blade Dancer

Sand­

step 

Sneak

Silver-Tongued 

Charmer

Ce­

lestial 

Naviga­

tor

Potion-

Brewer

Oasis 

Healer

2 Smoke 

and 

Mirror 

Tricks

Desert 

Sur­

vivalist

Whis­

pered 

Nego­

tiator

Shad­

owed 

Infiltra­

tor

Truth-

Seeker

Mas­

ter of 

Minia­

tures

3 Djinn-

Bound 

Spell­

work

Fire-Juggler’s 

Grace

Story-

Weaver

Tacti­

cian 

of the 

Bazaar

Tongue 

of Many 

Lands

Feast-

Table 

Savant

4 Song 

of 

Sooth­

ing 

Winds

Oud Vir­

tuoso

Tale-

Spin­

ning 

Orator

Sky-

Chart 

Reader

Beast-

Way 

Tracker

Horse 

Whis­

perer

5 Relic 

Engi­

neer

Star­

bound 

Sailor

Ink-

Stained Archivist

Callig­

raphy of 

Secrets

Chron­

icler of 

Dynas­

ties

Cartog­

rapher 

of the 

Lost

6Stargazer 

of Omens

Beast 

Handler 

of the 

Sands

Mar­

ketwise 

Trader

Falcon-

Eyed 

Hunter

Herb-

Lore 

Gath­

erer

Riddle-

Cracker
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Frailties

1 2 3 4 5 6

1 Gold-

Lust

Trem­

bles 

Before 

Blades

Proud 

Beyond 

Reason

Rash 

Tongue

Easily 

Fooled 

by 

Charm

Stranger 

to De­

ceit

2 Green-

Eyed 

for 

Glory

Sleeps 

While 

the 

Sun 

Rises

Fire-

Tem­

pered 

Soul

Un­

yield­

ing in 

Belief

Soft 

Voice in 

Conflict

Rider of 

Risk

3 Mir­

ror-Ob­

sessed

Vows 

Broken 

Like 

Twigs

Haunted 

by 

Omens

Trusts 

No One

Hungers 

for 

Praise

Vows 

Re­

venge 

Too 

Quickly

4 For­

gets 

Sacred 

Details

Fear of 

Being 

Forgot­

ten

Sees 

Shad­

ows in 

Faces

Melan­

choly 

Moon-

Gazer

Confi­

dence 

Crum­

bles in 

Silence

Hears 

Secrets 

in Si­

lence

5 Tongue 

Forked 

in 

Prayer

Lover 

of 

Rival’s 

For­

tune

Shakes 

Before 

Crowds

Heart 

Tossed 

by the 

Winds

Grasper 

of All, 

Keeper 

of None

Mind 

Adrift in 

Wonder

6 Too 

Sure of 

Fate

Feeds 

When 

He 

Should 

Fast

Walled 

in Se­

crets

Hungers 

for For­

bidden 

Truth

Breaker 

of Ritu­

als

Fixates 

on the 

Impossi­

ble
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Gear

1 2 3 4 5 6

1 Pol­

ished 

oil lamp

Curved 

short 

sword

Brass 

com­

pass

Pouch 

of dried 

herbs

Embroi­

dered 

robe

Rolled 

parch­

ment

2 Slim-

bladed 

dagger

Worn 

leather 

amulet

Hand-

drawn 

map

Wooden 

oud

Small 

prayer 

book

Clay 

potion 

vial

3 Bone 

lock­

picks

Silver 

ear­

rings

Small 

spy­

glass

Bronze 

ring

Paper 

lantern

Ink and 

reed 

pen

4 Short­

bow 

and 

quiver

Simple 

arrows

Folded 

tent 

cloth

Water 

skin

Woven 

satchel

Round wooden 

shield

5Sand-wrapped 

sandals

Rolled 

travel 

rug

Stringed 

coin 

purse

Flint 

and 

steel

Coiled 

rope

Pack 

of dry 

food

6 Worn 

saddle

Sturdy 

desert 

horse

Carved 

talis­

man

Plain 

travel 

cloak

Palm-

sized 

mirror

Painted 

game 

board

Names

Female Names

1 2 3 4 5 6

1 Amina Layla Zainab Fa­

tima

Yasmin Soraya

2 Nadia Hafsa Salma Miriam Rania Dina

3 Leila Samira Noor Huda Rima Hana
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1 2 3 4 5 6

4 Zarah Nawal Isra Aisha Mariam Sana

5 Lina Rahma Zein Lubna Safa Amal

6 Rasha Ruba Rida Arwa Malak Ju­

manah

Male Names

1 2 3 4 5 6

1 Ahmed Khalid Omar Has­

san

Karim Tariq

2 Samir Yasir Nadir Basim Fahad Rashid

3 Amir Zayd Adil Majid Saeed Talib

4 Bilal Jamil Rami Ismail Mustafa Farid

5 Hamid Ibrahim Harun Nabil Qasim Yusuf

6 Malik Anwar Salem Munir Habib Jamal

Surnames

1 2 3 4 5 6

1 Al-

Farouk

Al-Man­

sour

Al-

Rashid

Al-

Has­

san

Al-

Amin

Al-

Karim

2 Al-

Hakim

Al-Nasir Al-

Tahir

Al-

Idrisi

Al-

Saleh

Al-

Mahdi

3 Al-

Qasim

Al-Fadl Al-Adil Al-

Bashir

Al-

Rafiq

Al-

Sabir

4 Al-Za­

hir

Al-Ghaz­

ali

Al-

Mu’taz

Al-KhwarizmiAl-Tusi Al-

Rumi
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1 2 3 4 5 6

5 Al-

Kindi

Al-

Muqad­

dim

Al-

Jahiz

Al-Su­

lay­

man

Al-

Khat­

tab

Al-

Mu’izz

6 Al-Nu­

man

Al-Samh Al-Bal­

akhi

Al-

Mar­

wazi

Al-

Tamimi

Al-Sar­

raj

Nicknames

1 2 3 4 5 6

1 The 

Wise

The 

Brave

The 

Just

The 

Swift

The 

Merci­

ful

The 

Bold

2 The 

Clever

The 

Fearless

The 

Pious

The 

Gener­

ous

The 

Silent

The 

Strong

3 The 

Gentle

The 

Valiant

The 

Loyal

The 

Quick

The 

Kind

The Pa­

tient

4 The 

Cun­

ning

The Ra­

diant

The 

De­

vout

The 

Mighty

The 

Shrewd

The Vigi­

lant

5 The 

Grace­

ful

The Far­

sighted

The 

Hon­

orable

The 

Tena­

cious

The 

Just 

Hand

The 

Watch­

ful

6 The 

Curi­

ous

The 

Stern

The 

Hum­

ble

The 

Stal­

wart

The 

Fierce

The Dili­

gent
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Rules
Arabian Nights Adventures is a minimalist Solo Role Playing 

Game designed to be played with only one character (the 

Protagonist). You’ll guide them through the story that will 

unravel during the game, asking closed questions to an 

Oracle which will help you overturn your expectations.

Every now and then you will be surprised with an unex­

pected twist!

Keep The Action In Motion

A game in Arabian Nights Adventures is a succession of 

scenes. A scene is a unit of time in which a certain action 

takes place in pursuit of a certain short-term goal.

In Arabian Nights Adventures at each scene:

1. Identify what you expect from the scene. Compared to 

traits, goal, and motivation determine the Protagonist’s 

action. What might be the reaction of the game world?

2. Test your expectations. When you are uncertain (or over­

confident) about the reaction to your actions, ask the 

Oracle a closed question (answer is Yes or No), considering 

the tags involved to determine if there is an Advantage or 

Disadvantage.

3. Interpret the result. Is the Oracle’s answer in line with 

your expectations? If not, in the context in which the 

scene takes place, how should an answer that subverts 

them be considered?

This sequence will come to you naturally after some practice. 

Use it as a guideline the first few times.
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Consulting the Oracle

When you need to test your expectations you’ll ask the 

Oracle a closed question.

You’ll need 2d6 in one color (Chance Dice), and 2d6 in an­

other (Risk Dice).

To resolve a closed question, roll one Chance Die and one 

Risk Die:

• If the Chance Die is highest, the answer is Yes.

• If the Risk Die is highest, the answer is No.

• If both are low (3 or less), add a but….

• If both are high (4 or more), add an and….

• If both are equal, the answer is Yes, but…. Add a point to 

the Twist Counter.

Dice Value Chance Die > Risk 

Die

Risk Die > Chance 

Die

Both < 4 Yes, but… No, but…

Both > 3 Yes, and… No, and…

Mismatched Yes No

Equal Add 1 to the Twist 

Counter

Advantage and Disadvantage

If circumstances or positive tags grant an advantage, add a 

Chance Die to the roll. Otherwise, when hindrances or neg­

ative tag cause a disadvantage, add a Risk Die. In both cases 

keep only the higher die of the added type when you check 

the roll.

Consider tags intuitively and not quantitatively, using the 

context of the situation at play. It is important to keep the 
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flow of play fast and not accounting for advantages and 

disadvantages numerically!

Twist Counter

The Twist Counter is a measure of the rising tension in the 

narrative. At the beginning is set to 0. Every time a double 

throw (dice are equal) happens, add 1 to the Counter. If the 

Counter is below three, consider the answer as “Yes, but…”. 

Otherwise a Twist happens and resets the Counter.

Roll 2d6 and consult the following Twist Table to determine 

what kind of twist happens.

D6 Subject Action

1 A third party Appears

2 The hero Alters the location

3 An encounter Helps the hero

4 A physical event Hinders the hero

5 An emotional event Changes the goal

6 An object Ends the scene

Interpret the two-word sentence in the context of the cur­

rent scene. Twists will keep the plot and events going in 

unexpected ways.

Magic and Wishes

In Arabian Nights Adventures, magic is wild, poetic, and 

dangerous — especially when it comes from Djinn or ancient 

relics.

Making a wish is never just a roll. It is a negotiation with the 

unknown.
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To make a wish: - Speak it aloud — clearly or carelessly. - Ask 

the Oracle. - Let the result twist the world.

Instead of just Yes/No, use this twist table:

D6 Wish Complications

1 The wish is granted… but too literally.

2 A secret price must be paid — later.

3 The Djinn interprets it with irony.

4 Someone else benefits instead.

5 The wish warps fate — a thread of the world is pulled 

loose.

6 It works perfectly… for now.

Note: Negotiating with Djinn is a scene — not a spell. 

Give them names, moods, and grudges. Treat each wish 

like a fable in the making.

Desert Survival

Crossing the desert isn’t about rolling for rations — it’s about 

what happens when the sun burns your path away.

Use a Desert Journey Clock with four segments:

• Fill a segment for every setback (bad Oracle roll, sandstorm, 

lost supplies, etc.).

• When full: something breaks — the caravan splinters, a 

guide vanishes, a mirage leads you astray.

On a strong Oracle result, instead mark Desert Gifts:

• An oasis with ancient writing.

• A caravan in need (or offering help).

• Strange lights in the distance.
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D6 Desert Perils

1 Sandstorm hides a ruin.

2 A guide lies — or is possessed.

3 Water turns brackish.

4 You hear music in the dunes.

5 Something follows.

6 You arrive… but somewhere wrong.

Tip: Keep journeys short — but make each one matter. 

The desert is memory, illusion, and ordeal.

Palace Intrigue

Every court is a stage, and every noble plays two roles: one in 

daylight, one in whispers.

When entering a court, define:

• Whispers: What rumors swirl about the PCs?

• Factions: Who vies for influence? What do they want?

• Secrets: What forbidden truth hangs in the air, waiting?

Each intrigue scene can earn:

• Favor (used to gain invitations, protections, gifts)

• Scandal (used against the PCs by others)

• Leverage (a secret, a debt, a blackmailable detail)

Use the Oracle for maneuvers — but always ask: What will it 

cost to succeed?

D6 Intrigue Complications

1 An ally turns out to be a spy.

2 A love letter is misdelivered.

3 A masked figure offers a deal.
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D6 Intrigue Complications

4 You’re invited… but into a trap.

5 A gift holds a hidden message.

6 The prince’s twin returns from exile.

Caution: Don’t play intrigue like combat — play it like 

poetry with knives.

Conflicts

A Conflict is any situation in which opponents clash, attack­

ing, defending, or wearing each other down in order to win. 

This applies both in a practical and metaphorical sense.

So, a Conflict is not only limited to combat (or fighting) in 

the strict sense but also to competitive situations (such as 

contests, duels, verbal confrontations, etc.) in which two or 

more characters (including vehicles, of course!) compete.

Conflicts can be resolved in different ways depending on 

preferences and context:

1. Ask a single closed question. The Oracle’s answer deter­

mines the outcome of the conflict.

2. Ask a series of closed questions to resolve current single 

actions.

3. Use the rules of Harm & Luck below.

Note that the Twist Counter does not apply to Harm & Luck. 

Instead, it is used regularly if the Conflict is handled with 

closed questions.

If the conflict is resolved by applying damage to the Luck 

trait, roll the dice to determine whether the protagonist 

causes damage to the opponent or suffers damage due to 
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counterattack or failed defense. The rolls are player facing 

only.

The damage reduces the Luck of the target, whether protag­

onist or NPC. When the Luck runs out, the character has lost 

the conflict.

The final outcome depends on the context. Do you get 

caught? Are you seriously injured? You may even die if that 

fits the narrative.

An­

swer

Do you get what you want? Harm

Yes, 

and…

You get what you want, and something else. Cause 

3

Yes… You get what you want. Cause 

2

Yes, 

but…

You get what you want, but at a cost. Cause 

1

No, 

but…

You don’t get what you want, but it’s not a 

total loss.

Take 

1

No… You don’t get what you were after. Take 

2

No, 

and…

You don’t get what you want, and things get 

worse.

Take 

3

Determine the mood of the next scene

At the end of the current scene sometimes you will be clear 

about the direction to take, other times you may need to 

determine the general mood of the next one. In this case roll 

1d6 and consult the following table:
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D6 Next Scene

1-3 Dramatic scene

4-5 Quiet Scene

6 Meanwhile…

• A dramatic scene does not break the tension of the previ­

ous scene but carries it further forward, introducing further 

obstacles or difficulties.

• During a quiet scene there is time to take a breath, to heal, 

to make plans for the next steps and to deepen relation­

ships.

• A meanwhile scene takes place somewhere else, other 

than where the hero is. It cuts to villains or other plot-

important characters.

Open-Ended Question or Get Inspired

To answer an Open-Ended question, roll 1d6 once on each of 

the following tables (roll at least a verb and a noun, adjectives 

are optional).

When the story ends

At the end of the adventure you may add another trait to the 

character. It is better that this is related to how the story just 

ended and can be either a Skill, Gear, a new Frailty, or even a 

new Nemesis! You can also modify an existing trait to better 

represent an enhanced expertise.

Also update the list of NPCs, Locations, and Events that may 

show up again in future adventures.

Exploring the World
In Arabian Nights Adventures, a journey is never just a 

means to an end. It is a thread in the great tapestry of fate 
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— filled with trials, wonder, and transformation. Whether 

gliding over the dunes on a flying carpet, braving the sea’s 

moods, or crossing the scorched belly of the desert, travel is 

the lifeblood of every tale.

All journeys follow three essential phases: Preparation, The 

Journey, and Arrival.

1. Preparation

Before setting off, you must determine where you are going, 

how you plan to get there, and how well equipped you are 

to face the unknown.

• Choose Your Destination: Pick a known location, draw 

inspiration from a tale, or roll on the Oracle for a vague 

direction, rumor, or omen.

> “Is it hidden by magic?”

> “Is it guarded by a dangerous creature?”

• Gather Your Supplies: Supplies include water, food, 

charms, and travel tools. Note Tags such as “Sack of Ra

tions”, “Blessed Water Flask”, or “Talisman Against Sand 

Spirits”. Roll the Oracle to determine your preparedness:

‣ Yes, and…: Your gear is flawless, and you gain a bonus 

item or insight.

‣ Yes: You’re ready and well-stocked.

‣ Yes, but…: You’re mostly prepared, but something is 

flawed or missing.

‣ No, but…: You lack key items, but find makeshift substi­

tutes.

‣ No: Your preparations fall short, putting you at risk.

‣ No, and…: A mistake in planning brings misfortune be­

fore departure.
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2. The Journey

The nature of the journey changes based on how you travel 

— each mode has its own challenges and procedures. Pick 

your path, and follow its rules.

Desert Crossing

The desert is a trial of endurance and faith. Its winds carry 

whispers, and its paths shift like memory.

• Navigation Roll: Roll 1d6 to determine if you stay on course. 

On a 4+, you make good progress. On 3 or less, consult the 

Desert Encounters table.

• Weather Roll: Every 1d6 hours of travel, roll again. On a 1–2, 

you encounter a weather event: sandstorm, scorching heat, 

or a mirage.

• Foraging & Water: If your water or rations run low, roll the 

Oracle to forage or dig for a hidden spring.

‣ Success may uncover “Salt-kissed Well” or “Palm Fruit 

Cache”.

‣ Failure may trigger “Dehydration”, “Scorpion Nest”, or 

“False Oasis”.

• Rest & Shelter: Before resting, you may attempt a Scout

ing Roll (1d6). On 4+, you find a safe dune hollow or shade. 

On 3 or less, you risk exposure or unwanted visitors.

Magic Carpet Flight

Flight is the privilege of the enchanted — but the sky is no 

gentler than the land.

• Flight Roll: Roll 1d6. On 4+, the carpet obeys smoothly. On 3 

or less, consult the Magic Carpet Encounters table. Expect 

wind spirits, air beasts, or vertiginous magic.

• Wind Roll: Every 1d6 hours, roll to test the wind. On 1–2, you 

hit strong turbulence or stray currents.
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• Landing Roll: (optional) Before descent, roll 1d6. On 4+, you 

land smoothly. On 3 or less, there’s risk — loose stones, 

enemies nearby, or the carpet falters.

• Carpet Condition: If overused or mistreated, a carpet 

may gain a Tag like “Fraying Threads” or “Bound Djinn 

Displeased”.

Sea Voyage

The sea offers no certainty — it merely allows passage. Some­

times.

• Navigation Roll: Roll 1d6. On 4+, you hold your heading. On 

3 or less, consult the Sea Encounters table. You may drift 

into reefs, pirates, or singing whirlpools.

• Weather Roll: Every 1d6 hours, roll. On a 1–2, storms strike, 

fog rolls in, or waves batter the hull.

• Supplies & Crew: If traveling with a crew or passengers, 

use Tags to track morale and provisions. Examples: “Fresh 

Casks”, “Mutinous Whispering”, “Sea-Sickness”.

• Port Approach Roll: Before arriving, roll 1d6. On 4+, you are 

welcomed or dock safely. On 3 or less, expect trouble — 

dock fees, curses, or rivals awaiting.

3. Arrival

Arrival is never just “getting there” — it’s what happens next 

that counts.

Discovery Roll (Oracle): Let the Oracle guide how the loca­

tion reveals itself:

• Yes, and…: You find more than expected — treasure, allies, 

answers.

• Yes: The location is just as expected — challenging, but 

navigable.
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• Yes, but…: It matches your vision — but something is 

wrong, missing, or cursed.

• No, but…: It is not what you expected, but offers a new lead 

or twist.

• No: You were misled — nothing remains of what you 

sought.

• No, and…: The place is dangerous, occupied, or cursed.

The Lands of the Crescent Realms
From the golden domes of ancient cities to the shifting 

dunes that swallow forgotten empires, the Crescent Realms 

stretch across a vast and storied world. This is a land where 

myth and memory intertwine, where trade routes cross 

paths with magic, and where every oasis, mountain pass, 

and market stall hums with tales waiting to unfold.

Geography

The world of Arabian Nights Adventures spans many land­

scapes — from crowded cities and harsh deserts to isolated 

islands and mountain passes. Each region offers distinct 

opportunities for exploration, trade, danger, or wonder.

Cities and Urban Centers

Cities are the cultural and political heart of the region. They 

vary widely in size, wealth, and character.

• Baghdad is known for its libraries, markets, and scholarly 

institutions. It attracts poets, merchants, and diplomats 

from across the region.

• Damascus is famous for its gardens, religious centers, and 

architectural beauty. Its winding streets are full of quiet 

traditions and bustling trade.

• Cairo blends labyrinthine quarters with lively bazaars, 

where travelers from many backgrounds mingle.
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Each city has its own power structures, tensions, and local 

customs — making them ideal settings for intrigue, diplo­

macy, and discovery.

Deserts and Wastelands

The desert is vast and unforgiving, but not empty. Wind-

carved dunes, salt flats, and rocky outcroppings stretch for 

miles between oases and caravan trails. Nomadic groups 

navigate these spaces with deep knowledge and care, while 

travelers must prepare for sandstorms, mirages, and isola­

tion.

Beneath the sands, ancient ruins and lost cities are said to 

lie buried — remnants of past civilizations whose names are 

only found in stories.

Oasis Settlements

Oasis towns serve as vital rest stops, trade hubs, and cultural 

crossroads. Some are little more than camps, while others 

have developed into permanent settlements with gardens, 

workshops, and temples.

Travelers often rely on these places for fresh water, repairs, 

and information. The mix of locals, nomads, and visiting 

caravans makes them socially dynamic and sometimes po­

litically fragile.

Islands and Coastal Shores

Beyond the mainland lie small islands, some visible from 

shore, others distant and hard to reach. Many are rumored 

to hold unusual flora, ruins, or supernatural phenomena.

Some islands are settled by fishing communities or isolated 

mystics. Others remain unexplored, appearing and disap­

pearing with the tides or the telling of stories.
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Mountain Ranges

Mountains mark the borders between regions — natural bar­

riers, refuges, and sources of rare materials. High passes are 

often treacherous, and weather can shift quickly. Still, these 

ranges hold hidden monasteries, remote villages, and places 

of pilgrimage.

Mountain terrain also shelters reclusive orders, strange crea­

tures, and occasional sources of magical activity.

Ancient Ruins

Throughout the land, ruins from older civilizations dot the 

landscape: crumbling temples, sunken cities, half-buried 

towers, and collapsed roads. Some are open and overgrown; 

others remain sealed or protected by traps and enchant­

ments.

Adventurers visit these places in search of treasure, forgot­

ten knowledge, or answers to riddles posed by present-day 

events. But caution is advised — many ruins are not as aban­

doned as they appear.

Cultures & People

The world of Arabian Nights Adventures is shaped by a 

diverse and layered mix of cultures, beliefs, and professions. 

From desert tribes to coastal cities, from merchant roads to 

palace halls, people live, travel, trade, and tell stories in a land 

where history and legend often walk hand in hand.
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Cultural Currents

• A Confluence of Traditions: The setting blends influences 

from Arabic, Persian, and Turkish cultures, reflected in lan­

guage, art, music, architecture, and daily life. Cities may 

be known for their poetic schools, geometric tilework, or 

traditions of hospitality. These cultures coexist, sometimes 

blending fluidly, sometimes holding to their distinct ways 

— a shared world built from different paths.

• Desert Tribes: Nomadic communities move with the sea­

sons, guided by their knowledge of the land and sky. Their 

customs are deeply tied to the rhythm of the desert — sto­

rytelling, oral law, hospitality, and ancestral memory define 

their way of life. While some remain isolated, others act as 

guides, scouts, or traders.

• Merchant Caravans: Caravans are the lifeblood of long-

distance trade and cultural exchange. They carry not only 

goods — spices, fabrics, gems — but also news, songs, and 

knowledge. Caravan leaders often serve as diplomats or in­

formants, maintaining vast networks of allies and contacts 

across regions.

• Courts and Councils: Power is concentrated in the hands 

of sultans, governors, and influential viziers. Their courts 

range from austere halls to ornate palaces, often acting as 

political, intellectual, and artistic centers. Some courts are 

known for their tolerance and patronage; others are riddled 

with rivalry and secret agendas.

• Artisans, Scholars, and Poets: The creative and intellec­

tual life of the region is vibrant. Artisans craft metalwork, 

textiles, and ceramics with extraordinary skill. Scholars 

pursue astronomy, medicine, law, and philosophy. Poets 

compose in public squares or court salons, their verses 

shaping public opinion and preserving local values.
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• Mystics and Magicians: Across the land, mystics pursue 

spiritual insight through prayer, ritual, or isolation. Sorcer­

ers, meanwhile, study forgotten languages, hidden books, 

or forge pacts with otherworldly beings. Whether revered 

or feared, they are often consulted in times of crisis — or 

blamed when things go wrong.

Trade and Commerce

Trade shapes the rhythm of life across the world of Arabian 

Nights Adventures. It fuels prosperity, spreads stories, and 

connects cities, tribes, and hidden enclaves through a web 

of goods, bargains, and risk.

Caravans and Routes

Merchant caravans cross deserts, climb mountains, and cut 

through plains, linking far-flung regions through carefully 

maintained trade routes. A typical caravan includes camels, 

mules, guards, guides, and skilled negotiators — all with 

different goals and loyalties.

Some routes are ancient and well-mapped; others shift with 

the seasons, alliances, or politics. Caravans often act as mov­

ing villages, carrying not just goods, but gossip, omens, and 

rumors that reshape the next city they reach.

Markets and Wares

Markets range from sprawling urban bazaars to dusty road­

side stalls. They offer more than goods — they’re theaters of 

interaction, places to gather news, forge alliances, or lose a 

coin purse if you’re not careful.

Common wares include:

• Spices and incense

• Fine silks and woven tapestries

• Polished gems, jewelry, and coins
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• Rare scrolls, old books, and magical trinkets

• Potent herbs, dyes, and perfumes

Every object has a story — sometimes true, sometimes in­

vented — and sometimes cursed.

Bargaining and Reputation

Haggling is expected. Buyers and sellers often begin with 

inflated offers, each testing the other’s patience, pride, and 

desperation. A good deal may depend as much on charm or 

reputation as on coin.

In some places, open negotiation is a performance. In others, 

it’s subtle and private. Knowing the local customs — or the 

unspoken rules — can mean the difference between a bar­

gain and an insult.

Guilds and Trade Power

Powerful trade guilds operate in most cities and larger 

towns. Some focus on specific crafts or goods; others act 

as wide-reaching merchant alliances. They control access to 

key trade routes, mediate disputes, and may even sponsor 

expeditions or mercenary protection.

Guilds can be a source of support — or obstacles to anyone 

hoping to operate outside their rules.

Dangers of the Road and Sea

Pirates, raiders, and thieves are an ever-present threat. Cara­

vans may face ambushes in narrow passes; merchant ships 

risk attack from coastal pirates or sea-born monsters. Even 

the weather can undo a well-planned journey.

To mitigate these risks, merchants often travel in convoys or 

under the protection of hired guards, loyal tribes, or discreet 

magical wards. But no route is ever entirely safe.
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Art and Culture
In Arabian Nights Adventures, art is more than ornament — 

it is memory, devotion, protest, and craft. Culture shapes not 

only cities and ceremonies, but also the quiet corners of daily 

life: a carved doorframe, a shared poem, a meal prepared 

with care. Across the region, tradition and creativity coexist 

in forms as diverse as the people themselves.

Calligraphy and Architecture

Calligraphy is both spiritual and artistic — language made 

visible. From prayer scrolls to city gates, flowing script adorns 

walls, fabrics, and ceramics. Each curve carries meaning; 

each flourish is a mark of intention.

Buildings reflect similar care. Domes, arches, and courtyards 

define the cityscape. Tilework, carved wood, and plaster fil­

igree tell stories just as surely as words. Mosques, palaces, 

and even bathhouses are crafted with geometry and grace, 

designed to elevate both function and feeling.

Poetry and Storytelling

Poetry holds public and private power. In courts, a well-

turned verse might win a favor — or seal a feud. In markets, 

stories are traded like coin. Around campfires, elders retell 

epics that stretch across generations.

Some tales are meant to teach. Others to enchant. All reflect 

the values, humor, and contradictions of the people who 

carry them.

Music and Dance

Music accompanies joy, mourning, prayer, and celebration. 

Instruments like the oud, qanun, and ney produce layered 

melodies — sometimes meditative, sometimes full of life. 
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The beat of a darbuka can summon dancers, mark a ritual, 

or stir a crowd.

Dance varies from region to region: some styles are formal 

and symbolic, others spontaneous and communal. Together, 

they form a language beyond words.

Craftsmanship

Artisans shape the tangible world with quiet precision. Met­

alworkers engrave patterns into blades and jewelry. Weavers 

create rugs that tell stories without letters. Glassmakers blow 

color into liquid form. Potters and woodcarvers leave their 

mark in every household.

These crafts are often inherited — but innovation is valued 

too. A new technique may travel with a caravan and take root 

in an unfamiliar town.

Food and Hospitality

Meals are a daily ritual of care and connection. Ingredients 

like saffron, rosewater, lentils, lamb, and flatbread appear in 

endless variations, adapted to local taste and season.

Cooking is often communal. Sharing food with guests — 

even strangers — is a point of pride. Whether at a roadside 

tent or within a palace hall, hospitality is as much an art as 

calligraphy or cuisine.

Magic and Mysticism
Magic in Arabian Nights Adventures is not just a tool — it is 

a presence. It lingers in forgotten words, sacred rituals, and 

quiet dreams. It hides in books, bones, and stars. Those who 

seek it often find more than they bargained for.
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Mysticism, too, runs deep — offering wisdom, transforma­

tion, and danger to those who walk between the visible and 

the unseen.

Arcane Practice

Magic is elusive and rarely taught in the open. Those who 

cast spells — whether sorcerers, hedge-wizards, or hermits 

— often learn from lost manuscripts, obscure traditions, or 

whispered guidance from beings beyond understanding.

Magic may:

• Shape wind or flame

• Banish spirits or summon them

• Bind illusions to silence or light

But no spell is without cost, and few trust the spellcaster who 

smiles too often.

Divination and Signs

Across the region, people turn to diviners for guidance — 

not just in times of crisis, but in the rhythm of daily life. A 

star reader might guide a sultan’s war. A dream interpreter 

might warn a village elder. A quiet woman in the market 

might draw symbols in sand that change someone’s fate.

Common methods include:

• Reading the stars and planets

• Casting marked stones or bones

• Interpreting dreams or omens

• Watching the flight of birds or patterns of fire

Some diviners work alone. Others belong to quiet schools, 

often attached to shrines or observatories.

Alchemy and Transformation

Alchemy is the study of change — in matter, in self, in spirit.
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Alchemists mix science, myth, and magic in search of:

• Elixirs of healing or long life

• Liquids that transmute one substance into another

• Powders that alter memory, vision, or voice

Their labs are cluttered with glassware, scrolls, and con­

trolled chaos. Success can bring prestige. Failure can erase a 

building.

Ritual and Inheritance

Many magical practices are passed down — family to child, 

order to initiate, master to apprentice. These rituals might 

involve:

• Protective charms made from knots or ink

• Songs that call rain or sleep

• Offerings left for desert spirits

• Names carved in stone to bind a soul

Most rituals require time, precision, and meaning — not all 

magic is fast or flashy. A single misstep can shift the outcome 

in ways no one understands.

Secret Orders and Hidden Lore

Some groups protect magical knowledge. Others exploit it.

Mystical orders may be tied to temples, old bloodlines, or 

vanished civilizations. Some are respected. Others work in 

shadows, their symbols marked in alleyways or sewn into 

clothing.

They gather for:

• Silent ceremonies

• The study of forbidden texts

• Influence over political or spiritual affairs
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Their loyalties are rarely simple, and their goals are not 

always aligned with the public good.

Folklore and Mythology
In Arabian Nights Adventures, stories do more than explain 

the world — they shape it. Folklore is passed down in markets 

and mosques, around campfires and in court. Myth is not 

something distant; it lives in everyday decisions, fears, and 

hopes.

The setting draws from a rich blend of traditions — each of­

fering not just legends, but frameworks for how people inter­

pret dreams, make choices, and understand the unknown.

Living Legends

Stories of wise rulers, tricksters, thieves, and wanderers form 

the shared memory of many communities. Some tales teach 

lessons about justice or cleverness. Others warn of pride, 

betrayal, or greed. These legends often blend history and 

fantasy so completely that they’re no longer separated.

You might meet a merchant who claims descent from a 

legendary hero — or a bandit whose tactics mirror those of 

a long-dead rebel.

Prophets, Angels, and Jinn

Mythology inspired by Islamic tradition weaves through daily 

life. Tales of prophets and divine messengers shape values 

and practices. Jinn are spoken of with caution — known to 

live in remote places, sometimes helping, sometimes harm­

ing, always watching.

The figure of Solomon, who understood the language of an­

imals and ruled over jinn, is often evoked in spells or charms. 
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The presence of angels and divine signs adds weight to 

dreams, omens, and moral choices.

These stories are not only about belief. They are part of how 

people make sense of danger, power, and the unseen.

Persian and Turkish Traditions

From Persian epics to Turkish folk tales, the region is home to 

overlapping traditions that deepen the world’s mythic fabric.

• Persian myths tell of great kings, monstrous beasts, and 

tragic fates — part history, part warning.

• Trickster figures like Nasreddin Hodja appear in jokes, 

parables, and unexpected moments of wisdom.

• Tales of magic horses, flying fortresses, or ancient curses 

appear as often in rural gossip as in royal archives.

These influences shape everything from poetry to law, from 

the way rulers present themselves to how children are raised.

Beliefs Beneath the Surface

Not all stories are written down. Many are carried in gestures, 

rituals, and habits passed quietly from one generation to the 

next.

People leave bowls of water by doorways, hang charms to 

ward off the evil eye, or whisper prayers when crossing 

certain thresholds. A strange breeze, a broken cup, or a mis­

placed shadow might be taken as a sign. These beliefs don’t 

always align with formal religion — but they persist, because 

they work.

Superstition is not weakness. It is survival, wrapped in story.
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Factions & Organizations

The Gilded Crescent

• Concept: Wealthy Merchants

• Skills: Negotiation, Trade Network

• Frailty: Greedy

• Gear: Exotic Goods, Secure Warehouses

• Goal: Control regional trade

• Motive: Accumulate wealth and power

• Nemesis: Bandit Gangs

The Gilded Crescent is a powerful merchant guild that con­

trols much of the trade in the region. Their influence extends 

to the highest levels of political power, but their greed often 

leads to conflicts with rivals and bandits.

The Desert Shadows

• Concept: Nomadic Assassins

• Skills: Stealth, Combat

• Frailty: Distrustful

• Gear: Poisoned Blades, Camouflaged Tents

• Goal: Eliminate targets for the highest bidder

• Motive: Survival and profit

• Nemesis: Royal Guards

The Desert Shadows are a group of nomadic assassins who 

traverse the desert, taking on contracts to eliminate targets. 

Their distrust of outsiders makes them a formidable and 

secretive faction.

The Scribe’s Quill

• Concept: Scholars and Historians

• Skills: Knowledge, Research
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• Frailty: Naive

• Gear: Ancient Manuscripts, Scribing Tools

• Goal: Preserve knowledge

• Motive: Enlightenment and education

• Nemesis: Censors

The Scribe’s Quill is dedicated to preserving and disseminat­

ing knowledge. They are often naive to the dangers of the 

world, but their dedication to their cause is unwavering.

The Mystic Circle

• Concept: Arcane Practitioners

• Skills: Spellcasting, Divination

• Frailty: Secretive

• Gear: Enchanted Objects, Ritual Tools

• Goal: Unlock the secrets of magic

• Motive: Pursuit of power and understanding

• Nemesis: Religious Zealots

The Mystic Circle is a secretive group of magic users who 

seek to uncover and master the arcane arts. Their practices 

often put them at odds with more conservative and religious 

factions.

The Iron Fist

• Concept: Mercenary Army

• Skills: Warfare, Strategy

• Frailty: Ruthless

• Gear: Weapons, Armored Horses

• Goal: Dominate through strength

• Motive: Power and control

• Nemesis: Rebel Forces
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The Iron Fist is a mercenary army that offers its services to 

the highest bidder. Their ruthless approach to warfare makes 

them feared and respected across the land.

The Whispering Veil

• Concept: Spies and Informants

• Skills: Espionage, Infiltration

• Frailty: Paranoid

• Gear: Disguises, Hidden Compartments

• Goal: Gather and sell information

• Motive: Influence and wealth

• Nemesis: Government Agencies

The Whispering Veil is a network of spies and informants 

who gather and sell information. Their paranoia keeps them 

constantly on edge, but also highly effective in their shadowy 

operations.

Creatures & Foes

11. Assassin Cult

• Concept: Secretive Group of Killers

• Skills: Stealth, Poison Mastery

• Frailty: Distrustful of Outsiders

• Gear: Poisoned Blades, Disguises

• Goal: Eliminate Targets

• Motive: Survival and Profit

• Nemesis: Palace Guards

12. Basilisk

• Concept: Deadly Reptilian Beast

• Skills: Petrifying Gaze, Venomous Bite

• Frailty: Vulnerable to Mirrors
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• Gear: None (natural weapons)

• Goal: Protect Territory

• Motive: Instinct

• Nemesis: Heroic Adventurers

13. Buraq

• Concept: Celestial Steed

• Skills: Flight, Swift Travel

• Frailty: Bound to Sacred Duty

• Gear: Radiant Saddle

• Goal: Serve the Faithful

• Motive: Divine Command

• Nemesis: Dark Sorcerers

14. Cyclops

• Concept: One-Eyed Giant

• Skills: Incredible Strength, Craftsmanship

• Frailty: Poor Depth Perception

• Gear: Massive Club, Forged Weapons

• Goal: Guard Treasure

• Motive: Greed

• Nemesis: Clever Heroes

15. Desert Troll

• Concept: Sand-Dwelling Brute

• Skills: Regeneration, Burrowing

• Frailty: Weak to Fire

• Gear: Primitive Armor

• Goal: Hunt for Food

• Motive: Survival

• Nemesis: Fire-Wielding Warriors
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16. Desert Wurm

• Concept: Massive Sand Serpent

• Skills: Burrowing, Sandstorm Creation

• Frailty: Sensitivity to Vibrations

• Gear: None (natural weapons)

• Goal: Devour Prey

• Motive: Hunger

• Nemesis: Experienced Hunters

21. Djinn (Genie)

• Concept: Powerful Spirit

• Skills: Wish Granting, Shape-shifting

• Frailty: Bound to Lamp

• Gear: Enchanted Lamp

• Goal: Fulfill Wishes

• Motive: Seek Freedom

• Nemesis: Lamp Holder

22. Efreet Sultan

• Concept: Ruler of Fire Spirits

• Skills: Fire Manipulation, Commanding Efreet

• Frailty: Hubris

• Gear: Fiery Scepter

• Goal: Expand Dominion

• Motive: Power

• Nemesis: Water Spirits

23. Gargoyle

• Concept: Stone Guardian

• Skills: Flight, Stone Transformation

• Frailty: Vulnerable When in Stone Form
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• Gear: None (natural abilities)

• Goal: Protect Sacred Places

• Motive: Duty

• Nemesis: Desecrators

24. Ghoul

• Concept: Flesh-Eating Undead

• Skills: Flesh Consumption, Enhanced Strength

• Frailty: Sunlight Weakness

• Gear: Clawed Hands

• Goal: Feast on Flesh

• Motive: Unending Hunger

• Nemesis: Holy Warriors

25. Ghul

• Concept: Desert Demon

• Skills: Shape-shifting, Illusion Creation

• Frailty: Bound to Desert

• Gear: None (natural abilities)

• Goal: Devour Souls

• Motive: Malice

• Nemesis: Righteous Heroes

26. Hashshashin

• Concept: Elite Assassin

• Skills: Stealth, Poison Use

• Frailty: Fanatical Loyalty

• Gear: Concealed Blades, Poison Vials

• Goal: Eliminate High-Profile Targets

• Motive: Serve Their Order

• Nemesis: Royal Guards
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31. Ifrit

• Concept: Malevolent Fire Spirit

• Skills: Fire Control, Invisibility

• Frailty: Bound to Earth

• Gear: Flaming Weapons

• Goal: Spread Chaos

• Motive: Malice

• Nemesis: Water Spirits

32. Jackalopes

• Concept: Mythical Rabbit-Antelope

• Skills: Speed, Camouflage

• Frailty: Small Size

• Gear: None (natural abilities)

• Goal: Avoid Predators

• Motive: Survival

• Nemesis: Desert Predators

33. Jinn-Vampire

• Concept: Bloodsucking Spirit

• Skills: Hypnosis, Shape-shifting

• Frailty: Sunlight Vulnerability

• Gear: None (natural abilities)

• Goal: Drink Blood

• Motive: Thirst

• Nemesis: Vampire Hunters

34. Lamia

• Concept: Serpentine Seductress

• Skills: Hypnosis, Venomous Bite

• Frailty: Vanity

46



• Gear: Enchanted Jewelry

• Goal: Enslave Minds

• Motive: Power

• Nemesis: Holy Priests

35. Manticore

• Concept: Monstrous Chimera

• Skills: Poisoned Tail, Flight

• Frailty: Prone to Rage

• Gear: Barbed Tail

• Goal: Hunt Prey

• Motive: Hunger

• Nemesis: Skilled Hunters

36. Marid

• Concept: Water Djinn

• Skills: Water Control, Healing

• Frailty: Bound to Water

• Gear: Pearl Necklace

• Goal: Guard Water Sources

• Motive: Pride

• Nemesis: Desert Nomads

41. Mirage Stalker

• Concept: Illusory Predator

• Skills: Illusion Creation, Stealth

• Frailty: Dispelled by Wind

• Gear: None (natural abilities)

• Goal: Hunt Confused Prey

• Motive: Hunger

• Nemesis: Wind Spirits
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42. Mummy Lord

• Concept: Undead Pharaoh

• Skills: Necromancy, Curse Casting

• Frailty: Vulnerable to Fire

• Gear: Ancient Amulets

• Goal: Rule the Undead

• Motive: Eternal Power

• Nemesis: Tomb Raiders

43. Naga

• Concept: Serpentine Guardian

• Skills: Venomous Bite, Water Control

• Frailty: Cold Temperatures

• Gear: Enchanted Staff

• Goal: Protect Sacred Places

• Motive: Duty

• Nemesis: Trespassers

44. Nephilim

• Concept: Giant Offspring of Angels

• Skills: Immense Strength, Flight

• Frailty: Pride

• Gear: Heavenly Armor

• Goal: Enforce Divine Will

• Motive: Righteousness

• Nemesis: Fallen Angels

45. Peri

• Concept: Benevolent Spirit

• Skills: Healing, Flight

• Frailty: Pure Heart
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• Gear: Radiant Veil

• Goal: Aid the Worthy

• Motive: Compassion

• Nemesis: Dark Sorcerers

46. Qareen

• Concept: Doppelganger Spirit

• Skills: Shape-shifting, Mind Reading

• Frailty: Bound to One Person

• Gear: None (natural abilities)

• Goal: Mirror Actions of Host

• Motive: Bond

• Nemesis: Host’s Enemies

51. Rakshasa

• Concept: Malevolent Shape-shifter

• Skills: Illusion, Dark Magic

• Frailty: Silver

• Gear: Enchanted Dagger

• Goal: Sow Chaos

• Motive: Malice

• Nemesis: Holy Warriors

52. Roc

• Concept: Giant Bird of Prey

• Skills: Flight, Enormous Strength

• Frailty: Large Size

• Gear: None (natural abilities)

• Goal: Hunt Large Prey

• Motive: Hunger

• Nemesis: Sky Hunters
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53. Roc Hatchling

• Concept: Young Giant Bird

• Skills: Rapid Growth, Keen Eyesight

• Frailty: Inexperience

• Gear: None (natural abilities)

• Goal: Learn to Hunt

• Motive: Survival

• Nemesis: Predators

54. Sandling

• Concept: Living Sand Creature

• Skills: Sand Manipulation, Burrowing

• Frailty: Water

• Gear: None (natural abilities)

• Goal: Guard Desert Treasures

• Motive: Duty

• Nemesis: Treasure Seekers

55. Sandstorm Elemental

• Concept: Spirit of the Desert Storm

• Skills: Wind Control, Sandstorm Creation

• Frailty: Calm Conditions

• Gear: None (natural abilities)

• Goal: Create Chaos

• Motive: Instinct

• Nemesis: Desert Travelers

56. Scorpion Swarm

• Concept: Collective of Deadly Scorpions

• Skills: Venomous Stings, Swarming

• Frailty: Fire

50



• Gear: None (natural abilities)

• Goal: Defend Territory

• Motive: Instinct

• Nemesis: Fire-Wielders

61. Shaitan (Demon)

• Concept: Malevolent Fire Demon

• Skills: Fire Manipulation, Mind Control

• Frailty: Holy Symbols

• Gear: Infernal Chains

• Goal: Corrupt Souls

• Motive: Evil

• Nemesis: Holy Warriors

62. Simurgh

• Concept: Benevolent Mythical Bird

• Skills: Healing, Prophecy

• Frailty: Rare Appearances

• Gear: None (natural abilities)

• Goal: Protect the Innocent

• Motive: Compassion

• Nemesis: Dark Beasts

63. Sluagh

• Concept: Spirit of the Restless Dead

• Skills: Shadow Manipulation, Soul Capture

• Frailty: Sunlight

• Gear: None (natural abilities)

• Goal: Steal Souls

• Motive: Eternal Restlessness

• Nemesis: Light Bringers
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64. Sphinx

• Concept: Guardian of Secrets

• Skills: Riddle Mastery, Flight

• Frailty: Hubris

• Gear: None (natural abilities)

• Goal: Protect Knowledge

• Motive: Duty

• Nemesis: Knowledge Seekers

65. Thunderbird

• Concept: Storm-Bringing Bird

• Skills: Lightning Control, Flight

• Frailty: Grounded

• Gear: None (natural abilities)

• Goal: Command the Skies

• Motive: Dominance

• Nemesis: Sky Hunters

66. Yeti (Desert Variant)

• Concept: Sand-Dwelling Beast

• Skills: Strength, Burrowing

• Frailty: Heat

• Gear: None (natural abilities)

• Goal: Hunt Prey

• Motive: Hunger

• Nemesis: Desert Warriors
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Adventure Tables

Adventure Seeds

D66 Adventure Seeds

11 A stolen map leads to a city swallowed by the sand.

12 A dying sage entrusts you with a prophecy yet to unfold.

13 A masked figure promises to reveal your true lineage.

14 A caravan’s disappearance disrupts the trade routes.

15 A forbidden book speaks in dreams, begging to be 

burned.

16 A ghostly bride wanders a ruined palace each new 

moon.

21 A sultan offers a reward for the head of a shadow sor­

cerer.

22 A cursed gem trades hands too quickly in the city 

bazaar.

23 A fire spirit is trapped beneath the bathhouse tiles.

24 An oasis blooms where no water should exist.

25 A legendary blade has returned — in the hands of a thief.

26 A secret court of poets controls more than verses sug­

gest.

31 A mirror shows a future that must not happen.

32 A talking animal claims to serve an ancient king.

33 A riddle-locked tomb pulses with buried memories.

34 A guild war threatens to engulf the spice trade.

35 A silent child carries the key to a sealed city.

36 A traveler vanishes from your camp — leaving a trail of 

feathers.

41 A festival ends with a guest transformed into gold.
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D66 Adventure Seeds

42 A jinn demands an audience… and a favor.

43 A storm at sea washes a strange book into your hands.

44 A ship sails into port claiming to be from a forgotten 

century.

45 A nomad claims to guard the last gate to paradise.

46 A rebellion brews in the shadow of the minaret.

51 A love letter ignites a feud between nobles.

52 A falcon returns with a bloodstained scroll.

53 A sleeping giant shifts beneath the city streets.

54 A new star appears, foretold to mark either doom or 

glory.

55 A princess vanishes after a dream of flying islands.

56 A ritual to end drought demands a forbidden relic.

61 A cursed fountain whispers names of the soon-to-die.

62 A performer in the market plaza vanishes mid-song.

63 A lost prince begs for help from behind a cursed veil.

64 A trader’s goods speak when touched by moonlight.

65 A monastery seeks help against a beast that feeds on 

sound.

66 A legend begins to repeat — but this time, you are the 

villain.

Desert Encounters

D66 Desert Encounters

11 The remains of a desert camp lie half-buried in the 

sand — torn fabric, scattered belongings, and no 

footprints leading away.
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D66 Desert Encounters

12 A wall of sand rises on the horizon — the wind 

howls like a warning as a sandstorm races toward 

you.

13 Around a low fire, nomads beckon you to share 

dried fruit, bitter tea, and cautious conversation.

14 A thirsty caravan offers rare spices and silver in 

exchange for even a single waterskin.

15 A veiled stranger, leaning on a staff of bone, ges­

tures silently toward an unseen path.

16 The desert gives up a skeleton, sun-bleached and 

alone — with a rusted compass clenched in one 

hand.

21 From behind a dune, armed bandits emerge — 

they don’t attack immediately, but demand to 

know your name.

22 A shimmering shape hovers in the heat haze and 

speaks a riddle only the wind seems to under­

stand.

23 A predator stalks you at a distance — low in the 

sand, always just out of reach. At night, you hear 

it breathing.

24 An unexpected oasis appears, its palms heavy 

with dates — but there are no footprints, no bird­

song, no sound at all.

25 A weather-beaten explorer accuses you of theft 

and insists on settling the matter with blades.

26 You follow a shimmering city for hours — only to 

find dry stone and dust where it stood.
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D66 Desert Encounters

31 Beneath cracked earth, you uncover a stone trap­

door marked with unfamiliar symbols.

32 Travelers from a far-off land share stories of mir­

ror-skinned horses and invisible rivers.

33 A desert trader opens a cloth bundle: inside, a 

brass lamp wrapped in bloodstained silk.

34 The sand glows faintly at night — strange plants 

grow here, humming softly if you stand still.

35 A quiet hermit offers you tea and asks questions 

that seem to reach into your past.

36 Wind screams through the canyons — you must 

choose between braving it or sheltering in a nar­

row cave already occupied.

41 The dune beneath your feet shudders. A 

sandworm’s eyeless head bursts upward, jaws 

wide.

42 Stone markers jut from the ground — graves, each 

carved with a name no one remembers.

43 Two caravan guards argue over stolen goods. One 

turns to you: “You’ve seen the truth — tell them.”

44 A buried cache offers water, tools, and a faded 

journal — the last entry ends mid-sentence.

45 A powerful djinn appears in a whirlwind of smoke. 

It offers a single wish — but does not smile.

46 Your camp is swarmed by scorpions — small, 

silent, and glowing blue in the moonlight.

51 A desert tribe invites you to witness a rare ritual — 

but asks for a personal item in return.
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D66 Desert Encounters

52 A flash flood races down the dry wadi. You must 

climb or be swept into an underground channel.

53 In a wind-scoured hollow, a gemstone lies ex­

posed — pulsing faintly in time with your heart­

beat.

54 A local noble’s envoy rides hard to find you: the 

ruler has a task, and little time to explain.

55 Crumbled pillars and half-buried statues hint at 

a forgotten city — something watches from its 

shadows.

56 One of your companions coughs up feathers in 

their sleep. The sickness resists both reason and 

remedy.

61 Lightning cracks a distant dune. In its aftermath, 

the sand collapses to reveal stairs spiraling down­

ward.

62 A twisted bronze device lies half-buried in glassed 

sand — touching it makes the wind go still.

63 Someone sabotaged your supplies during the 

night. A rival explorer’s token lies nearby.

64 Armed guards from a nearby outpost accuse you 

of raiding their stores. They will listen — for a price.

65 A scarred bandit leader offers you partnership — 

and vengeance against someone who wronged 

you both.

66 You overhear whispers in the dunes: soldiers plan­

ning to overthrow their emir — and looking for 

outsiders to blame.
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Sea Encounters

D66 Sea Encounters

11 A dark sail appears on the horizon — too far to 

identify, yet matching your heading exactly.

12 Thunder cracks and waves rise. A sudden storm 

lashes the deck; the rigging screams in the 

wind.

13 A pod of dolphins swims ahead, veering your 

course away from jagged rocks just out of sight.

14 Pirates circle your ship. Their captain offers you a 

choice: surrender your cargo or race them for it.

15 A bottle bobs in the current — inside, a letter 

written in a language that shimmers and shifts.

16 Something vast and silent rises from the depths. 

Its eyes meet yours before it disappears.

21 A lush, uncharted island appears. No smoke, no 

voices — but coins lie scattered on the shore.

22 Mist rolls in thick as wool. Sound warps. Com­

pass needles spin. The sea forgets where you 

are.

23 A castaway clings to driftwood. They whisper of 

betrayal, gold, and a curse that follows ships.

24 A rival vessel sails alongside, matching your 

pace — its captain tips a hat and challenges you 

to a race.

25 A gilded merchant ship hails you, offering exotic 

spices, charms, and books sealed in wax.

26 A ghost ship passes in silence. Lanterns flicker 

aboard. No sails. No wind. No crew breathes.
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D66 Sea Encounters

31 A sea djinn rises from the foam and offers a 

pact — something small, in exchange for safe 

passage.

32 Behind a veil of reeds and cliffs, a hidden cove 

opens — calm, sheltered, and eerily silent.

33 A sharp squall tears across your deck. Loose 

crates roll and a mast groans under the pres­

sure.

34 A massive whale breaches nearby. Its back bears 

old harpoons and a shrine bound in rope.

35 Another ship closes in. Its captain demands sat­

isfaction for an old slight — by duel or dice.

36 A crate drifts past. Inside: salted meat, soaked 

parchment, and a dagger carved with initials.

41 Bright fish swarm beneath your hull. One leaps 

aboard, its scales flashing like coins.

42 Coral reefs shimmer beneath clear waters. One 

false move could tear your hull wide open.

43 A modest port greets you warmly — flags raised, 

children waving, food already cooking.

44 Tucked beneath a rotted plank you find a sea-

worn map — islands, arrows, and a red X.

45 The sea churns as a whirlpool opens beneath 

you. Escape demands quick thinking — or sac­

rifice.

46 A seal-eyed creature surfaces and speaks in 

broken words, offering aid — or perhaps testing 

you.
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D66 Sea Encounters

51 Accusations fly below deck. Knives are drawn. If 

you don’t act fast, command may slip away.

52 An island cave opens with the tide, revealing a 

tunnel that smells of salt, moss, and blood.

53 A rival ship feints diplomacy — then veers sud­

denly, aiming to strike your hull amidships.

54 Singing echoes over the waves. It’s beautiful, 

haunting — and one of your crew walks toward 

the rail.

55 Floating debris bears a carved message: a name, 

a date, and a warning — “Not for the living.”

56 Black clouds force you to shelter in a narrow bay. 

Fires burn onshore, but no one answers your 

hail.

61 A fleet of traders invites you to anchor. Their 

wares are tempting — their prices, unsettling.

62 Tentacles break the surface — fast and many. 

The creature wants something more than food.

63 A small island rises in the mist. The people there 

greet you with music, stories, and veiled warn­

ings.

64 Shards of ice drift beside your ship. Some glow 

from within. One holds something that watches.

65 An old sailor leans across the rail and speaks of 

beasts that swallow fleets — and bargains made 

to stop them.

66 A broken ship lists in the water. No crew, but the 

hold is full — sealed crates, one of them pulsing 

with light.

60



Magic Carpet Encounters

D66 Magic Carpet Encounters

11 A distant city shimmers on the horizon, half-

glimpsed through heat and haze — is it real or 

mirage?

12 A sharp downdraft yanks your carpet downward. 

You must land quickly — the ground below looks 

unfriendly.

13 A flock of enormous birds wheels overhead. They 

watch you closely, their shadows passing like clouds.

14 Thunder rolls through the sky. A magical storm 

lashes at you with sparks and shifting winds.

15 A glowing cloud drifts past. When you ride through 

it, your carpet lifts faster and steadier than before.

16 A figure in deep blue robes approaches on a swirling 

carpet. “You’ve flown far — now prove your worth.”

21 Below, dunes shift to reveal a brief glint of gold — a 

treasure half-buried, waiting, calling.

22 A laughing djinn rides the wind beside you. 

“Faster?” they ask. “Then make a small promise…”

23 A buzzing cloud of glittering insects swarms upward 

— their touch leaves strange marks on your skin.

24 A vast mountain range stretches before you — too 

tall, too wide, and crackling faintly with magic.

25 A graceful flying vessel floats nearby, its crew beck­

oning you to trade — or join their journey.

26 A ripple in the air becomes solid: a shimmering wall 

blocks your path. Your carpet trembles at its touch.
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D66 Magic Carpet Encounters

31 Above the clouds, towers rise from a floating 

fortress. Lanterns sway in its windows. Something 

waits.

32 Sudden rain drenches your carpet — its threads 

grow heavy, its speed falters. Where will you land?

33 Far below, a caravan snakes across the desert — 

moving too fast to be natural.

34 A long-tailed bird glides beside you. It sings once, 

then veers east. Is it offering a path?

35 Shrill cries fill the air as dark-winged birds dive to­

ward you. Their feathers shimmer like obsidian.

36 Sand swirls violently below an exposed ruin — a lone 

spire, etched with glyphs, rising from dust.

41 A curved rainbow arcs across the sky. As you pass 

beneath, the wind stills — and the air clears.

42 A vision forms in the clouds: a friend in danger, 

calling your name through wind and time.

43 A rogue gust twists your carpet mid-air. You lose 

your heading — and something else important.

44 Sky nomads approach on flying beasts. They offer 

salted fruit and sharp questions.

45 Lightning strikes near enough to burn your skin. A 

flash of something inside the clouds watches you.

46 You pass a drifting garden of cloudborne herbs — 

their scent stirs a forgotten memory.

51 You’re lifted by a spiral of air that doesn’t end — a 

magical whirlwind that whispers in circles.

52 A green valley appears between two ridges, un­

touched and quiet. It wasn’t on any map.
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D66 Magic Carpet Encounters

53 From behind, a sorcerer chants — your carpet trem­

bles. A counterspell may be your only defense.

54 A stone tablet floats near a broken ledge. Its runes 

burn with a dull red glow when touched.

55 A translucent figure made of wind and light drifts 

beside you. “Turn west,” it murmurs, “before night 

falls.”

56 Below, a child waves from the sand — no caravan, no 

tracks, no sign of how they got there.

61 Dust rises suddenly. Your carpet jerks as visibility 

drops — voices echo in the storm.

62 A great migration of birds crosses your path. One 

breaks from the flock and circles you once.

63 Clouds part to reveal a distant palace — its towers 

gleam, then fade. Was it memory or prophecy?

64 A masked rider overtakes you. Their carpet bristles 

with stolen goods — and eyes locked on yours.

65 A being made of mist and light rests on a cloud. “Ask 

your question,” it says. “But only one.”

66 You glimpse a glimmering pool below, nestled in a 

hollow. From above, it seems to glow with its own 

light.

Caravan Encounters

D66 Caravan Encounters

11 A merchant waves you over with a grin. “Lucky 

day,” they say, “this crate’s not meant to stay full 

long.”
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D66 Caravan Encounters

12 Smoke rises on the horizon — a nomad camp. 

Their leader greets you with sweet tea and a ques­

tion: “Are you just passing, or seeking?”

13 A traveler lies half-buried in sand, arm broken, lips 

cracked. Their first word is your name.

14 Screams and steel ring out as masked riders de­

scend — the bandits aren’t just after gold.

15 A rival caravan draws up beside yours. Its banner 

mocks yours with a single added stripe.

16 The sky darkens, wind howls, and the caravan 

forms a tight ring. Sand claws at skin and gear 

alike.

21 A bard travels with only a lute and a cart. “I’ve 

heard of you,” they say. “I’ll sing it true, if you let 

me watch.”

22 A rider appears from nowhere. “Turn east,” they 

say, “unless you want to be forgotten.”

23 Two guards argue loudly over a stolen pouch. One 

asks you to judge — the other just glares.

24 Palms appear in the distance — real, this time. The 

water tastes clean, but something moves below 

the surface.

25 A veiled trader displays a talisman that shifts 

colors. “Not cursed,” they assure you. “Just… opin­

ionated.”

26 Caught in a cracked saddlebag: a torn parch­

ment, half-map, half-poem. “Follow where no hoof 

dares.”
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D66 Caravan Encounters

31 Pilgrims with sunburned skin and quiet voices ask 

to join you. They offer nothing but a prayer.

32 A caravan rider leans close and whispers, “They’re 

watching. Speak only if you believe in luck.”

33 A lone nomad offers trade: a skin of water for a 

single truth. They’ll know if you lie.

34 A rival caravan boasts colored tents, caged beasts, 

and spices that burn the nose. Their leader winks 

at you.

35 Wind rises suddenly. Sand swirls. A translucent 

form speaks a name you’ve never said aloud.

36 Beneath a firepit’s edge, your boot strikes some­

thing hard — bronze, ancient, and humming 

faintly.

41 An envoy adorned in blue silk brings a scroll sealed 

with gold wax. “A task awaits. Refusal is unwise.”

42 Traders approach with carts full of spices — unfa­

miliar, fragrant, and faintly glowing.

43 A desert guide offers safe passage through a 

canyon said to swallow smaller caravans whole.

44 Hidden behind dune brush, you find a wrapped 

bundle — water, dried fruit, and a dagger. No 

tracks nearby.

45 A caravan flaunts caged creatures: a two-headed 

fox, a talking lizard, and a silent, staring child.

46 A nearby ruin looms from the sand. Fires still burn 

inside — yet no one claims to have lit them.
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51 A troupe of acrobats and drummers joins your 

campfire. They ask only for room and silence while 

they rehearse.

52 A limping creature collapses near your trail — 

part horse, part something else. It bears a collar 

engraved with a warning.

53 One of your crates bursts open. Inside: mold, salt… 

and the sigil of your trade rival.

54 A hooded figure sits atop a dune. They offer no 

name, only a parable with too many endings.

55 Rain falls suddenly. The path becomes a stream. 

You’ll have to circle wide — or test the waters.

56 A narrow canyon opens into a hidden grove, thick 

with green — and the scent of something sleep­

ing.

61 Coughs echo through the camp. Skin pales. One 

of your own blames the amulet from last night’s 

trade.

62 A crumbling trail above reveals a gap in the cliffs 

— smooth, winding, and strangely marked with 

lantern hooks.

63 A rival caravan proposes alliance — shared watch, 

shared roads, and a secret only told at night.

64 By the fire, someone familiar laughs. A friend, long 

thought dead, sips tea beside your guard.

65 Tents shift in the wind. One flap opens where 

it shouldn’t — a stranger steps out of your own 

supply cart.
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66 You intercept a message meant for someone else. 

It names dates, weapons, and the fall of a city.

City Intrigues

D66 City Intrigues

11 The vizier’s ledger has gone missing — and someone is 

planting false entries.

12 A famous perfume-maker is poisoning nobles, scent by 

scent.

13 A masked dancer at court is sending secret messages 

with every performance.

14 A healer’s cures are too perfect — perhaps they come at 

a hidden cost.

15 The city’s cats are vanishing — and the rats are whisper­

ing.

16 A rival palace claims the sultan is a false twin.

21 The city’s stars have changed positions — only the as­

trologer-prisoner noticed.

22 A book of laws begins rewriting itself.

23 A noble’s tears turn into pearls — and she hasn’t stopped 

crying.

24 A popular storyteller knows too much about current 

plots.

25 The royal mint has produced one too many coins.

26 The city guard begins arresting people who haven’t 

committed crimes — yet.

31 The palace falconer has gone missing — and the birds 

circle the tower.
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32 An underground society offers “freedom from mem­

ory”… at a price.

33 A puppeteer’s show includes scenes not yet happened.

34 Someone is replacing street lanterns with enchanted 

duplicates.

35 A painter’s latest work causes madness in those who 

view it.

36 A fountain statue weeps blood during the eclipse.

41 A foreign ambassador refuses to sleep indoors — and 

won’t say why.

42 The night watch disappears one by one, leaving only 

their boots.

43 The Grand Library is sealed… yet someone is checking 

out books.

44 A marriage between two merchant houses hides an 

ancient curse.

45 The beggars speak in perfect unison, but only at sunset.

46 A ghost is granting favors in exchange for forgotten 

names.

51 An alchemist’s homunculus has escaped — and is pre­

tending to be human.

52 A street prophet’s visions are turning out to be real.

53 The spice market is haunted by the ghost of a poisoned 

trader.

54 A fire spirit is trapped beneath the city baths.

55 The magistrate has not blinked in seven days.

56 A game played by children suddenly affects the city’s 

politics.
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61 The temple bells ring, but no one pulls the ropes.

62 A scroll with the city’s “true history” is discovered — and 

promptly stolen.

63 A silent parade marches through the streets once per 

week.

64 A shadow in the bazaar mimics people… before they 

move.

65 A secret door appears on a palace wall only during the 

call to prayer.

66 The sultan’s dreams begin to dictate law.

Desert Myths

D66 Desert Myths

11 The dunes are said to rearrange themselves when no 

one is looking.

12 A woman made of glass walks the sands at night, leav­

ing no footprints.

13 A caravan vanished — but its shadows kept traveling.

14 An oasis appears only to those who have lied.

15 A sleeping giant breathes beneath a dune said to be 

cursed.

16 The bones of a god lie somewhere under the salt plains.

21 A golden beetle leads the pure of heart to treasure.

22 The desert winds whisper your name when your death 

is near.

23 A storm made of ash circles endlessly over one ancient 

ruin.
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24 The stars of the southern desert change shape for no 

known reason.

25 A column of fire walks at dawn — following the unwor­

thy.

26 A blind prophet lives atop a sand-spire, never aging.

31 The sand sings when walked upon during a red moon.

32 Jinn once made a palace of mirrors, buried now beneath 

the dunes.

33 A caravan that never stops is said to trade in memories.

34 A silver-scaled serpent coils through mirages — some 

say it is fate.

35 A tent with no entrance appears after storms — and 

those who enter do not return.

36 A ruin in the west erases the name of anyone who 

enters.

41 A fountain in the deep desert speaks with the voice of 

your lost loved ones.

42 A desert flower blooms only once every thousand years 

— and only for the dying.

43 A trail of black feathers leads to a forgotten city.

44 A bronze statue in the sands changes its expression 

daily.

45 The winds carry pieces of forgotten languages.

46 A sandstorm chases a single traveler — eternally.

51 A lost temple sinks a little more into the earth each year.

52 A whispering wind grants wishes — but always twists 

them.

53 The desert sky holds constellations no one else can see.
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54 A shadow without a source wanders the dunes.

55 A shattered scimitar once belonged to a jinn-slayer.

56 A shepherd guards a golden goat that bleats in 

prophecy.

61 A buried city’s bells ring beneath your feet.

62 A sacred scarab guides those lost — if you answer its 

riddle.

63 A single black rose grows in the middle of the waste­

land.

64 A jackal-headed statue weeps when approached.

65 A caravan road once used by the gods reappears during 

eclipses.

66 A sleeping spirit beneath the sands dreams of the end 

of time.

Oasis Discoveries

D66 Oasis Discoveries

11 A quiet grove of fig and pomegranate trees 

shades the spring — ripe fruit hangs low, un­

touched.

12 A trickle of clear water flows from beneath the 

rocks. It tastes cold and clean, like mountain air.

13 A desert tribe greets you with dates, mint tea, and 

stories told slowly in the shade.

14 A pale flower blooms alone near the edge of the 

water — it glows faintly in moonlight.

15 At the center stands a weathered statue, half-

buried in sand, eyes fixed on the eastern horizon.
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16 An abandoned tent flaps in the breeze. Inside, 

wrapped carefully, are tools, spices, and a letter 

never sent.

21 Merchants have raised colorful awnings between 

palm trees. Perfume, knives, and maps are for 

sale.

22 Behind the veil of a small waterfall, a narrow cave 

opens — its walls carved with winding script.

23 A caravan rests in the shade. One merchant offers 

trade, another seeks a guard for the next leg.

24 Around a shared fire, travelers speak of cursed 

ruins, vanishing rivers, and strange lights in the 

dunes.

25 Folded between two rocks, an old oilskin map 

marks something west of here — something hid­

den.

26 A bird with jeweled feathers nests in the highest 

palm. Its song changes depending on who listens.

31 Buried in a woven basket, you uncover scrolls — 

brittle, ancient, and written in a language you 

almost recognize.

32 A hermit sits by the water, sketching constella­

tions in the sand. “You’re late,” they say.

33 A shrine stands among the rocks. Offerings of salt 

and stone line its base. The air feels unusually still.

34 When you touch the pool, the ache in your bones 

fades — but dreams that night are vivid and 

strange.
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35 A desert fox approaches, unafraid. It stares for a 

long time, then digs something up beside your 

fire.

36 Beneath a collapsed palm, you find a tunnel en­

trance — cool air and distant echoes rise from 

below.

41 Children splash in the shallows, their laughter 

carrying far — one offers you a carved wooden toy.

42 Scattered weapons and sun-bleached bones 

mark the site of a forgotten skirmish. Something 

metal glints nearby.

43 A traveler unpacks a meal beside you and says 

nothing — but splits the bread cleanly in half.

44 Turning a stone with your boot, you uncover a raw 

gem — still half-embedded in the soil.

45 Musicians play flutes and drums while dancers 

move barefoot through the dust. The rhythm is 

hard to leave.

46 Digging to anchor your tent, your fingers strike 

metal — an amulet, etched with symbols you 

don’t know.

51 Another group arrives with loud voices and 

sharper looks — their leader nods, but keeps one 

hand near their blade.

52 A scholar leans on a walking stick, pages tucked 

under one arm. “Care to trade knowledge for 

wine?”

53 A finely dressed envoy invites you to meet their 

master — a ruler in need of discreet assistance.
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54 Set into the cliffside is an alcove of carvings: a ser­

pent swallowing the moon, a tower split by light.

55 Pilgrims in simple robes sing softly by the water’s 

edge. One offers you a charm made of woven 

reeds.

56 Behind a thicket of palms, you discover a hidden 

patch of rare plants — some glow faintly in 

shadow.

61 Rain begins unexpectedly. The air cools, and the 

oasis blooms with sudden color and scent.

62 At the far end of the pool, someone looks up — an 

old friend, unchanged by time, smiling faintly.

63 A robed figure approaches without a word. They 

hand you a scrap of parchment with a single, 

chilling phrase.

64 Beneath loose sand, your foot strikes something 

hard — a sealed jar filled with fragrant spices.

65 On the ridge above, a group of riders watches in 

silence. They don’t move — but they don’t leave.

66 Deep in the oasis stands a stone well. Its water 

glows faintly blue, and your reflection whispers 

back.

Jinn Bargains

D66 Jinn Bargains

11 The jinn offers you immense wealth — but you must 

never spend it.

12 The jinn grants you a wish, but takes your voice for a 

year.
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13 The jinn promises protection — as long as you never 

speak its name.

14 The jinn offers a map to a lost treasure — and follows 

invisibly to see how you use it.

15 The jinn will grant your heart’s desire, if you carry its 

sealed lamp to a distant land.

16 The jinn offers youth in exchange for a secret memory.

21 The jinn can resurrect the dead, but only in exchange 

for something living.

22 The jinn will guard your dreams — but invades your 

waking thoughts.

23 The jinn demands a riddle you cannot solve yourself.

24 The jinn offers to change your fate — but someone else’s 

fate must change too.

25 The jinn will whisper a truth unknown to mortals — at 

the cost of your innocence.

26 The jinn will serve you for a day, if you carry its name on 

your tongue for a year.

31 The jinn offers endless travel — but your feet will never 

feel the earth again.

32 The jinn will destroy your enemy — and take their place 

in disguise.

33 The jinn can grant you love — but only false and perfect.

34 The jinn offers a blessing, but you must never speak of it.

35 The jinn trades power for humility — yours or someone 

else’s.

36 The jinn will hide you from death — and from everyone 

else.
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41 The jinn offers to undo a mistake — but you will never 

know which one.

42 The jinn grants wishes in threes — but only one is real.

43 The jinn asks you to carry its heart in a jar.

44 The jinn can rewrite your past — but erases part of your 

future.

45 The jinn binds itself to your family — for seven genera­

tions.

46 The jinn can change your appearance — but it chooses 

the new one.

51 The jinn offers you a voice that compels truth — but not 

trust.

52 The jinn grants luck, but every success brings a shad­

owed cost.

53 The jinn can open any door — but only once.

54 The jinn gifts you a star from the sky — that others will 

forever chase.

55 The jinn offers peace in your heart — but forgetfulness 

in your soul.

56 The jinn demands your shadow as payment.

61 The jinn weeps — and asks you for a wish it cannot grant.

62 The jinn offers you secrets of the world — but they will 

burn in your mind.

63 The jinn gives you wings — but only to flee your home.

64 The jinn offers prophecy, but will not let you change it.

65 The jinn binds your fate to the desert — you may leave, 

but it will follow.

66 The jinn makes no offer — only watches, and waits.
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Ruins of Wonder

D66 Ruins of Wonder

11 A palace of mirrors, shattered and overgrown with 

thorned vines.

12 An amphitheater where echoes perform their own 

plays.

13 A crumbling ziggurat whose top is forever shrouded in 

mist.

14 A tower that fell… and left no debris.

15 A mosaic plaza that shows scenes from your future — if 

you stare long enough.

16 A dry canal filled with glowing runes instead of water.

21 A forgotten hall where the stars shine overhead, even 

at noon.

22 A gate that leads nowhere… until midnight.

23 A statue that changes its shape with each visit.

24 A library where the books whisper warnings.

25 A domed chamber that amplifies thoughts instead of 

sounds.

26 A ruin that is colder than the deepest cave, even in 

summer.

31 A throne room carved into living stone — with no en­

trance.

32 A collapsed temple with stained glass still floating 

midair.

33 A fountain that flows with moonlight.

34 A wind harp, still playing on a hill of bones.

35 A stepwell that descends deeper than should be possi­

ble.
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D66 Ruins of Wonder

36 A ruined garden where every plant sings.

41 A city gate still guarded by silent, sleepless statues.

42 A submerged palace glimpsed only through rippling 

illusions.

43 A scriptorium whose walls are tattooed with ink that 

moves.

44 A collapsed bridge that leads only to a dream.

45 A ruin haunted by forgotten songs.

46 A plaza where footsteps replay old memories.

51 A gate locked from the inside of a vanished house.

52 A pool of water that reflects another world.

53 A ruin that cannot be photographed, painted, or drawn.

54 A spire with stairs made of light.

55 A cracked dome filled with suspended feathers — not 

falling.

56 A cathedral of silence, guarded by nothing and no one.

61 A sunken arena filled with whispering sand.

62 A room where time runs backward.

63 A collapsed monument whose rubble forms a perfect 

circle.

64 A stairwell that ascends forever… but always leads back.

65 A chamber with constellations etched in gold across the 

floor.

66 A ruin that appears in dreams before it is found.
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D66 Royal Decrees

11 All dreams must be recorded and delivered to the 

palace.

12 No shadows may fall on the sultan’s portrait.

13 The moon shall be honored with a night of silence.

14 Foreign spices are now currency — mint accordingly.

15 Every citizen must learn a single line of a forgotten song.

16 The city gates open only to riddlers at dawn.

21 The name of a forbidden color must never be spoken.

22 A royal banquet shall be held for invisible guests.

23 All cats are now considered holy and must be fed at 

noon.

24 Stories longer than seven minutes must be told in 

rhyme.

25 Anyone wearing green may challenge a noble to a duel.

26 A golden hourglass shall mark the law of each day — but 

only once.

31 All who speak to the wind must wear silver veils.

32 Dreams of fire must be reported to the Star Court.

33 A festival must be held for the rain’s first fall.

34 The number four is now forbidden in all contracts.

35 A statue of the moon shall be built upside-down.

36 All clocks shall run backward during the equinox.

41 The scent of lilies is banned in royal chambers.

42 Every lantern must hold a secret.

43 Sand from the desert’s edge is to be taxed.

44 Laughter is forbidden in the palace for one year.
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45 Every child born this month must be named from a 

single poem.

46 The sun’s reflection may not be captured in art.

51 All maps must include one imaginary place.

52 The sultan’s dream is to be reenacted each morning.

53 Singing birds must be registered.

54 The desert wind is now a citizen of the realm.

55 Echoes in wells are to be investigated by decree.

56 The city must build a gate that opens only at night.

61 Silence shall be observed when the stars are brightest.

62 The ruler’s name may not be written — only spoken in 

song.

63 The palace library shall collect only unwritten books.

64 Each citizen must plant a single dreamseed.

65 The hour before dawn is declared sacred — no noise 

permitted.

66 A decree shall be issued by the stars once per season.

Bazaar Market Events

D66 Bazaar Market Events

11 A robed merchant beckons you closer, revealing 

a lockbox containing something that pulses with 

light.

12 From behind a stack of rugs, two voices whisper 

about a treasure buried where three shadows 

meet.
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13 A contortionist balances on a pole above the crowd 

— their act ends with a riddle and a wink at you.

14 Fingers brush your coin pouch. A flash of move­

ment — a child disappears into the crowd.

15 A stall gleams with strange trinkets — some hum, 

some twitch, all unpriced. “You’ll know which is 

yours,” the vendor says.

16 A dice game is in progress. The merchant rolls 

snake eyes, then gestures for you to try.

21 A sleek, caged beast — fur like silver fire — draws a 

growing crowd. Its eyes never leave yours.

22 Dust motes drift in a quiet bookshop. One manu­

script bears your name on its first page.

23 A jeweler shows you a pendant etched with ancient 

glyphs — “Last of its kind,” they whisper.

24 Two spice merchants shout over rights to a stall. 

One turns to you. “You were here first — speak 

truth.”

25 A barefoot child tugs your sleeve. “Wanna see the 

secret stairs?” they ask.

26 Behind a curtain of beads, you find a smoky alcove 

where black market goods shift on their own.

31 A blind beggar stops humming and says, “You’ve 

walked a long path to stand still.” Then points 

downward.

32 A spice-seller invites you to try crushed moon pods 

and fireroot. “It’ll clear your soul, or burn it.”

33 Traders murmur of a veiled sorcerer who grants 

favors — but never twice to the same face.
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D66 Bazaar Market Events

34 A melody winds through the crowd. You follow it 

instinctively. The player vanishes when you arrive.

35 A silent merchant offers a locked box and a single 

question: “Will you take it without asking?”

36 Folded inside a book of riddles: a hand-drawn map 

marked with a circle in the wastes.

41 Music halts. Stalls clear. A noble procession cuts 

through the bazaar — all eyes averted.

42 A rival adventurer bumps into you with an over-

friendly laugh — and a hand near your gear.

43 A twitchy youth offers you “salvaged wares.” One 

item bears a noble’s crest.

44 Tucked between cloth stalls is a shrine marked with 

an eye — its offerings are all whispers.

45 A vendor hands you a copper cup. The drink inside 

tastes of salt and sleep.

46 Hanging from a pole: a tapestry depicting a mo­

ment from your past that no one should know.

51 A potion seller claims to sell luck. One vial turns 

green in your hand — they offer no explanation.

52 A dusty tale circles the plaza: of a city swallowed 

whole, where time bends like reedgrass.

53 A noble in disguise presses a sealed letter into your 

hand: “Don’t read it here.”

54 A smith adjusts your belt, checks your blade, and 

offers repairs for a price: one secret.

55 A scroll bound in red twine emits faint whispers. 

The merchant holds it with tongs.
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56 A masked performer tells a story — half song, half 

vision. When they bow, you’re crying.

61 A vendor insists you try “phoenix egg yolk” stew. 

You feel warmer for hours after eating.

62 A gap between stalls hides a small, iron door. It 

opens with a creak — and a beckoning hand.

63 A fortune teller leans close. “You’ve already made 

the choice. Let’s see what it cost.”

64 Among the crowd, a familiar voice calls your name 

— someone you thought lost long ago.

65 A cloaked figure offers a job: five days, no questions, 

high risk. Payment is a name.

66 In a crowded stall, you overhear plans whispered in 

code — the ruler’s days are numbered.

Palace Intrigues

D66 Palace Intrigues

11 Behind a curtain, you hear voices — one men­

tions poison, the other the ruler’s evening wine.

12 A nervous courtier pulls you aside. “I need a 

favor,” they whisper, “and no one can know.”

13 A tapestry hangs askew. Behind it, a narrow stair 

descends into cold stone darkness.

14 A noble in lacquered armor demands satisfac­

tion. The courtyard clears. Eyes are already watch­

ing.

15 Beneath a loose floor tile: golden bracelets, old 

coins, and a letter sealed with black wax.
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16 A cloaked figure bumps into you. Later, you find 

a note in your pocket: “Meet me by the orchard 

gate.”

21 In the moonlit gardens, nobles speak in hushed 

tones — their glances sharpen when they see 

you.

22 The jester juggles knives and murmurs, “The 

smallest blade cuts deepest.” Then drops a folded 

paper.

23 The banquet hall glows with candlelight. Conver­

sations are civil — but the tension hums beneath.

24 A servant drops a napkin and whispers: “Please 

help. They’re watching. I don’t want to vanish.”

25 A scroll falls from a shelf. Inside: a love letter writ­

ten in the ruler’s hand, never sent.

26 An ambassador offers you rare wine and asks 

strange questions about your loyalties.

31 A whisper leads you to a guest room drawer 

— empty but for gloves soaked in perfume and 

blood.

32 A noble asks you to carry a sealed message to the 

stables. “Don’t open it,” they insist.

33 Inside a carved desk leg, you find a small com­

partment — and a single golden coin with two 

faces.

34 A dancer’s performance mesmerizes the court — 

but their footwork maps out something on the 

floor.
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35 Late at night, a pale figure drifts past your cham­

ber. They do not cast a shadow.

36 The palace chef serves you a delicate stew. “It’s 

for the vizier,” they murmur. “Tell me if it tastes 

strange.”

41 Behind an old tapestry is a map — corridors 

marked in red, stairwells others claim don’t exist.

42 A rival noble has begun to spread rumors about 

you. You hear the first one from a guard you trust.

43 A book in the library rustles as you open it. A note 

is tucked between its pages — written backward.

44 A guard glances around and says, “Want to see 

something the council won’t talk about?”

45 In the shadow of a colonnade, two figures ex­

change a purse of gold and a whisper.

46 The court musician plays a tune you recognize — 

one taught only to spies in a distant land.

51 A velvet diary lies open on a writing desk. The ink 

is fresh — and the secrets are explosive.

52 A palace healer asks for help. “I’ve seen this illness 

before — but it was never meant to reach here.”

53 A rival noble corners you with a smile and an offer 

— money for silence, or scandal for defiance.

54 A scrap of parchment falls from your sleeve. The 

handwriting isn’t yours. It reads: “They know.”

55 A portrait in the hall has eyes that don’t match. 

Behind it, a symbol is scratched into the stone.
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56 The librarian leads you to a sealed chamber. 

“These books are not supposed to be read,” they 

warn.

61 You’re summoned alone. The ruler stares into the 

fire and asks, “What do you think of traitors?”

62 The chamberlain confides in you. “If this gets out, 

half the court will fall — and I with it.”

63 A tunnel hidden beneath your guest room leads 

out past the walls — and into the night beyond.

64 A noble accuses you publicly. The crowd gasps. A 

small nod from behind them confirms it’s a trap.

65 Locked in a cabinet: a letter signed by a distant 

ruler, offering land for betrayal.

66 You discover a circle of nobles meeting in secret 

— their sigils swapped, their plans already in 

motion.

Magical Item Discoveries

D66 Magical Item Discoveries

11 Tucked beneath loose stone, a silver ring gleams — 

when worn, the wearer vanishes from sight.

12 A staff wrapped in scorched silk hums with poten­

tial. Wind, fire, rain — all obey its touch.

13 A crystal vial filled with golden liquid pulses with 

warmth. One sip knits flesh and bone alike.

14 A midnight-blue cloak drapes lightly over your 

shoulders. With a whispered word, you rise into the 

air.
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15 Bound in dragonhide, this tome crackles faintly. Its 

pages write themselves when the moon is full.

16 Dusty boots clack restlessly on the ground. When 

worn, you blur like heat on the horizon.

21 A necklace of woven silver resists every blade, arrow, 

and blow — as long as the wearer speaks no lie.

22 This sword ignites as it’s drawn, flames curling along 

the blade — eager, not waiting for orders.

23 A round shield polished like glass rebounds every 

strike, but shows the attacker’s face before the blow 

lands.

24 A feathered cap settles perfectly on your brow. 

Thoughts align, riddles untangle — clarity blossoms.

25 A lantern burns with no flame. In its glow, illusions 

fade and secrets quiver like smoke.

26 Gloves stitched from lionhide grant strength to lift 

boulders — or crush a steel helm barehanded.

31 The mirror’s surface ripples when touched. It shows 

what might be — if one dares pursue it.

32 A copper belt adorned with shells lets you breathe 

beneath water — or speak with its dwellers.

33 This ring hums near animals. Birds perch closer, 

wolves listen — and some creatures answer.

34 A sapphire set in bronze absorbs stray sparks of 

magic. It glows when charged… and may not stay 

quiet.

35 A serpent-shaped pendant coils tightly. While worn, 

no toxin touches your blood.
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36 This quill floats upright over blank paper. At night, it 

scribbles down dreams you don’t remember.

41 The compass needle spins until you ask a question. 

Then, it points — toward your truest desire.

42 A woven bracelet tightens as you speak. Any tongue 

becomes yours, every dialect clear as day.

43 This porcelain mask feels warm. When worn, it re­

makes your face — and whispers a new name.

44 A bone flute carved with runes calls forth flickering 

spirits — curious, kind, or chaotic.

45 An amulet etched with a burning eye repels curses 

and keeps foul spirits at bay — unless invited.

46 A sealed vial of water gleams like silver. One drop 

cleanses rot, poison, or corruption — but vanishes 

quickly.

51 This ring tightens at first, then relaxes. Thoughts 

echo faintly — not yours, but close.

52 A blackwood staff topped with a storm crystal 

thrums with stored lightning. One strike calls the 

tempest.

53 This scroll glows faintly. The incantation it holds is 

incomplete — but powerful even half-spoken.

54 The bronze helm narrows your vision… then opens 

it wide. Mountains, cities, and stars flash across your 

mind.

55 These silver earrings hum softly. You hear whispers 

in locked rooms, footsteps in the dark.

56 A plain sack with endless depth. From inside, voices 

echo. Some items it gives freely — some, not.
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61 A ruby ring grows warm in your palm. Speak, and 

fire dances to your will — but always asks for more.

62 This sword hums when danger nears. In battle, it 

sings — ancient verses in a voice not your own.

63 The mirror reveals no face — only threats. Knives 

hidden, shadows moving, lies unspoken.

64 A leather belt tightens with wind. With a leap, you 

soar skyward, drifting like silk on a breeze.

65 A bronze ring inscribed with flames shields the 

wearer from all heat — even the sun’s fury.

66 This gnarled staff crackles with petrifying power. Its 

gaze alone turns limbs to stone.

Ancient Ruin Hazards

D66 Ancient Ruin Hazards

11 A support beam cracks with a loud groan — the 

wall beside it begins to tilt ominously.

12 A soft click underfoot. From the walls, thin darts 

whistle outward in deadly silence.

13 The ground gives way beneath you. Darkness swal­

lows the air as you fall into the unknown.

14 A stone statue shifts its head. Then its arm. Then it 

draws a sword.

15 Disturbed by torchlight, a cloud of shrieking bats 

erupts from the ceiling.

16 A faint green mist fills the chamber. Breathing be­

comes difficult — then dangerous.
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21 A misplaced step triggers a hiss. From below, a 

blade whips upward with practiced cruelty.

22 Coiled in the corner: a nest of snakes, eyes glowing 

faintly, fangs already bared.

23 The artifact pulses once — and the walls begin to 

twist, voices whispering things you never did.

24 The stone beneath you looks solid, but your next 

step sinks — and won’t stop sinking.

25 A ghostly figure drifts forward. “This place remem­

bers,” it says. “You should not be here.”

26 An echo rolls through the ruins, followed by a deaf­

ening clang — something has been awakened.

31 A collapsed archway blocks your path forward. The 

rubble shifts with ominous ease.

32 Your hand brushes the edge of a glowing doorway. 

Pain jolts through you like lightning.

33 You lean on a cracked stone — and fall through. The 

pit is deep, and lined with sharpened iron.

34 The ceiling creaks. Dust falls. Then, with a grinding 

roar, stones begin to drop one by one.

35 A mirror reflects something that isn’t you. Your 

reflection grins — and refuses to follow your move­

ment.

36 The web is invisible until it clings. Then, the spiders 

come — fast, big, and silent.

41 A panel slides open. Flames burst across the corri­

dor in a searing wall of heat.

42 Frost coats the walls. Your breath hangs in the air. 

The next room is a tomb of ice.
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43 A transparent warrior stands in your path. “Prove 

your right,” it demands, raising a spectral blade.

44 A treasure chest grins and splits open — rows of 

teeth, rope-like tongue, and hunger in its eyes.

45 A heavy door slams behind you with no handle in 

sight. The room begins to grow warm…

46 Bones rattle. From alcoves, ancient warriors rise — 

fleshless, silent, armed.

51 A quiet curse hums in the air. The moment you lift 

the treasure, a mark appears on your skin.

52 The air thickens. One yawn, then two. Your limbs 

grow heavy. The floor looks soft enough.

53 A rope bridge stretches across a deep chasm. 

Halfway through, the ropes begin to fray and snap.

54 Your torch sputters, and suddenly the chamber 

around you slows. Or is it you that does?

55 A low growl echoes. Dust shifts. A monstrous beast 

— part stone, part fury — opens its eyes.

56 A shallow pool lies across your path. It bubbles 

quietly — until a coin falls in and vanishes in a hiss.

61 The tunnel behind you collapses. Forward is now 

the only option — whatever that means.

62 The air warps. A breeze pulls sideways. You lose 

your balance, and the walls spin.

63 Something scratches inside the wall. Then bursts 

out — a swarm of hissing, skittering locusts.

64 Your feet leave the floor. Dust drifts upward. The 

ceiling is now the ground — and you’re falling up.
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65 A pulse of light washes over your eyes. When it 

fades, the world is darkness and muffled sound.

66 The chamber fills with golden light. A regal specter 

appears. “You walk in my tomb,” it says coldly.

Nomadic Tribe Customs

D66 Nomadic Tribe Customs

11 Drums echo across the sands as dancers in bright 

cloth swirl — a greeting to strangers, old as the 

dunes.

12 A long carpet is unrolled beneath the stars. Dishes 

of roasted lamb, flatbread, and sweet tea await.

13 Around a fire, elders speak with slow reverence, 

tracing lineage back to myth and memory.

14 Youths stand at the edge of the circle, faces 

painted, awaiting their first test of adulthood.

15 A solemn chant rises as incense drifts — the sacri­

fice is swift, respectful, and deeply symbolic.

16 The healer opens her pouch of roots and bones, 

offering to teach you what the desert plants know.

21 Spears are thrown, arms are wrestled, and laughter 

rings out. A test of strength — and of spirit.

22 Before the sun crests the dunes, hands are lifted to 

the sky. A hush falls over the gathered tribe.

23 The chief speaks in private tones. “You walk far — 

but would you carry our burden for a while?”
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24 Garlands are exchanged, palms touched, and 

songs sung. The couple dances while elders bless 

their bond.

25 Drummers beat a fast rhythm, and hunters leap 

into a wild, joyful dance, mimicking beasts and 

winds.

26 Needles, dye, and patience: you’re guided through 

the careful stitching of a garment marked with 

stars.

31 The storyteller begins, voice low — tales of sand­

storms that swallowed armies, of heroes carved 

from wind.

32 Offerings are made to small altars: water, feathers, 

stones. The land is honored in silence and smoke.

33 Warriors line up and spar with sticks, blades, and 

bare hands. Each movement is half dance, half 

history.

34 Over open flame, you learn to grind spices, fold 

dough, and speak the names of each ingredient 

with respect.

35 The shaman draws a circle in ash, then scatters 

bones. “Ask,” they say, “and listen with your breath.”

36 Babies are raised to the sky, blessed with oil and 

song. Their names are whispered to the wind.

41 You’re led into the night. “No compass,” they say, 

“only stars — and memory.”

42 Children laugh and run, teaching you a chasing 

game that ends in riddles and a ring of handclaps.
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43 Your fingers learn the rhythm of loom and dye. 

Patterns emerge — stories woven into fabric.

44 Dancers spin in spirals, stamping feet in time. 

Smoke curls. Bells jingle. “For luck,” someone says.

45 Flutes and drums rise like wind. The musicians 

close their eyes — the song is not for you, but you 

may listen.

46 A circle of salt is drawn. “To keep them out,” you’re 

told. Inside it, the tribe sings softly in unison.

51 A map is drawn in the sand. “This dune drinks 

water,” they explain. “This rock sings at night.”

52 You braid cords and carve wood for the soon-to-be 

adult. “Everything matters,” the elder insists.

53 Hunters show you the language of prints: “This one 

limps. That one is afraid. This one is sacred.”

54 Ancestors are called by name. Ashes are scattered, 

poems recited. “To forget,” says one, “is a second 

death.”

55 Sparks fly as hammer strikes iron. “Shape it with 

intention,” the blacksmith grunts. “Else it betrays 

you.”

56 Sacred herbs are burned. You’re bathed in smoke, 

then anointed. “Now,” says the healer, “you’re clean 

enough to begin.”

61 Threads cross and knot in precise sequence. You’re 

taught what each color means, and what it must 

never mean.

94



D66 Nomadic Tribe Customs

62 Lanterns are hung, fruits exchanged, and wild 

songs fill the dusk — it’s harvest, and no one sleeps 

tonight.

63 The elders sit beneath a date tree, telling stories 

that end in questions. “Now you speak,” one says.

64 A drumbeat echoes across the plain. Arms rise. “For 

rain,” someone murmurs. “Or for remembering.”

65 Friendly contests turn serious. No blood is spilled, 

but pride is deeply wounded. You are offered a 

rematch.

66 Hands are joined around a fire. “Speak your truth,” 

the chief says. “Then help us protect it.”

Mystical Island Features

D66 Mystical Island Features

11 A grove where the wind rustles branches into har­

monies — every gust a different song.

12 A slender cascade rises skyward from stone, misting 

into the clouds instead of falling.

13 Deep within the jungle, a cave pulses with soft inner 

light — warm, rhythmic, and alive.

14 At dawn, the sand blushes rose. At dusk, it glows 

gold. The tides paint the beach anew each day.

15 Fog blankets the island each night. Paths appear in 

its midst — gone by morning.

16 The temple stands still — until you step inside. Then 

the halls realign behind you.
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21 Ripples in the lagoon show memories not your own. 

Stare too long, and you forget what was yours.

22 Fruit glistens under moonlight. Each bite brings 

dreams — sometimes warnings. Sometimes an­

swers.

23 A perfect ring of stones hums at dawn. At dusk, they 

fall silent — but one is always warm to the touch.

24 Inside the cave, mushrooms flicker blue and green. 

They shift as you speak, pulsing to your voice.

25 A mountain floats in the clouds above. A rope bridge 

leads skyward, swaying in invisible wind.

26 The valley below stays still. Birds don’t fly there. Wa­

ter doesn’t ripple. Your breath echoes like thunder.

31 The river sings with power. Each step in its waters 

tingles — magic laced into every current.

32 Trees sway without breeze. Paths clear, then vanish. 

The forest always rearranges behind your back.

33 Carvings etched into stone cliffs glow faintly — each 

figure animated when viewed by starlight.

34 Fields of violet blooms pulse with light. When 

moonlight strikes, they open — and hum in chorus.

35 A pond shimmers like glass. It reflects ruins, cities, 

stars — none of them from this world.

36 Creatures gather under starlight. “Good evening,” 

says a fox. “You brought news?”

41 Whispers travel like screams here. The cavern turns 

every breath into thunder.

42 Sea shells lie scattered on the shore. At high tide, 

they sing lullabies from forgotten tongues.
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43 A lone arch of basalt stands at the cliff’s edge. Step­

ping through brings silence — and somewhere new.

44 One morning’s path becomes the next day’s cliff. 

The forest does not remember its own shape.

45 The spring is warm, sweet, and glows faintly. No 

wound survives a second sip.

46 Shadows on this field linger when the people leave. 

Some act out old dramas. Some just watch.

51 The water glows in layers: silver for the past, green 

for the present, red for futures yet to come.

52 Press a palm to bark — the tree whispers names, 

stories, warnings. Some truths, some lies.

53 The river flows south at full moon, north at new 

moon, and spirals at the equinox.

54 Your shout returns hours later. It says something 

different than what you spoke.

55 A deep cavern mouth yawns open. Inside, tun­

nels split and twist endlessly, echoing your own 

thoughts.

56 The wind picks up only in this clearing. It carries 

voices that remember your name.

61 A cool spring trickles beside stone steps. Drink, and 

you feel younger — and forget a name.

62 Tall grass bends with the breeze, producing tones 

like a thousand tiny flutes.

63 The mountain smolders at dusk. Its caves are lit­

tered with golden scales and sleeping heat.

64 This stream doesn’t shimmer — it shines, like moon­

light liquified. It warms your skin without burning.
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65 Faces emerge in the bark at night. They smile, 

frown, or cry — always silently.

66 High on the cliff, stones gleam with stars. Constella­

tions move even under the sun.

Sandstorm Events

D66 Sandstorm Events

11 Wind shrieks across the dunes — sand lashes 

your eyes, blinding you in seconds.

12 A crack in the canyon wall offers just enough 

space — you dive in as the storm howls past.

13 The sand peels away like skin, revealing stone 

arches and half-buried columns below.

14 A swirl of dust separates you from the others. 

Their voices vanish into the roar.

15 Whispers thread through the wind — not in your 

language, not from this time.

16 Under a shifting dune, your hand brushes some­

thing cold — a metal disk etched in ancient runes.

21 The storm turns violent, forcing you to abandon 

your route and follow the wind’s will.

22 The horizon vanishes. The roar grows louder. 

There’s no outrunning what’s coming.

23 A rider wrapped in veils beckons silently from a 

low ridge, leading you to hidden shelter.

24 Sand falls away to reveal green — an oasis, impos­

sibly close, now uncovered by the storm.
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25 The wind tears at packs and tents. When it ends, 

tools are broken and food lost.

26 Skeletal remains lie tangled in half-buried wag­

ons. Once a caravan, now a warning.

31 The storm glows from within, carried on strange 

particles that shimmer like fireflies.

32 A hollow in the cliff face leads to a cave — dry, 

cool, and lined with old lanterns.

33 The dunes twist your sense of direction. Every 

landmark is gone, the compass spins.

34 A shimmering shape appears amid the grit — 

eyes of fire, voice of wind — and speaks your 

name.

35 When the storm passes, a trail of stones leads off 

in a direction that wasn’t there before.

36 A sculpted face emerges from a dune: regal, bro­

ken, and half-swallowed by time.

41 The air chills suddenly. Frost laces your scarf. The 

sand turns pale, hard as bone.

42 Voices call out from nowhere — friendly, plead­

ing, angry — all fading with the wind.

43 The only escape is upward — you scramble to 

higher ground as dunes shift below.

44 Tucked beneath rock: a sealed crate, dry food, 

tools, and a waterskin still half-full.

45 The terrain warps. A familiar path becomes cliffs, 

and the old trail is gone.

46 Crouched behind the same boulder: another 

traveler, wary and wide-eyed.
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51 Sand scours a hole in the ground — a stone stair 

leads downward, into darkness.

52 A scaled creature limps through the storm, drag­

ging its tail. It looks up, then vanishes.

53 Pouches and packs tear open. Coins vanish into 

the storm. Something vital is gone.

54 A hunched figure leans on a staff. “It comes for 

those who walk without purpose,” they warn.

55 Wind scours the rock face clean — revealing carv­

ings of stars and beasts you’ve never seen.

56 Tents lie buried, campfire stones scattered. Who­

ever camped here left in a hurry.

61 The wind changes. You crest a dune — below lies 

a hidden valley lush with shadowed green.

62 A low pool bubbles at the base of a crag, its waters 

fresh and cold. No footprints nearby.

63 The winds die by dusk. You must make camp 

here, amid the hiss of settling sand.

64 Something glints beneath your heel — a gem­

stone, flawless and hot to the touch.

65 What was east is now west. Your bearings twist 

as if the world turned while you waited.

66 A figure of dust and wind steps from the storm. 

“You seek the long road,” it murmurs. “Follow 

me.”
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D66 Hidden Treasure Locations

11 Beneath the gnarled roots of an ancient tree, 

wrapped in oilcloth and forgotten.

12 Behind a veil of cascading water, a small cave glim­

mers with long-lost spoils.

13 A single floorboard creaks differently — beneath it, a 

pouch of coins and a ring.

14 The statue stands watch, but its pedestal hides a 

hollow echo and a hidden cache.

15 In the captain’s cabin of a ship swallowed by coral 

and time, the chest still waits.

16 Beneath the crumbling altar, stone gives way to 

sand — and a glint of gold.

21 The old tome feels heavier than it should. Tucked 

within: a thin locket and a map.

22 At the base of a tree thick with age, treasure gleams 

between knotted roots.

23 A half-buried jar pokes through the dune — sun-

warmed, sealed tight, and heavy.

24 The well is dry, but a ledge near the bottom holds 

something wrapped in silk.

25 Behind a shattered wall, beneath a loose stone — the 

hoard of a forgotten noble.

26 Sheltered by overhang and stone, a traveler once left 

a satchel tucked from view.

31 A gravestone bears a strange mark. Beneath it lies 

more than bones.
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32 The chimney’s soot is disturbed. Inside the flue: a 

cloth bundle, scorched but intact.

33 The book’s spine cracks strangely — it opens not to 

pages, but to gold.

34 Deep below the lake’s surface, a sealed clay jar waits, 

undisturbed.

35 Under a loose tile in a hidden chamber, treasures 

glint in dust and shadow.

36 Within the false bottom of a chest — a second lock, 

and secrets older than memory.

41 High in the branches, a woven pouch is tied tightly 

to a forked bough.

42 Just beyond the oasis palms, a rock is carved with a 

symbol — beneath it, treasure.

43 A boulder rings hollow when struck. Inside, a hidden 

cavity yields its prize.

44 A faded tapestry hides more than wall — stitched 

into it, a secret compartment.

45 A clay jar, half-buried and sun-baked, rests beside a 

thorn bush — and holds jewels.

46 Within a palace corridor, behind a false panel — a 

narrow passage and a waiting chest.

51 Beneath a cairn of three stones in a forest clearing, 

a metal box resists rust.

52 The statue’s gaze aligns with a moonlit angle — 

within its hollow, treasure sleeps.

53 Heavy doors guard a vault no longer watched. The 

lock is ancient, the prize untouched.
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54 In the depths of a tomb, behind crumbling masonry 

— a hidden chamber whispers wealth.

55 In a meadow full of wildflowers, a rock is marked 

with an X — beneath lies gold.

56 A hollow flute hides something metallic. Shake it 

gently — and it sings with coin.

61 The island’s cave smells of salt and age. In its darkest 

pocket lies a hoard untouched.

62 A symbol carved into a cliff face leads to a buried urn, 

just below the valley path.

63 A drawer pulls out too far — revealing a second space 

behind it, and a velvet pouch.

64 Within the crook of a strange rock formation, a crack 

holds more than stone.

65 Nestled beneath moss and gravel at the mountain’s 

base, a rusted box endures.

66 Behind a tilting bookshelf, a brick slides free — and 

a forgotten room breathes again.

Sorcerer and Mystic Quests

D66 Sorcerer and Mystic Quests

11 Retrieve a lost artifact from the depths of an ancient 

ruin, guarded by forgotten wards.

12 Dispel a lingering curse that has haunted a noble 

bloodline for generations.

13 Find an elusive and dangerous ingredient needed to 

complete a transformative potion.
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14 Defeat a rogue sorcerer whose unstable powers 

threaten an entire village.

15 Locate a hidden library said to contain tomes of for­

bidden and dangerous knowledge.

16 Rescue a spirit bound by an evil wizard, trapped 

between worlds.

21 Investigate eerie phenomena disturbing the peace 

of a forest haunted by ancient echoes.

22 Protect a sacred site from corruption by dark magi­

cal forces.

23 Decipher a cryptic prophecy before its warnings be­

come reality.

24 Negotiate a fragile truce between rival factions of 

powerful magic users.

25 Banish a malevolent force imprisoned within an 

heirloom talisman.

26 Mentor a young mage whose powers are beginning 

to awaken uncontrollably.

31 Seal a breach between the mortal world and a shad­

owy underrealm.

32 Retrieve a legendary relic from a faraway land veiled 

in arcane fog.

33 Uncover the truth behind a rash of thefts involving 

enchanted objects.

34 Aid a village tormented by waking nightmares 

linked to a magical source.

35 Break a love enchantment that has turned danger­

ous and obsessive.
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36 Escort a gifted but hunted sorcerer to the gates of a 

hidden academy.

41 Investigate disappearances linked to a pattern of 

magical symbols.

42 Restore a shattered magical artifact to its original 

form and purpose.

43 Defend a mystical sanctuary from those seeking to 

plunder its power.

44 Trace the origins of a bloodline cursed to bear mag­

ical burdens.

45 Journey into a dream realm to rescue a mystic 

trapped within their own vision.

46 Retrieve a stolen grimoire before its secrets are un­

leashed by a rival.

51 Help a tormented spirit find closure and finally rest 

in peace.

52 Search the ruins of a forgotten temple for clues to a 

lost incantation.

53 Aid in crafting a powerful amulet destined to protect 

a sacred site.

54 Establish communication with an ancient, slumber­

ing deity.

55 Defeat a beast mutated by magic, now terrorizing a 

haunted wood.

56 Lift a lingering curse afflicting a once-proud warrior 

or sage.

61 Locate a concealed sanctuary where knowledge is 

guarded by the elements.
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62 Uncover the magical legacy of a long-vanished civi­

lization.

63 Shield a village from a creeping magical illness of 

unknown origin.

64 Steal or bargain for a radiant gem from a dragon’s 

enchanted hoard.

65 Assist in the summoning of a helpful but unpre­

dictable spirit guide.

66 Aid an alchemist in completing an elixir said to cure, 

empower — or destroy.

Merchant Guild Conflicts

D66 Merchant Guild Conflicts

11 A rival guild accuses you publicly of undercutting 

their prices.

12 Just before a major sale, your goods are found mys­

teriously ruined.

13 Whispers spread through the bazaar — you’ve 

stolen secrets from a competitor.

14 A merchant from another guild is caught sneaking 

into your warehouse.

15 Bandits attack your caravan — and someone paid 

them well.

16 Flyers appear overnight, slandering your name and 

business.

21 You uncover a plan to corner the market on a rare 

and vital resource.
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22 A guild contact approaches with an offer: sensitive 

documents, for a price.

23 You’re approached to join an alliance — but can you 

trust your new friends?

24 Your best workers are being lured away with 

promises of gold and power.

25 At the gates of the city, guards seize your wares on 

orders from above.

26 You’re brought before the magistrate — someone 

claims you smuggle contraband.

31 Customers grow wary — your rival whispers tales of 

shoddy craftsmanship.

32 Bureaucrats stall your shipments for inspection — 

endlessly.

33 Your trade route vanishes — someone is blocking 

access or paying off guides.

34 A hush-hush invitation leads to a candlelit parlor of 

powerful merchants.

35 One of your trusted bookkeepers disappears — 

along with a stack of coin.

36 A thief ring targets only your goods, and always 

seems a step ahead.

41 You’re publicly accused of using unfair tactics to 

destroy smaller traders.

42 A quiet audit reveals discrepancies — someone in­

side is leaking information.

43 Rain and blocked roads delay your caravan — suspi­

ciously close to market day.
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44 An influential figure offers a deal too good to be true. 

Is it a trap?

45 Your star negotiator leaves unexpectedly — and 

shows up at your rival’s stall.

46 Graffiti stains your banners, and crates arrive already 

broken.

51 The leading alliance of traders invites you to join — 

at a steep cost.

52 Mercenaries rough up your warehouse guards in the 

dead of night.

53 A document falls into your hands — a rival’s plan to 

control all trade.

54 A fellow merchant offers partnership. Is it unity — or 

a power play?

55 Border guards claim your papers are invalid and 

confiscate your cargo.

56 You’re summoned to arbitration for violating an­

cient trade pacts.

61 New rumors about your debts spread faster than 

you can deny them.

62 Pirates raid your shipping lanes — and seem to 

ignore everyone else’s.

63 A pouch of gold and a quiet word: drop the deal, or 

face consequences.

64 A wealthy rival wants to buy you out — generously. 

But why now?

65 Your latest shipment arrives damaged beyond use 

— and too late to sell.
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66 You find forged documents and bribed officials: 

someone is framing your guild.

Bandit Ambush Scenarios

D66 Bandit Ambush Scenarios

11 Bandits fell a tree across the path, blocking the road 

ahead.

12 In the dead of night, your camp is silently sur­

rounded.

13 Posing as harmless traders, the bandits wait until 

you’re vulnerable.

14 A sharp-eyed scout spots movement among the 

rocks — an ambush in the making.

15 Just as you enter a narrow pass, bandits strike from 

above and below.

16 While your guards argue over rations, the attack 

begins.

21 Cloaked in darkness, bandits rain down arrows from 

hidden positions.

22 A rival caravan lures you into a trap, bandits waiting 

just out of sight.

23 Smoke bombs erupt around you — confusion reigns 

as the bandits charge.

24 An abandoned wagon ahead is a decoy, bait for a 

deadly ambush.

25 Bandits slip coins to your hired guards — and your 

defenses melt away.
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26 A sudden desert squall blows in — and so do the 

bandits.

31 Mid-river, while crossing, bandits strike from both 

banks.

32 Someone within your own group reveals their alle­

giance — too late.

33 Dressed in stolen livery, a bandit infiltrates your 

camp before the attack.

34 Illness spreads — too late you learn the food was 

tainted by bandits.

35 A toppled wagon blocks the path — a traveler calls 

for help. It’s a trap.

36 A crude sign is nailed to a tree: “Leave gold, or lose 

lives.”

41 Armed and confident, bandits block the road and 

demand a toll.

42 In the dark, your horses spook and bolt — chaos 

erupts.

43 Flames rise suddenly behind your camp, and ban­

dits rush from the shadows.

44 While your party sleeps, steel flashes in the night.

45 A bound prisoner is left in the open — but rescuing 

them springs the trap.

46 A note arrives tied to a knife: your companion is held 

for ransom.

51 A makeshift barricade blocks your progress — and 

behind it, movement stirs.
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52 Your scouts return shaken — many more bandits 

than expected lie ahead.

53 A blast from a horn or thunderous boom panics the 

caravan.

54 You find a stash of food and gear hidden in the brush 

— it’s not abandoned.

55 Ragged beggars ask for scraps, then draw blades 

when close.

56 Rocks tumble down — a landslide triggered by hid­

den attackers.

61 From above, bandits drop nets and arrows from the 

trees.

62 An infamous bandit offers an uneasy truce — and 

a job.

63 Hidden ropes snake out from the underbrush, tan­

gling your animals mid-run.

64 A stolen map shows the location of a bandit hideout 

— and their plans.

65 A shrill whistle pierces the air — it’s the signal to 

strike.

66 You overhear whispers of betrayal — someone sold 

you out.

Festive Celebrations and Ceremonies

D66 Festive Celebrations and Ceremonies

11 A grand feast is held to celebrate a local hero’s recent 

triumph.
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12 You are invited to a vibrant and multi-day wedding 

celebration.

13 A harvest festival transforms the town with music, 

dancing, and food.

14 A solemn religious ceremony gathers the faithful in 

the town square.

15 A masked ball in the palace draws nobles and 

strangers alike.

16 A colorful parade of floats winds through the streets 

in celebration.

21 Musicians perform a concert that fills the plaza with 

melody.

22 A spectacular firework display marks a holiday or 

ruler’s birthday.

23 Villagers perform a traditional dance around a bonfire.

24 Poets gather to recite verses in an open contest of wit 

and beauty.

25 A traveling carnival offers games, illusions, and 

strange attractions.

26 Locals and travelers sit side by side at a generous 

communal meal.

31 A blessing ritual is performed to ensure healthy crops 

and fair weather.

32 A storytelling contest invites adventurers and elders 

to share tales.

33 A contest of traditional dress celebrates heritage and 

craftsmanship.
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34 The local ruler gives a public speech before tossing 

coins into the crowd.

35 A festival of lanterns lights up the night, each flame 

a wish.

36 A spontaneous dance contest breaks out among the 

market crowd.

41 A theater troupe stages a dramatic play beneath a 

canopy of stars.

42 Warriors and knights compete in a jousting tourna­

ment watched by all.

43 A statue is unveiled amid cheers and speeches honor­

ing the figure.

44 The community gathers for a quiet ceremony to honor 

the dead.

45 Chefs compete in a friendly cook-off judged by the 

townspeople.

46 A prayer circle asks for protection and a prosperous 

season.

51 The consecration of a new temple draws pilgrims from 

nearby lands.

52 Boats race down the river, decorated and cheered by 

spectators.

53 A gallery walk showcases the creations of local 

painters and sculptors.

54 Philosophers and scholars debate under lantern light 

into the evening.

55 An auction of rare items raises money for orphans and 

the poor.
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D66 Festive Celebrations and Ceremonies

56 Games of strength, agility, and wit highlight a village 

tournament.

61 Tailors and models display extravagant garments in a 

fashion show.

62 An illusionist dazzles the crowd with seemingly im­

possible feats.

63 A day of silent reflection draws mystics to a garden 

retreat.

64 Actors reenact a great battle or legend, blurring fact 

and fable.

65 Florists compete to create the most breathtaking 

arrangements.

66 A sprawling market day welcomes merchants, gossip, 

and discovery.

Mysterious Prophecies

D66 Mysterious Prophecies

11 “When the moon turns red, a great change will 

come.”

12 “A child born under the eclipse will shape the future.”

13 “Beware the man with one eye, for he brings doom.”

14 “A forgotten king will rise from the sands.”

15 “The stars will align when the true hero is revealed.”

16 “A shadow will cover the land before the dawn.”

21 “The serpent’s fang will strike at midnight.”

22 “A hidden treasure will bring both fortune and woe.”

23 “The waters will part for the chosen one.”
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D66 Mysterious Prophecies

24 “A great beast will awaken with the storm.”

25 “Two paths will diverge, and both lead to destiny.”

26 “The firebird’s song heralds a new beginning.”

31 “A warrior with a lion’s heart will unite the tribes.”

32 “The silver tree will bloom only for the pure of heart.”

33 “A whisper from the past will guide the lost.”

34 “The dragon’s eye will open when the world is in 

peril.”

35 “An ancient evil will return with the falling star.”

36 “The phoenix’s flame will cleanse the darkness.”

41 “A sword in the stone waits for its rightful owner.”

42 “The winds will carry the truth to those who listen.”

43 “A mirror will reveal the hidden enemy.”

44 “The golden sun will shine upon a new leader.”

45 “A hero will rise from humble beginnings.”

46 “The wolf’s howl will mark the beginning of the end.”

51 “A hidden path will be found by the brave.”

52 “The river of time flows in two directions.”

53 “A great sacrifice will be needed to restore balance.”

54 “The ancient guardians will awaken in times of 

need.”

55 “A key to the past will unlock the future.”

56 “The emerald serpent will guard the secret treasure.”

61 “A crown of thorns will bring the rightful king.”

62 “The stone of destiny lies beneath the mountain.”

63 “A song of sorrow will bring peace to the land.”
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D66 Mysterious Prophecies

64 “The iron horse will ride at the end of days.”

65 “A ring of fire will surround the chosen one.”

66 “The final battle will be fought under a blood-red 

sky.”

Enchanted Object Effects

D66 Enchanted Object Effects

11 The object glows when danger is near.

12 The object grants the ability to speak with animals.

13 The object causes minor cuts to heal instantly.

14 The object emits a faint, pleasant aroma.

15 The object allows the user to see in the dark.

16 The object makes the user feel very light.

21 The object warms up in the presence of magic.

22 The object causes minor burns if touched by evil.

23 The object grants a vision of the user’s future.

24 The object emits a soft humming sound.

25 The object makes the user very sleepy when held.

26 The object can cut through any material.

31 The object glows when near treasure.

32 The object grants the ability to understand any lan­

guage.

33 The object makes the user feel incredibly strong.

34 The object emits a blinding light when activated.

35 The object grants the ability to breathe underwater.

36 The object turns invisible when not in use.

41 The object makes the user feel very cold.
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D66 Enchanted Object Effects

42 The object levitates when near danger.

43 The object grants the ability to walk through walls.

44 The object emits a soft musical tone.

45 The object makes the user very hungry when held.

46 The object can cut through magical barriers.

51 The object glows in the presence of undead.

52 The object grants the ability to fly.

53 The object makes the user feel incredibly fast.

54 The object emits a faint, pleasant tune.

55 The object makes the user very thirsty when held.

56 The object can cut through spiritual barriers.

61 The object glows when near poison.

62 The object grants the ability to see hidden things.

63 The object makes the user feel very brave.

64 The object emits a soothing warmth.

65 The object makes the user very sad when held.

66 The object can cut through time itself.

Forbidden Knowledge Discoveries

D66 Forbidden Knowledge Discoveries

11 A scroll detailing the secrets of necromancy.

12 A book containing the true names of powerful spirits.

13 A map showing the location of a hidden underworld 

entrance.

14 A diary revealing the dark history of a famous hero.

15 A manuscript on the creation of homunculi.
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D66 Forbidden Knowledge Discoveries

16 A tablet with the incantation to summon an ancient 

deity.

21 A tome describing the rituals of a forbidden cult.

22 A grimoire with spells to control the elements.

23 A scroll revealing the secrets of time travel.

24 A book detailing the weaknesses of various supernat­

ural creatures.

25 A manuscript on the art of soul binding.

26 A diary containing prophecies yet to come true.

31 A tablet with instructions for creating magical con­

structs.

32 A tome revealing the location of ancient, hidden trea­

sures.

33 A scroll detailing the secrets of immortality.

34 A book on the ancient art of alchemy.

35 A manuscript describing the true history of the world.

36 A diary containing the secrets of a powerful sorcerer.

41 A tablet with spells to control the minds of others.

42 A tome revealing the existence of parallel worlds.

43 A scroll detailing the methods of transmutation.

44 A book on the summoning and control of demons.

45 A manuscript describing the hidden powers of certain 

artifacts.

46 A diary revealing the secrets of a long-lost civilization.

51 A tablet with spells to manipulate reality.

52 A tome revealing the location of a hidden library of 

knowledge.
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D66 Forbidden Knowledge Discoveries

53 A scroll detailing the secrets of creating golems.

54 A book on the ancient art of rune magic.

55 A manuscript describing the true nature of magic.

56 A diary containing the life story of an ancient wizard.

61 A tablet with spells to summon celestial beings.

62 A tome revealing the secrets of an ancient order.

63 A scroll detailing the methods of astral projection.

64 A book on the creation and control of magical beasts.

65 A manuscript describing the lost arts of divination.

66 A diary revealing the hidden prophecies of an oracle.

Celestial Phenomena

D66 Celestial Phenomena

11 A comet streaks across the night sky.

12 A blood moon casts an eerie red glow.

13 A meteor shower illuminates the heavens.

14 The aurora borealis dances with vibrant colors.

15 A total solar eclipse plunges the day into darkness.

16 A supernova appears as a bright new star.

21 A double rainbow arcs across the sky.

22 A ring around the moon signifies an omen.

23 A rare alignment of planets is visible.

24 A falling star grants a wish to the observer.

25 The sky turns an unusual color at sunset.

26 A halo surrounds the sun, creating a mystical sight.

31 A sudden storm with lightning and thunder erupts.
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D66 Celestial Phenomena

32 A bright, unknown constellation appears in the sky.

33 A strange, luminous fog covers the land.

34 The moon appears larger and closer than usual.

35 A meteorite lands nearby, creating a crater.

36 The stars seem to rearrange themselves into new pat­

terns.

41 A rare lunar eclipse creates a red shadow.

42 A sudden gust of wind carries an ethereal whisper.

43 A lightning storm with vivid colors strikes.

44 A thick mist rolls in, obscuring vision.

45 The sun appears to blink in the sky.

46 A strange, glowing orb hovers in the atmosphere.

51 The sky is filled with strange, swirling clouds.

52 A rare, bright comet is seen by all.

53 A ring of fire appears around the moon.

54 A sudden calm falls over the land, with no wind or 

sound.

55 The stars seem to sing a celestial song.

56 A beam of light descends from the sky, illuminating a 

single spot.

61 The night sky is filled with shooting stars.

62 A cloud shaped like a mythical creature appears.

63 The sun and moon appear in the sky together.

64 A strange symbol forms in the clouds.

65 A pillar of light connects the earth to the heavens.

66 A celestial gateway opens, revealing another world.
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Divine Interventions

D66 Divine Interventions

11 A beam of light guides you to safety.

12 An angelic figure appears with a message.

13 Your wounds are healed by a divine touch.

14 You hear a celestial voice offering guidance.

15 A powerful blessing enhances your abilities.

16 A divine shield protects you from harm.

21 You are granted a vision of the future.

22 A sacred artifact appears in your possession.

23 A divine wind pushes you in the right direction.

24 You receive a holy symbol with great power.

25 A miracle saves you from certain death.

26 You are bestowed with divine knowledge.

31 A celestial being provides you with a powerful 

weapon.

32 A divine presence calms all fear and anxiety.

33 You are guided to a hidden sanctuary.

34 A holy light reveals hidden dangers.

35 A divine voice offers cryptic but valuable advice.

36 You receive a blessing that grants you incredible 

luck.

41 A celestial song restores your spirit and energy.

42 You are given a task by a divine messenger.

43 A sacred relic appears at your feet.

44 You are protected by a divine aura.

45 A holy vision warns you of impending danger.
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D66 Divine Interventions

46 You are granted temporary invincibility.

51 A divine force repels all evil in your vicinity.

52 You are blessed with exceptional strength.

53 A celestial guide leads you to a safe place.

54 You receive a divine healing potion.

55 A holy symbol glows brightly, revealing hidden 

truths.

56 You are given a divine task to complete.

61 A celestial being aids you in battle.

62 You are granted the ability to speak with the divine.

63 A holy light guides you through darkness.

64 You receive a blessing of protection for your journey.

65 A divine voice reassures you in times of doubt.

66 You are given a sacred quest by a celestial being.

Political Alliance Shifts

D66 Political Alliance Shifts

11 A clandestine treaty is forged between former ene­

mies.

12 A noble marriage reshapes the region’s power struc­

ture.

13 A lucrative trade pact shifts influence between na­

tions.

14 A prominent advisor defects to a rival court.

15 Two armies unite to face a shared threat.

16 A betrayal in the court sparks a new political bond.

21 A grand public festival celebrates an unlikely union.
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D66 Political Alliance Shifts

22 Centuries of conflict end with the stroke of a pen.

23 A midnight summit redraws the lines of power.

24 An assassination leaves a vacuum quickly filled by 

new allies.

25 A coup installs a new regime that seeks unexpected 

alliances.

26 A political scandal forces old enemies into coopera­

tion.

31 A foreign nation proposes a sudden alliance.

32 A peasant uprising shifts loyalties among nobles.

33 Two rival houses unite under a single banner.

34 An internal feud fractures an existing alliance.

35 The reopening of a key trade route rewrites alle­

giances.

36 A mystical relic is offered as a peace offering.

41 An envoy’s speech changes the course of diplomacy.

42 A rare resource is discovered, prompting new ties.

43 A magnetic leader convinces bitter rivals to join 

forces.

44 The threat of invasion brings fractured groups to­

gether.

45 A religious movement realigns political loyalties.

46 Cultural diplomacy leads to strategic cooperation.

51 A historic apology opens the door to new alliances.

52 A marriage pact binds two powerful lineages.

53 A military triumph earns new allegiances.

54 Economic collapse sparks unexpected collaboration.
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D66 Political Alliance Shifts

55 A foretold union reshapes the region’s destiny.

56 A renowned wizard brokers peace through arcane 

means.

61 A catastrophe unites former adversaries.

62 A shared celebration creates common ground.

63 A wealthy benefactor pushes rival factions to ally.

64 A successful expedition leads to newfound respect.

65 An unplanned summit sparks diplomatic warmth.

66 A priceless gift seals an enduring alliance.

Ancient Ritual Performances

D66 Ancient Ritual Performances

11 A hypnotic fire dance performed at dawn to honor the 

sun god.

12 A tranquil water ceremony held by the river to beckon 

rainfall.

13 A silent moonlit dance intended to appease the restless 

lunar spirits.

14 A solemn blood offering made at a stone altar to ap­

pease the god of war.

15 A melodic chant sung in unison to bring healing to the 

infirm.

16 A lively harvest dance thanking the spirits for the year’s 

bounty.

21 A smoke-filled purification ritual using bundles of sa­

cred herbs.

22 A dramatic shadow play retelling the legend of an an­

cient battle.
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D66 Ancient Ritual Performances

23 A gentle blessing where a village elder anoints new­

borns with sacred oil.

24 A rhythmic chant performed by the whole community 

to ward off malevolent forces.

25 A glowing festival of lights intended to dispel lingering 

darkness.

26 A quiet meditation circle conducted at twilight to com­

mune with ancestors.

31 A ritual bath in sacred springs to cleanse the body and 

realign the spirit.

32 A thunderous drum circle intended to awaken slumber­

ing rain spirits.

33 A solemn procession of white-robed figures carrying 

relics through the village.

34 A ritual feast where every dish has symbolic meaning 

and is shared in silence.

35 A ritual hunt led by the tribe’s warriors to honor the 

predator-god of the wild.

36 A bonfire ceremony where offerings are cast into flames 

with whispered prayers.

41 A seasonal dance marking the passage of time and 

honoring each equinox.

42 Intricate symbols are drawn in the sand during a ritual 

to interpret omens.

43 A torchlit vigil held through the night to avert bad 

fortune.

44 Storytellers pass down creation myths during a ritual 

under the stars.
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D66 Ancient Ritual Performances

45 Participants fast for a day and night to attain visions of 

the divine.

46 A harmonic chant sung in circles to summon guardian 

spirits.

51 A dance barefoot on soil to honor the nurturing earth 

mother.

52 Faces and arms are painted with sacred designs in a 

ritual of transformation.

53 A symbolic exchange of handmade items to strengthen 

tribal bonds.

54 A ceremonial fire kept alive from dusk till dawn as a 

beacon to the divine.

55 Sacred water is sprinkled over fields and homes to bless 

and purify.

56 A mourning song echoing through the valley to honor 

lost souls.

61 A vibrant renewal dance performed to usher in the new 

year with joy.

62 A binding ceremony where couples are joined with 

braided cords and oaths.

63 A welcoming rite where newcomers are introduced 

through symbolic gestures.

64 A chant of gratitude offered to the spirits for their un­

seen guardianship.

65 An ordeal-based ceremony signifying the passage from 

youth to adulthood.

66 An initiation ritual filled with secrecy and symbolism to 

enter a hidden order.
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Inspiration Tables

Verbs

Verbs 1 2 3 4 5 6

1 Dis­

cover

Travel Nego­

tiate

Fight Ex­

plore

Pro­

tect

2 Steal Es­

cape

Solve Hide Res­

cue

Betray

3 Inves­

tigate

Build De­

stroy

Un­

cover

Navi­

gate

Cap­

ture

4 Heal Trade Teach Learn De­

fend

Con­

front

5 Lead Follow Am­

bush

Aid Chal­

lenge

Trans­

form

6 Per­

suade

Sum­

mon

Es­

cape

Cap­

ture

Con­

vince

Search

Adjectives

Adjec­

tives

1 2 3 4 5 6

1 An­

cient

Myste­

rious

Enchanted Dan­

ger­

ous

Hid­

den

Wealthy

2 Pow­

erful

Cun­

ning

Beau­

tiful

Fear­

some

Brave Wise

3 Loyal Treach­

erous

Quick Silent Fierce Gentle

4 Frag­

ile

Deadly Secret Bold Rare Com­

mon
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Adjec­

tives

1 2 3 4 5 6

5 Divine Cursed Sa­

cred

Lost Curi­

ous

Brave

6 Hon­

est

Cruel Merci­

ful

Stern Clever Vigi­

lant

Nouns

Nouns 1 2 3 4 5 6

1 City Desert Oasis Moun­

tain

Island River

2 Trea­

sure

Palace Cara­

van

Tem­

ple

Li­

brary

Mar­

ket

3 Scroll Lamp Sword Amulet Beast Djinn

4 Tribe Her­

mit

Vizier Scholar Sor­

cerer

Sailor

5 Mer­

chant

Bandit Oracle War­

rior

Poet Alchemist

6 Healer Spy Thief Hunter Diplo­

mat

Arti­

san

Appendix: Inspirational Media

Books

• “One Thousand and One Nights” (Anonymous)

• “The Arabian Nights: Tales of 1,001 Nights” (Husain Had­

dawy, Translator)

• “The Adventures of Amir Hamza” (Ghalib Lakhnavi and 

Abdullah Bilgrami)
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Films

• “Aladdin” (Disney)

• “The Thief of Bagdad” (1940)

• “Arabian Nights” (1942)

• “Prince of Persia: The Sands of Time” (2010)

• “Sinbad: Legend of the Seven Seas” (2003)

• “The 7th Voyage of Sinbad” (1958)

• “The Golden Voyage of Sinbad” (1973)

• “The Thief of Baghdad” (1961)

• “Kismet” (1955)

• “The Adventures of Prince Achmed” (1926)

TV-Series

• “Arabian Nights” (2000)

• “Sinbad” (2012)

• “The Adventures of Sinbad” (1996-1998)

• “Aladdin” (1994-1995)

• “1001 Nights” (2020)

• “Thundercats” (2011-2012)

• “Once Upon an Arabian Night” (2000)

• “Adventure Inc.” (2003)

Video Games

• “Prince of Persia” series

• “Sands of Salah’Ah’Din” (2023)

• “The Palace of Jewels” (2022)

• “Tales of the Desert Wind” (2018)

License
Arabian Nights Adventures

© 2025 Roberto Bisceglie
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This work is licensed under the Creative Commons Attribu­

tion-ShareAlike 4.0 International License. To view a copy of 

this license, visit http://creativecommons.org/licenses/by-sa/

4.0/ or send a letter to Creative Commons, PO Box 1866, 

Mountain View, CA 94042, USA.
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