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The Hostile Wild 
A Compendium of Natural Hazards, Catastrophic Events, Dangerous 
Biomes, and Extreme Weather for Open Dungeons RPG 

 

 

Part I: Nature’s Fury - Tsunamis, Floods, Avalanches, and 
More 
 

The Unyielding Force of Tsunamis 

Coastal areas may offer idyllic vacation spots, but they become ground zero when 
tsunamis - commonly but inaccurately referred to as tidal waves - unleash their fury. 
Tsunamis are born from violent geological events on the ocean floor, such as earthquakes 
or undersea volcanic eruptions. Unlike shock waves in solid matter, which dissipate 
quickly, the initial burst of energy from these cataclysmic events is absorbed and 
propagated by the surrounding ocean water with minimal loss of intensity. 

Imagine the consequences: A tsunami can traverse thousands of miles across open water 
and still strike with formidable force upon reaching land. Think of dropping a pebble into a 
pond and watching the ripples spread, then scale that effect by millions in terms of both 
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speed and water volume. That gives you a basic understanding of even a relatively ‘mild’ 
tsunami. 

Warning Signs and Critical Timelines 

For those standing 
near the shore and 
gazing at the ocean, 
the approaching 
wave becomes 
visible when it’s 
approximately half a 
mile away. At this 
point, you have an 
extremely limited 
window - less than 30 
seconds - to react, 
given that the 
tsunami’s speed often exceeds 150 miles per hour. In the final moments before impact, 
expect the wave to tower at least 75 feet high and extend 500 feet in length, translating to 
nearly 30 million gallons of water for even the smallest of tsunamis. 

The Aftermath: Inland Impact and Terrain Factors 

Once the tsunami makes 
landfall, it may surge miles 
inland before exhausting its 
energy. Though the velocity 
drops significantly upon hitting 
land, the millions of gallons of 
water still flowing at around 20 
mph can cause extensive 
destruction. How far the wave 
penetrates and how fast it 
loses energy depends on the 
specific coastal terrain. If 

you’re standing hundreds of yards from a 5,000-foot cliff facing the ocean, you may not 
even feel a splash. However, if you’re 20 miles inland in a low-lying area, you’re almost as 
vulnerable as those on the coast. 
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Survival Odds and DN’s Judgment 

Let’s be clear: If you find yourself directly in a 
tsunami’s path, survival chances are bleak. 
The initial impact is likely to be fatal. Even if 
you survive the first hit, the chances are high 
that you’ll be knocked unconscious and 
subsequently drown. The ability to swim 
might save you if the wave has lost some of 
its initial force, but if you can’t swim or 
maintain buoyancy, even the wave’s dying 
moments can be lethal. In Open Dungeons 
RPG, the DN’s judgment will ultimately 
dictate outcomes, so be prepared for any 
eventuality. 

Tsunamis are monumental forces of nature 
that can transform serene coasts into scenes 
of unimaginable devastation. Their power, 
speed, and the narrow window for reaction 
make them awe-inspiring, terrifying 
phenomena that demand our utmost respect 
and understanding. 

Tidal Waves/Tsunamis: Oceans 
Unleashed 

Coastal areas may be ideal for relaxation, but they can quickly turn into danger zones when 
a tsunami strikes. These colossal waves are birthed by seismic activities like earthquakes 
or volcanic eruptions beneath the ocean floor. Unlike shockwaves traveling through solid 
matter, tsunamis retain their energy and can traverse thousands of miles with minimal loss 
in force. 

Upon sight from half a mile away, you have less than 30 seconds to react, given its speed 
of at least 150 mph. The incoming wave will be a minimum of 75 feet tall and 500 feet long, 
carrying nearly 30 million gallons of water with it. Depending on the geography, the wave 
can travel several miles inland, causing widespread destruction. 
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Tsunami Damage Chart for Gameplay 

Situation 
Chance Roll 
(WIS) Save Roll Damage Duration Effects 

Tsunami 
Approaching 

TN 15 to notice 
half a mile 
away 

- - - 30 seconds to react 

Direct Hit from 
Wave 

- CON Tough TN 25 
to withstand 

4d10 Instant Knocked prone, carried 
by wave 

Impact with 
Debris 

- DEX Quick TN 18 
to avoid 

2d8 Instant Potential for 
unconsciousness 

Subsequent 
Inland Rush 

- CON Tough TN 15 
to hold ground 

2d6 Varies Reduced speed, 
potential to be swept 
away 

Collateral 
Inundation 

- DEX Quick TN 12 
to maintain 
footing 

1d4 3-5 
rounds 

Difficult terrain, reduced 
speed 

Notes: 

• “Chance Roll (WIS)” indicates the Target Number for characters to notice the 
incoming wave. 

• “Save Roll” specifies the Save Roll type and TN to avoid or mitigate effects. 
• “Damage” indicates the dice roll for calculating how much damage a character 

takes. 
• “Duration” shows the duration of the specific situation in-game rounds. 
• “Effects” outlines any additional hazards or consequences. 

Remember, these values and conditions are suggestions and should be adjusted 
according to the DN’s discretion. 

Dynamic Dangers of Floods and Flash Floods 

Floods are a consequence of water’s fundamental properties: flowing from higher to lower 
elevations and filling available space. When a “container” like a river or lake can’t hold the 
excess water, it spills over, inundating adjacent areas. Floods often occur due to 
prolonged heavy rainfall in low-lying regions, or in climates where unusually high 
temperatures rapidly melt snow cover, especially when the ground is frozen and less 
absorbent. 

Factors Influencing Floods 

In most cases, flooding occurs next to rivers or lakes fed by rivers. As excess rain or melted 
snow travels downhill, it accumulates in these bodies of water. When the river or lake can’t 
contain the increased volume, it overflows its banks, leading to flooding. In winter and 
spring, the situation can be exacerbated when thawing temperatures transform months of 
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accumulated snow into an overwhelming deluge, especially if the ground is frozen and 
unable to absorb water. 

Flash Floods: Speed is of the Essence 

While regular floods build gradually, flash floods are an entirely different beast. Typically, 
short-lived but highly destructive, flash floods can inundate an area within minutes, 
compared to the slower pace of conventional floods that might take days to recede. Flash 
floods are most common in hilly or mountainous terrains, where heavy rainfall runs down 
slopes, collecting in low-lying areas before rushing further downhill. In its descent, the 
flood gains both volume and speed, transforming from a mere trickle to a raging torrent 
capable of moving 30 to 50 miles per hour within a matter of minutes. 

 

Proactive Measures and Survival Strategies 

To avoid a flood, one must simply distance themselves from the vulnerable area in 
advance. Regular floods usually offer some lead time for evacuation. However, flash floods 
can strike with little warning. Avoiding high-risk areas like mountain passes or gullies 
during or immediately after a rainstorm is critical. 

If you’re caught in a flash flood, your swimming ability could be a lifesaver, although you 
may still sustain injuries from being hurled against rocks, trees, and other obstacles by the 
force of the water. If you can’t swim, survival hinges on finding a secure spot quickly. You 
might be able to grab onto protruding objects like rocks or trees to wait out the flood, but 
holding on will be a test of your strength. A successful Chance Roll (STR) will indicate 
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you’ve secured your grip, but this check will need to be repeated to maintain your hold as 
the flood continues. 

Duration and Aftermath 

Flash floods are generally short-lived, lasting 10-15 rounds at any given point along their 
path. Even after the flood recedes, affected areas will remain submerged under slower-
flowing water for several hours, presenting ongoing risks. 

Flood and Flash Flood Damage Chart 

Situation 
Chance Roll 
(STR) Damage Rounds Lasting Other Effects 

Standard Flood - - Varies, usually 
prolonged 

Difficult terrain, reduced speed 

Caught in Overflow No 1d4 2-4 rounds 25% potential to be knocked 
prone per round 

Trapped in Rising 
Water 

No - 5-10 rounds -2 penalty on actions and attacks 

 

Flash Flood 
Chance Roll 
(STR) Damage 

Rounds 
Lasting Other Effects 

Initial Hit Yes 2d4 Instant 40% knocked prone, carried by flood 

Slamming Into 
Obstacle 

Yes 1d3 to 
1d6 

Instant Additional damage, possible 
unconsciousness 

Struggling to Hold 
On 

Every 2 rounds 1d4 10-15 
rounds 

Failure means being carried further by 
flood 

Post-Flood Terrain - - 3d8 hours Difficult terrain, potential minor 
injuries 

Notes: 

• “Chance Roll (STR)” indicates whether a character needs to make a successful 
Chance Roll to avoid or mitigate damage or other negative effects. 

• “Damage” the dice roll needed to calculate how much damage a character 
receives. 

• “Rounds Lasting” specifies how long the flood or flash flood situation lasts in-game 
rounds. 

• “Other Effects” lists additional consequences or hazards characters might face. 

Floods and flash floods are distinct but equally formidable natural events. Understanding 
their characteristics, causes, and how they interact with the environment is crucial for 
anticipating their dangers and taking appropriate safety measures. 

Remember, all charts and figures are subject to the DN’s discretion and can be adjusted to 
better fit the thematic or challenge level of the campaign. 
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Avalanches, Rockfalls, and Mudslides 

 

Avalanches 

Snow-packed mountains are idyllic to look at but carry with them the deadly force of 
avalanches - a turbulent storm of snow, ice, and rock that sweeps away everything in its 
path. When the tension between the layers of snow reaches a tipping point, the mountain 
unleashes its icy fury. 

How it Happens 

Avalanches require a unique set of conditions: a slope angled between 25 and 60 degrees, 
a snowpack of at least 12 inches, and temperature conditions that are prone to rapid 
fluctuation. The more these variables align, the greater the likelihood of an avalanche 
event. 

Mechanics and Gameplay 

Characters adventuring near avalanche-prone zones should be aware of the risks. The DN 
will require a DEX Quick Save Roll for anyone caught in the path of an avalanche. Success 
allows the character to take appropriate evasive actions, possibly clinging to a rock or tree 
for dear life. Failure will result in the character being swallowed by the mass of sliding 
snow. 

Potential for Damage 

Characters trapped in the avalanche suffer significant HP damage ranging from 2d10 to 
3d20, depending on the size and speed of the avalanche. It’s possible to halve this damage 
by curling into a protective ball, a technique that can be executed upon a failed Save Roll. 
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In addition, characters 
must make a CON Tough 
Save Roll to prevent 
falling unconscious if 
buried by the snow. Air is 
limited and can last 
between 5 to 10 rounds, 
depending on the DN’s 
discretion (rolled as 
1d6+4). 

 

Rockfalls 

The rumble that precedes a rockfall is a harbinger of the avalanche of boulders and stones 
that will soon descend. Whether triggered by an earthquake or simply the erosion of time, 
rockfalls are quick, brutal, and indiscriminate in their destruction. 

 

 

How it Happens 

Rockfalls are most likely to occur on steep cliffs or mountainous terrains, especially after a 
seismic event or a substantial downpour. The conditions that set off a rockfall are often 
unpredictable, making them dangerous obstacles. 
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Mechanics and Gameplay 

When a rockfall is triggered, characters within the affected area are obliged to make a DEX 
Quick Save Roll. A successful roll means they have dodged the worst of the falling debris, 
but a failed attempt leaves them battered by the rocks. 

Potential for Damage 

The impact damage can vary from 2d8 to 3d12 HP, depending on the size and speed of the 
falling rocks. In more severe cases, a CON Tough Save Roll is necessary to avoid being 
stunned for 1 to 2 rounds. 

Mudslides 

When the earth itself turns against you, 
the result is a mudslide - a viscous river 
of soil, water, and debris that engulfs 
everything in its path. Particularly 
common in steep areas with loose soil, 
mudslides are often triggered by heavy 
rains. 

How it Happens 

Mudslides occur in places where the 
earth is poorly compacted and is mixed 
with an excess of water. Torrential rains 
saturate the soil, creating a slurry that 
can no longer hold its form. 

Mechanics and Gameplay 

In the event of a mudslide, characters in 
the danger zone must make a Chance 
Roll (STR). Success enables them to 
maintain their footing and avoid being 
carried away; failure leads to their being 
swept off their feet and carried by the 
mudslide. 

Potential for Damage 

The HP damage ranges from 1d8 to 2d10, 
based on the density and speed of the 
mudslide. A failed roll might also require 
a CON Tough Save Roll to avoid being knocked prone. 
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Summary Chart 
Hazard 
Type 

Save Roll / 
Chance Roll 

HP Damage 
Range Additional Effects 

Avalanche DEX Quick Save 
Roll 

2d10 to 3d20 May require CON Tough Save Roll for 
unconsciousness, limited air supply 

Rockfall DEX Quick Save 
Roll 

2d8 to 3d12 May require CON Tough Save Roll for stun 

Mudslide Chance Roll 
(STR) 

1d8 to 2d10 May require CON Tough Save Roll for prone 

Quicksand: Treacherous Terrain of Swamps and Wetlands 

 

While it might be the stuff of classic adventure films and novels, stumbling upon a patch of 
quicksand in real life - or in a role-playing scenario - can be a hair-raising experience. 
Quicksand can appear in swamps, marshes, or other wet, low-lying areas, creating a 
unique obstacle for adventurers and explorers. Contrary to popular belief, quicksand 
doesn’t ‘suck’ you in, but that doesn’t make it any less dangerous. Here’s a comprehensive 
guide on understanding and navigating quicksand terrains. 

What is Quicksand? 

Quicksand is a geological phenomenon where water saturates the ground so thoroughly 
that it creates a mixture resembling a thick, viscous liquid. Contrary to its name, quicksand 
isn’t limited to sandy terrains; it can also consist of muddy earth. What distinguishes the 
‘sandy’ from the ‘muddy’ quicksand is the level of viscosity and the rate at which a person 
might sink. 
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Sandy vs. Muddy Quicksand 

Sandy Quicksand: More treacherous due to its thinner consistency, which allows a person 
to sink more quickly. 

Muddy Quicksand: Thicker, thus providing more time to react, but no less dangerous in 
the long term. 

Myths Debunked 

• Suction: Contrary to folklore and cinema, quicksand doesn’t suck people under; 
rather, people sink due to the ground’s lack of solidity. 

What To Do If You Fall In 

1. Keep Your Wits: Panic only exacerbates the situation. 
2. Tread Water: If you can swim, you can keep yourself above the surface by treading 

water. 
3. Move Horizontally: Try to make your way to a more solid area by moving along the 

surface. 

Role of Companions 

1. Extend Help: A nearby companion can extend a branch or pole for the trapped 
individual to grab. 

2. Swimming Ability: Any rescuer venturing into the quicksand should ideally be able 
to swim to avoid becoming another victim. 

Understanding the nature of quicksand can be crucial for adventurers and explorers 
frequenting wet, low-lying areas. The key to survival isn’t just quick reactions but also 
knowing how to react. Maintaining composure, leveraging your ability to swim, and having 
aware companions can make all the difference. 

Quicksand Chart 

Type of Quicksand Viscosity Danger Level 

Sandy Quicksand Low High 

Muddy Quicksand High Moderate 

 

Action Effectiveness 

Treading Water High 

Panicking Low 

Viscosity is the measure of a fluid’s resistance to flow, essentially quantifying how “thick” 
or “thin” the fluid is. High-viscosity substances like honey flow slowly and resist 
deformation, while low-viscosity substances like water flow easily and quickly. 
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Part II: Natural Hazards and Forces of Nature 
The Elemental Wilds: Adding Depth to Exploration 

 

The great outdoors - a realm of mystery, danger, and unpredictable peril that keeps even 
the most battle-hardened adventurers on their toes. But I’m not just talking about dragons, 
trolls, or enchanted forests here; natural hazards are an often overlooked yet vital element 
in the Open Dungeons RPG experience. They can add an extra layer of tension, complexity, 
and realism to your wilderness adventures. So, gather your dice and sharpen your pencils; 
it’s time to delve into the world of natural hazards in OD wilderness settings. 

Venturing into the untamed wilds of an OD campaign offers far more than just combat 
scenarios with mythical beasts and villains. Natural hazards are an integral component 
that, when utilized well, enrich the story and challenge players in innovative ways. 

Imagine your party trekking through a dense forest, the tension palpable as you scout for 
potential ambushes. Suddenly, the ground shakes, trees topple, and fissures open in the 
earth. An earthquake is reshaping the terrain before your eyes. Beyond the immediate 
danger of falling into a ravine or being crushed by falling debris, the earthquake itself can 
alter your adventure’s direction. 

Paths might be blocked, requiring detours that lead to unknown dangers, or perhaps the 
quake opens up an underground passage revealing new opportunities for exploration. An 
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adept DN can use natural phenomena like earthquakes to raise the stakes, create 
memorable moments, and even introduce fresh narrative elements. 

Then consider the impact of weather phenomena, such as thunderstorms, blizzards, or 
sandstorms, on a journey. A violent storm could surge at the most inconvenient time, 
perhaps when the party is in the midst of battle on an open plain. Now, not only do they 
have to contend with their foes, but also with gale-force winds that make archery nigh 
impossible, or a blinding sandstorm that obscures vision and makes communication 
difficult. Here, the environment becomes an additional “character,” actively participating 
in the unfolding drama. 

The cunning DN might also incorporate wildfires into the wilderness experience. Imagine 
your party needs to reach a destination within a time limit, and a rapidly spreading wildfire 
cuts off the most direct route. Now there’s a pressing need to find an alternative path while 
also avoiding the encroaching flames and the hazards they bring - like smoke inhalation or 
panic-inducing heat. 

A wildfire can also drive wildlife and even monsters out of their habitats, setting the stage 
for unexpected encounters. Alternatively, savvy players might use a wildfire strategically to 
trap an enemy or clear an obstacle, though with significant risk and moral quandary 
attached. 

Incorporating these elements into a campaign offers more than just the thrill of surviving 
nature’s wrath; it encourages creative problem-solving. Players must think on their feet, 
weigh risks and rewards, and sometimes make hard choices that impact the narrative 
down the line. Whether it’s deciding to press on through a snowstorm or finding a way to 
cross a newly-formed chasm, these moments allow for meaningful character 
development. 

So, the next time you find yourself planning a wilderness adventure, remember that the 
environment can be just as formidable as any dragon or warlord. By including natural 
hazards, you’ll enrich 
your storytelling, 
diversify gameplay, and 
create a living, breathing 
world that captures your 
players’ imaginations in 
entirely new ways.  
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Volcanoes 

The ultimate pyrotechnic spectacle of nature, wrapped in danger and swathed in dread. 
Imagine your party stumbling upon a seemingly peaceful mountain, its last eruption so 
distant it’s become the stuff of forgotten local folklore. But before you know it, tremors 
reverberate beneath your feet, and the ancient titan awakens from its long slumber, hell-
bent on unleashing centuries of pent-up fury. Within mere hours or even moments, what 
was once serene is now an apocalyptic stage for your adventure, spewing molten rock, 
ash, and gas. 

Or picture a more restless behemoth that smolders and rumbles on the regular, every few 
weeks sending plumes of ash and smoke into the air. It’s like a grumbling old sorcerer - 
never enough to cause widespread havoc, but just enough to serve as a constant, looming 
threat. Every so often, it coughs up a reminder to those in its shadow that someday it may 
very well decide to do more than just clear its throat. 

 

Now, let’s talk about the kinds of eruptions, each one a unique dance of destruction. 
Crucially, a volcano isn’t fickle; it picks its signature move and sticks to it. You won’t see 
one blowing its top with a molten lava fountain today and an ash plume tomorrow. Each 
style of eruption not only differs in its visual spectacle but also in the distinct set of life-or-
death challenges it throws your way. 

So, the next time your party gazes upon a seemingly innocent mountain range or feels a 
subtle tremor beneath their boots, remember this: Volcanoes are the ultimate wild card in 
any OD wilderness adventure. They serve as ticking time bombs, dynamic battlegrounds, 
or even potential allies if you’re audacious enough to harness their power. Their eruptions 
are performances of cataclysmic splendor, each with its unique rhythm of ruin. Whether 
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you’re fleeing for your life or trying to turn the situation to your advantage, when a volcano 
gets involved, you can be sure your adventure just got a lot more explosive. 

Lava Eruptions 
Volcanoes with red-hot lava may seem like scenes from a thriller, menacing and dramatic, 
but they actually pose relatively low risks to people who can see them erupting - as long as 
those people don’t remain stationary, allowing the molten rock to reach them. When an 
eruption occurs, lava bursts from a reservoir of molten rock beneath the volcano’s mouth. 
Depending on the magma’s consistency and the underground pressure, the erupting lava 
can either spray forcefully from the volcano’s crater or ooze down its sides. 

 

Interestingly, the viscosity of the magma determines the nature of the eruption. Fluid 
magma leads to less violent eruptions, while thicker magma can result in powerful bursts 
that spray lava into the air. Sometimes the lava even exits through fissures on the 
volcano’s sides, if such structural weaknesses exist, partially relieving pressure at the 
main vent but not entirely eliminating the risk. The lava can flow for miles before cooling, 
depending on the slope of the terrain. It incinerates anything flammable upon contact and 
remains hot enough to cause severe burns for several weeks after it has ceased to flow. 

If you’re mobile and alert, avoiding this slow-moving lava is usually straightforward. Lava 
typically moves at an average speed of 250 yards per hour and doesn’t gush out all at once. 
However, the risk isn’t just from the lava; pyroclastic materials - semi-hardened chunks of 
magma and rocks - are also expelled. These projectiles can be hurled great distances by 
the eruption’s force, posing significant risks to anyone who is unfortunately positioned. 
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The length and type of an eruption can vary. Fluid magma eruptions can last several days, 
and if you find yourself closer than 500 yards from a significant source of flowing lava, 
expect to take some heat damage. Near the eruption, air temperatures can soar by 50 
degrees, with the increase tapering off the further you get from the eruption site. 

For thicker magma eruptions, expect similar heat-related threats, though these types of 
eruptions also come with an additional danger: pyroclastic projectiles. These can cause 
significant burn and impact damage, especially for those who are within 1,000 yards of the 
eruption. The risk and severity of injury increase the closer one is to the eruption. 

So, while volcanoes with their flowing, red-hot lava may look menacing, understanding 
their behavior and characteristics can significantly mitigate the risks they pose. 

Approximate Safe Distances from Various Volcanic Hazards 

Factor Description 
Approximate Safe 
Distance 

Type of Eruption Explosive eruptions can eject material high into the 
air. 

3-20 miles 

Lava Composition Different viscosities and temperatures. 100-500 yards from 
lava flow 

Gas Emissions Toxic gases that can be harmful or fatal if inhaled. 1-5 miles 

Changing Conditions Eruptions can change rapidly, with new vents and 
increasing violence. 

Variable; stay updated 

Lava Flow and Wind 
Direction 

Both can change, affecting where lava and toxic 
gases go. 

Variable; stay updated 

These distances should be viewed as minimums and are not guarantees of safety. They’re 
provided to give a general sense of the hazards, but they can be heavily influenced by 
various factors including topography, wind conditions, and expert advice. Always consult 
current guidelines and information provided by experts in the field of volcanology for the 
most accurate and personalized safety recommendations for your adventures, or just 
make it up - players won’t know any better. 

Ash Eruptions 

Volcanoes known for ash eruptions also occasionally release lava, but the primary 
concern is the enormous ash clouds that they generate. Unlike eruptions characterized by 
violent explosions or intense heat, the main danger from ash eruptions lies in the 
widespread dispersal of ash, dust, and small lava particles. 

These eruptions usually start suddenly, propelling an ash cloud that can reach heights of 
2,000 to 3,000 feet above the volcano’s opening. The lighter ash particles can travel dozens 
of miles before settling on the ground, accumulating to depths of three to four inches in 
areas far from the volcano. Closer to the eruption site, the ash blanket is much thicker and 
heavier. While ash can kill plant life upon settling, its chemical composition actually serves 
as an effective fertilizer, leading to rapid plant regrowth within a few months. 
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Taking Mount St. Helens as an example, its eruptions between 1980 and 1981 were 
primarily ash eruptions. They caused not just ash spread but also initiated mudslides 
covering over 100,000 acres. The force of the initial blast was immense, and the 
mountain’s height was reduced by over 1,300 feet as a result of the eruptive activities. 

Ash Eruptions Key Aspects 
Feature or Aspect Description Impact or Consequence 

Eruption Type Ash eruptions with some lava Ash spread is main concern 

Onset Sudden, with high-rising ash 
clouds 

Immediate area heavily impacted 

Ash Dispersal Distance Lighter particles can go dozens 
of miles 

3-4 inch accumulation far away, thicker 
closer 

Ecological Impact Ash kills but later fertilizes 
plants 

Rapid regrowth post-eruption 

Case Study: Mount 
St. Helens 

Eruptions in 1980-81, ash and 
mudslides 

Reduced mountain height, covered 100,000 
acres in mud 

Explosive Eruptions 

In contrast to ash eruptions, explosive volcanic eruptions are far more difficult to 
categorize because they come in various forms. However, they all share one common 
feature: immense power. When these eruptions commence, the initial burst can be so 
forceful that it essentially decapitates the volcano. 

The explosion causes the rock surrounding the mouth of the crater to crack and 
disintegrate, leading to the collapse of the volcano’s peak into the underlying magma or 
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ash chamber. Such eruptions pose mortal danger to any living beings within the sight range 
of the event. A massive cloud of ash and pyroclastic materials is likely to be expelled, 
affecting the nearby areas. Additionally, a fiery avalanche of dense lava and heavy ash can 
flow from the volcano, threatening to consume everything within a 3-5 mile radius. 

 

This ash cloud or avalanche will also produce superheated air and toxic gases that can be 
lethal to breathe. While explosive eruptions are highly dangerous, they often provide 
preliminary signs such as smaller ash clouds, minor lava leaks, and ground tremors for a 
few days before erupting fully, offering a warning for those in proximity. 

This volcanic activity can drastically alter the landscape, creating new and treacherous 
terrain. Furthermore, the seismic disturbances accompanying the eruption can open 
fissures and create sinkholes in the surrounding area, posing additional hazards to 
adventurers who must navigate this changed and unstable environment. 

Explosive Eruptions Key Points 
Feature or Aspect Description Impact or Consequence 

Eruption Type Explosive eruptions in various forms Immense power is commonality 

Onset Sudden, with intense initial burst Can blow the top off the volcano 

Material Expulsion Ash, pyroclastic material, and lava High danger in 3-5 mile radius 

Air Quality Superheated and noxious gases Lethal to breathe 

Early Warning 
Signs 

Minor ash clouds, lava leaks, and ground 
tremors 

Offer a few days of advance 
notice 



24 
 

OpenDungeons.com 

Earthquakes 

When the earth shifts, nothing is truly safe unless it’s airborne at the precise moment. 
Although earthquakes are relatively rare and usually localized, their impact ranges from 
benign to cataclysmic. While mild tremors are generally harmless, intense earthquakes 
can drastically alter landscapes and pose immediate danger to all life forms in the vicinity. 
The risk is not primarily from the shaking itself, but rather from the earthquake’s impact on 
the surrounding terrain. 

The danger is significantly magnified when these seismic events occur near densely 
populated areas or fragile ecosystems. In such cases, the consequences can extend far 
beyond immediate physical destruction. The psychological impact on individuals and 
communities, often overlooked, can also be profound, with the trauma of such events 
leading to lasting effects on whole communities.

 

Earthquake Key Elements 
Aspect Description Impact 

Frequency Rare and usually localized Mild to cataclysmic 

Main Danger Alteration of the landscape, not the shaking itself Immediate threat to 
life 

Areas of 
Occurrence 

Wilderness areas along fault lines Localized impact 

Trigger Pressure exceeding the rocks’ strength Causes fault-line 
shifts 

Aftereffects Shockwaves cause more damage than the fault-line shift, 
aftershocks possible 

Ongoing risk 
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In urban settings, the aftermath can be devastating, but for the purpose of this discussion, 
the focus is on earthquakes in wilderness areas devoid of permanent human settlements. 
Earthquakes generally occur along fault lines where tectonic plates exert pressure against 
each other. 

A quake is triggered when this pressure exceeds the rock’s ability to contain it, causing a 
shift in the rock masses and sending shock waves through the ground. These waves often 
cause more damage than the initial fault line shift. Secondary earthquakes can be 
triggered by the first, and aftershocks can continue for days as the earth settles into its new 
configuration until the next seismic event. 

In the wilderness, the impact of an earthquake differs significantly from urban areas. The 
primary effects include landslides, changes in watercourses, and the creation of new 
landforms like fissures or cliffs. These alterations can drastically transform the landscape, 
affecting local flora and fauna. The disruption of natural habitats can lead to a shift in the 
ecological balance, often causing a chain reaction of environmental changes. Moreover, in 
remote areas, these seismic events can go unrecorded or understudied, leading to a gap in 
our understanding of their full impact on these ecosystems. Understanding these effects is 
crucial for comprehending the broader implications of seismic activity on the world’s 
geology and biodiversity.

 

Earthquake Types 

In gaming terms, we can categorize earthquakes into three levels of severity: light, 
moderate, and severe. 
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Light Earthquake: This level feels like a brief vibration underfoot and generally lasts only a 
few seconds. While not directly hazardous, it can disrupt activities that require focus or 
balance. For example: 

• A spellcaster loses concentration and can’t complete the spell. 
• There is a 50% chance (Probability Roll) of failing at disarming a trap, even if initially 

successful. 
• High-wire acts or similar balance-dependent tasks have their success rate halved. 

A Chance Roll (DEX) is needed to prevent a fall. 

Moderate Earthquake: Lasting 10-30 seconds, this level can unseat characters from less-
than-stable positions and imposes various penalties: 

• Requires both Chance Rolls (DEX and STR) to stay balanced on a tree branch or 
similar perch. 

• Climbing attempts suffer a -50% penalty. 
• Ranged attacks have a -2 to -7 penalty depending on skill and distance. 
• Melee attacks take a -3 penalty, with a risk of falling if the attack fails. 

Additional environmental risks are present: 

• Rockfalls or mudslides may happen near cliffs or slopes. 
• A 1 in 8 chance (Probability Roll) exists for characters under a tree to get hit if it falls. 
• Ground fissures are rare but possible, with falling and subsequent crushing or 

suffocation risks. 

Severe Earthquake: This type can last from 40-90 seconds and has the same effects as a 
moderate earthquake but doubles all penalties and risks: 

• Climbing attempts have a -100% penalty. 
• Melee attack penalties increase to -6. 
• Chances of environmental hazards like rockfalls are doubled. 

The best course of action is usually to find cover and hope for divine intervention. 
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Earthquake Type Chart 

Earthquak
e Severity 

Duratio
n 

Spellcastin
g 

Trap 
Disarmin
g 

Tightrop
e 
Walking 

Climbin
g 

Range
d 
Attack 
Penalt
y 

Melee 
Attack 
Penalt
y 

Environment
al Risks 

Light Few 
second
s 

Disrupted 50% Fail 
Chance 

Success 
Rate 
Halved 

N/A N/A N/A N/A 

Moderate 10-30 
second
s 

Disrupted 50% Fail 
Chance 

Success 
Rate 
Halved 

-50% -2 to -7 -3 Possible 

Severe 40-90 
second
s 

Disrupted 50% Fail 
Chance 

Success 
Rate 
Halved 

-100% -4 to -
14 

-6 Highly Likely 

Earthquakes Trigger Natural Events 

Tsunamis: An underwater earthquake can displace a large volume of water, giving rise to 
tsunamis that can devastate coastal regions. 

Landslides: Earthquakes can unsettle slopes and hillsides, triggering landslides that can 
bury homes, roads, and anything else in their path. 

Avalanches: In mountainous areas, the shaking can dislodge snow and ice, causing 
avalanches. 

Liquefaction: In certain soil types, the shaking can cause the ground to behave like a 
liquid, swallowing up buildings, carts, and people. 

Sinkholes: In areas with limestone or similar soluble rocks, earthquakes can trigger the 
sudden collapse of the ground, creating sinkholes. 

Mudslides: Particularly after heavy rains, earthquakes can trigger mudslides. 

Volcanic Eruptions: While less common, the seismic activity can sometimes contribute to 
the destabilization of volcanic systems, leading to eruptions. 

Fires: The destruction of infrastructure like hearths and oil stores can cause fires, which 
may then be fanned by winds or spread due to additional chaos. 

Infrastructure Collapse: Not a natural event per se, but the collapse of dams, bridges, 
and buildings can create secondary disasters such as flooding or hazardous material 
spills. 

Gas Emissions: In some cases, earthquakes can release hazardous gases from 
underground reserves, which can be harmful or even deadly to people and animals in the 
vicinity. 
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River Course Changes: Severe earthquakes can change the course of rivers either by 
direct movement of the riverbed or by triggering landslides that block the original path. 

Coral Reef Damage: Underwater earthquakes can also result in the breaking or shifting of 
coral reefs, which has a longer-term impact on marine ecosystems. 

Iceberg Calving: In polar regions, seismic activity can lead to the breaking off of large 
icebergs from glaciers. 

 

Natural Events Triggered by Earthquakes Likely Affected Areas Potential Impact 

Tsunamis Coastal Regions High 

Landslides Hilly & Mountainous Moderate to High 

Avalanches Mountainous/Snowy Moderate to High 

Liquefaction Areas with Loose Soil High 

Sinkholes Karst Landscapes Moderate 

Mudslides Slopes & Riverbanks Moderate 

Volcanic Eruptions Volcanic Areas Variable 

Fires Urban Areas Moderate to High 

Infrastructure Collapse Urban & Industrial High 

Gas Emissions Various Low to Moderate 

River Course Changes River Valleys Moderate 

Coral Reef Damage Marine Ecosystems Low to Moderate 

Iceberg Calving Polar Regions Low 

 

Part III: Adventuring in Swamps, Rainforests, and More 
Swamps 
Swamps are the archetypical wetlands. They combine the treacherous pools of mires and 
the labyrinthine waterways of marshes with the dark, oppressive cover of ancient trees. 
Water moves slowly here, thick with tannins and decay, and the trees that rise from it have 
adapted in unsettling ways. Many grow long, spindly roots that resemble the legs of 
enormous spiders, forming tangles of hiding places for amphibian creatures. The canopy 
above offers shade to those below - but also a highway for things that move through the 
branches. 

For humanoids, swamps are places of profound disorientation. Maps of large swamps are 
exceedingly rare, and orienting oneself by landmarks is often impossible due to the low 
visibility and the maddening sameness of the terrain. Even a short distance can take two or 
three times longer to traverse without an experienced guide. Every route looks the same. 
Every shadow hides something. 
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And so, swamps are regarded with fear. People tell horror stories about what lurks in them, 
speaking in hushed voices around the warmth of a hearth. Many of these tales are 
exaggerated - but not all. Kobolds, hags, scalefolk, even dragons have been known to build 
their lairs in the deep places of swamps. That alone is enough to keep any sane traveler far 
away. 

Yet swamps are also abundant with precious resources. The waters teem with life found 
nowhere else: strange birds, amphibian creatures, and rare plants with potent alchemical 
properties. Swamps are also perfect places to conceal things - bases of operation, cult 
temples, and secret laboratories. After all, no one in their right mind enters a swamp 
without a very good reason. That is precisely what makes them such excellent hiding 
places. 

 

Saltwater Swamps 

At times, a swamp may border the ocean, creating a saltwater swamp. These coastal 
wetlands host entirely different fauna compared to the freshwater swamps found inland 
near rivers. Crabs and other sea creatures venture into the quiet, brackish waters to 
spawn. The creatures that live here permanently have adapted to survive in water that is 
neither fully fresh nor fully salt - but humanoids passing through may find themselves 
confronted with the sailor’s dilemma: surrounded on all sides by water too salty to drink. 
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Saltwater swamps are also at the mercy of the tides. 
Water levels can shift dramatically depending on 
weather and the pull of the moon. Locations that are 
hidden beneath the high water may only be exposed 
when the tide retreats - sunken ruins, sealed cave 
mouths, or altars built on stone platforms that spend 
half the day submerged. Exploring these revealed 
places is a race against the clock. When the waters rise, 
they rise fast, and these places become death traps for 
those too slow to realize what is happening. 

 
 
 
 
 

 
Strange Altars 

Because cults so often hide in swamps, there is an almost unnatural abundance of strange 
altars scattered through them. Most cults are short-lived affairs, but while the cultists may 
be long forgotten, the altars they raised endure as powerful - and often dangerous - 
remnants of sinister devotion. 

Many of these altars are still capable of terrifying magic, if a would-be worshipper provides 
the right sacrifice. The effects of these ancient rites vary wildly: some may grant visions, 
others may curse the supplicant, and a rare few may bestow power that borders on the 
divine - or the ruinous. Approaching any such altar should be done with the utmost 
caution, for the magic bound within them seldom cares about the intentions of those who 
invoke it. 

Monsoon Forests 

Where rain comes mostly during a single, torrential season, monsoon forests form. Like 
savannas, the two seasons create two distinct worlds within the same landscape - a place 
of death and a place of abundance, locked in an eternal cycle. 

The Dry Season 

During the dry season, the monsoon forest is an eerie place, as if consumed by a hot, 
merciless autumn that simply refuses to end. The trees shed their leaves. Water retreats 
into the earth, leaving behind crooked, skeletal roots. The air is still and stifling. Vegetation 
survives thickest along rivers and lakeshores, where the plants cling to what stable water 
remains. Everything else waits, desiccated and patient, for the rains to return. 
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The Wet Season 

When the rains finally arrive, the monsoon forest explodes into life. Trees regrow their 
canopies in days. Flowers blossom in riotous color. Fruits swell on every branch. And the 
rain - the rain is relentless. It pummels the earth, turning the ground to thick, sucking mud 
and flooding the rivers until they burst their banks. Travel becomes a miserable slog. In 
some stretches, travelers must trudge for hours through mud that pulls at every step, 
draining their strength with each mile. When the rain briefly stops, the air remains so hot 
and saturated with moisture that getting dry seems like a distant memory. 

Life in the Monsoon Forest 

Insects and birds are less plentiful here than in true rainforests. Instead, the monsoon 
forest is dominated by creatures hardy enough to endure both the drowning rains of the 
wet season and the punishing drought of the dry. Baboons, deer, and tigers are common 
sights. Larger animals - elephants and rhinos - are not uncommon either, though both tend 
to be somewhat smaller than their savanna cousins. 

For humanoid communities, monsoon forests offer rich opportunities. Hunting and 
foraging are viable throughout much of the year, and those who have learned to harness 
the seasonal flooding - building canals and rice paddies to capture the deluge - can 
produce bountiful harvests. The wet season also yields unique alchemical ingredients: 
certain flowers and fruits that bloom only in the height of the rains, which can command 
extraordinary prices in the right market. 

But none are as sought-after as the elusive black lotus. 
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The Black Lotus 

The lotus flower holds deep symbolic and religious significance across many cultures and 
is prized as an ingredient in powerful alchemical preparations. Cultivating lotuses requires 
specially constructed ponds with carefully controlled water levels - a practice that 
demands skill, patience, and an intimate understanding of the flower’s delicate needs. 

For lotus cultivators, the black lotus is the equivalent of a philosopher’s stone. No one has 
ever managed to grow one. They can only be found in the wild. 

The stories surrounding their origin are as varied as they are dark. Some say that a murder 
of kin must take place near the pond when the lotuses are still seedlings. Others claim that 
black lotuses are ordinary flowers that have been corrupted by demonic power. Theories 
about the conditions that create them are endless, but the benefits of consuming a black 
lotus are universally coveted - and universally feared. 

It is extraordinarily rare to find more than one black lotus in a single pond. A forager who 
searches their entire life may find a single specimen. Because of this extreme scarcity, a 
harvested black lotus can ignite violent conflict between powerful individuals and factions, 
all scrambling to claim its benefits before the flower withers and its power fades. 

Tropical Forests: An Overview 

Where there is water and sun, there is vegetation. Where there is ample water, abundant 
sun, and warm weather, there are tropical forests. These forests come in two primary 
forms: monsoon forests, shaped by seasonal rains, and rainforests, fed by year-round 
precipitation. As always, it is water that determines the character of the land - whether life 
follows a dramatic cycle of abundance and scarcity, or flourishes in a constant, green 
eternity. 

For plants, life in the tropical forest is a slow, relentless war for sunlight. Some grow 
towering trunks to rise above their neighbors. Others cling to larger trees as parasites and 
hitchhikers, climbing toward whatever light filters through the canopy above. The forest 
floor, starved of sun, is often surprisingly bare - a thin carpet of decaying leaves and little 
else, at least compared to the lush undergrowth of temperate woodlands. What fertility 
exists is consumed almost immediately by the trees themselves, which pour every scrap of 
available energy into new growth. 

While tropical forests appear to be the epitome of verdant abundance, they are in fact 
remarkably fragile. Once the forest is cleared, the floor regrows slowly. Beneath the thin 
layer of humus lies tightly packed, infertile red soil that yields little without the forest’s 
living machinery to sustain it. For humanoid communities, the forest rewards those who 
work with it - foraging and small gardens can produce more food than large-scale 
agriculture ever could. Slash-and-burn farming can yield rich harvests, but only if the land 
is given decades to recover between cycles. 
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Rainforests 

Rainforests form where precipitation falls year-round. They are hot, humid, and so densely 
alive that the air itself seems to breathe. They are also profoundly dark places. Beneath the 
canopy, visibility drops sharply, and things can be hidden in what feels like plain sight. High 
in the treetops, creatures build nests that are invisible from below. Abandoned structures 
are slowly consumed by roots, vines, and moss until they become indistinguishable from 
the forest itself. 

 

Travelling the Forest Floor 

Paradoxically, travelling through the interior of a rainforest is often easier than one might 
expect. The floor is covered in a thin, decaying layer of leaves and not much else - the 
canopy above steals too much light for dense undergrowth to take hold. It is at the edges 
where difficulty waits: along rivers, at the margins of clearings, and where the forest meets 
open land, the vegetation grows thick and tangled. In these areas, long knives and hacking 
tools are essential. But deeper in, the going is often surprisingly clear. 

Even when rain hammers the canopy 
above, those walking the forest floor may 
barely notice it. The dense layers of 
vegetation overhead deflect and slowly 
absorb much of the water, releasing it in a 
gradual drip rather than a downpour. 

The Canopy and Its Layers 

The rainforest is built in layers, each a 
distinct world. 

The canopy crowns the forest. It receives 
the most sunlight, and the trees here are 
the largest in the jungle - massive trunks 
wrapped in vines and lianas that use them 
as ladders to reach the light. The canopy 
teems with life: birds, small mammals, and 
clouds of insects. Smaller humanoid 
creatures - sprites, goblins, and others - 
sometimes build their lairs here, hidden 
among the leaves. Since the branches of 
neighboring trees rarely touch, canopy-
dwellers must jump, glide, or use the 
network of vines and lianas to move from 
tree to tree. 
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A few extraordinary trees pierce even the canopy, rising above it into the overstory - 
exposed to fierce winds, blazing sun, and the attention of the sky’s predators. Eagles, 
paragriffins, and harpies are commonly seen at this level, roosting in solitary giants that 
tower above their neighbors. 

Below the canopy lies the understory, a shadowed realm where only a fraction of the sun’s 
light penetrates. Shrubs, vines, smaller trees, and shade-loving plants grow here, many 
with oversized leaves to capture what little light they can. Panthers, apes, giant spiders, 
venomous snakes, constrictors, and giant wasps all hunt in this twilight layer, preying on 
the creatures that have retreated here to escape the larger carnivores below. 

At the very bottom, on the forest floor, sunlight barely registers. The shade provides some 
comfort in the brutal heat, but it also provides cover for predators. The ground is carpeted 
in fallen leaves, which are devoured almost as fast as they fall by insects, fungi, and the 
ceaseless machinery of decomposition. Larger beasts - terror birds, okapis, jungle rhinos, 
bongos, elephants, gorillas, tapirs, and pygmy hippos - can move relatively unimpeded 
through this open space. Creatures that are sensitive to sunlight can often function almost 
normally here, provided they stay beneath the canopy’s protection. 

Light Gaps 

When a storm brings down one of the forest’s great trees, it creates a light gap - a sudden 
wound in the canopy where sunlight floods the floor. A massive tree, connected to its 
neighbors by a web of vines, may drag down a sizeable swath of forest as it falls. The 
exposed ground is immediately colonized by fast-growing plants, all competing 
desperately for their moment in the sun. These light gaps quickly become lush thickets 
bursting with fruit and flowers. 

Travelers may feel they have stumbled into paradise - a bright, blooming clearing in the 
endless gloom. But they should be wary. The abundance of food attracts herbivores, and 
the herbivores attract predators. Giant lizards, tigers, panthers, and worse are drawn to 
light gaps to hunt. Elephants, too, can create clearings and paths through the jungle, 
opening up similar pockets of dangerous abundance. 

Cenotes 

Although many jungles are fed by river systems, there are regions where rivers are too 
small to support permanent communities. In these places, nature sometimes provides 
another source: cenotes. 

A cenote is a natural sinkhole formed where the limestone roof of an underground river or 
pond has collapsed, exposing the water below. The water is clean, clear, and potable - a 
precious gift in a landscape where reliable sources can be scarce. Some cenotes also 
harbor fish and frogs, providing food as well as drink. 

Where other water sources are unreliable, villages form near or around cenotes, and in 
areas where clean water is truly difficult to find, communities may fight bitterly over control 
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of the most abundant ones. Most cenotes are small - mere holes in the ground that open 
into a larger cave below, its floor covered in still, clear water. For many cultures, these 
places are sacred, and their locations are closely guarded secrets. 

Some peoples build temples atop their cenotes. Others construct ladders or stairs that 
allow water carriers to descend into the cool stone chambers below. A few communities 
have even built their homes inside the caves themselves, living in the perpetual coolness 
beneath the earth. In certain traditions, cenotes are believed to be gateways to the 
afterlife, and the bottoms of sacred cenotes may be thick with ritual offerings - treasures 
cast into the water as gifts for the departed. 

Riverfolk and the Underground Waters 

The most notable inhabitants of cenotes are the riverfolk - aquatic peoples who build their 
villages and towns in suitably large, open sinkholes. While this can lead to conflict with 
surface-dwellers, the presence of riverfolk also provides surrounding communities with a 
rare opportunity to trade with underwater civilizations. 

If a prominent group of riverfolk inhabits the underground river system, the balance of 
power shifts dramatically. Riverfolk can appear in any cenote without warning, surfacing 
wherever the water connects. Terrestrial peoples who depend on these water sources 
have little choice but to acknowledge the riverfolk’s dominion over the underground 
waters. In such situations, riverfolk often demand tribute in exchange for continued access 
- a tax on the most essential resource of all. 

Savannas 

Savannas form the vast intermediate zone between sandy deserts and lush rainforests. 
These are lands defined by extremes: the scorching, arid desolation of the dry season and 
the explosive, blooming abundance of the rains. For most of the year, the land bakes under 
a merciless sun, and the dominant vegetation is hardy grasses, scattered bushes, and the 
occasional lone tree. 

In some savannas, the cycle is even more dramatic. Grasslands and woodlands transform 
into temporary wetlands when the seasonal rains swell the rivers until they burst their 
banks and flood the plains. This kind of violent oscillation makes farming nearly 
impossible. Communities in these regions typically raise livestock - cattle, goats, or horses 
- that can be moved to higher ground when the flooding begins. Where no highlands exist, 
people build their homes high on stilts or live in temporary shelters that can be abandoned 
and rebuilt as the waters dictate. 

Fire 

Another defining feature of most savannas is fire. Brushfires sweep across the dry 
landscape during the arid months, keeping vegetation low and shaping the land as surely 
as the rains do. Some trees have adapted so thoroughly to fire that their seeds will only 
germinate after being scorched. A few species even promote burning, producing 
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flammable oils in their leaves as if inviting the flames. Certain birds are known to carry 
burning material from one area to another, deliberately spreading brushfires so they can 
hunt the small creatures that flee into the open. 

Humanoid communities use fire with equal cunning. Controlled burns enrich the soil with 
ash, keep the land clear for travel, and drive game into the open where it can be hunted. 
Fire is not merely a hazard here - it is a tool, and those who master it hold power over the 
land. 

Sustenance 

Life in the savanna demands resourcefulness. During the dry season, water can seldom be 
found outside of wells or muddy, contested waterholes. Animals survive by grazing on the 
tough grasses or by adapting to consume plants that resist being eaten through waxy 
coatings, thick bark, or vicious thorns. 

For humanoids, large-scale farming is possible only with significant organization and 
access to water. Most communities practice subsistence farming, often using slash-and-
burn techniques: clearing and burning an area, farming the ash-enriched soil for a few 
years, then moving on and allowing the land to recover. Some fortunate groups have found 
particularly fertile patches of soil that sustain farming for extended periods. Many peoples, 
however, prefer to raise livestock, since the grasses that are indigestible to humanoids can 
feed herds of cattle, goats, or other animals. 

Woodland Savannas 

The most forested type of savanna is the woodland savanna. While still dry for most of the 
year, these regions receive more rainfall than their counterparts, and during the wet 
season they could almost be mistaken for temperate forests. Even so, the canopy remains 
light and the trees are typically scattered, since each one competes for the same limited 
water supply during the long dry months. The trees here often bear thorns or waxy leaves - 
defenses against the animals that would strip them bare. Tropical pines, palms, and 
acacias are common. 

One of the most remarkable sights in woodland savannas is the baobab tree. Some 
species grow trunks as high as a hundred feet, but it is the girth that truly astonishes: the 
largest baobabs can have a circumference of a hundred and fifty feet and a diameter of 
fifty. These colossal trees serve as vantage points for flying creatures such as harpies. 
Goblins and other small creatures have been known to build outposts in the branches, 
carve the trunks hollow for habitation, or string rope bridges from tree to tree to create 
entire treetop villages. 

Beneath the surface, many of the savanna’s larger trees support massive root systems that 
can hide and reinforce small cavern networks. Kobolds are particularly adept at exploiting 
these natural supports, digging their warrens among the roots where the earth is strongest. 



37 
 

OpenDungeons.com 

Elephant Grass 

A common sight in many savannas, elephant grass grows most dramatically in woodland 
savannas with higher rainfall, where it can reach heights of fifteen feet with stalks an inch 
thick. At this size, elephant grass provides total concealment for anything behind even a 
few feet of it. Vision is completely obscured. 

Moving through elephant grass without magic requires a short, sharp cutting tool - a hand 
axe, machete, or sickle - and progress is agonizingly slow. Even once a path has been 
hacked through, the footing remains treacherous. Larger creatures can force their way 
through with relative ease, but for anything smaller, thick elephant grass is a near-
impassable wall. 

This makes it an ideal home for cunning creatures. Goblins and kobolds are known to carve 
complex, maze-like tunnel paths through stands of elephant grass, creating hidden lairs 
that are nearly impossible to assault. The paths are deliberately confusing, full of dead 
ends and switchbacks. Hidden niches, concealed trap doors, and small tunnels branch off 
the main route, allowing defenders to outflank and ambush any intruders. Some paths are 
lined with pit traps. Others are flanked by sharpened grass stems that punish anyone who 
strays from the narrow way. 

Thornbush Savannas 

The most punishing type of savanna to traverse is the thornbush savanna. As the name 
suggests, the landscape is dominated by dense, nearly impenetrable bushes armored in 
thorns. These regions endure the longest dry seasons, and every plant hoards water with 
desperate efficiency. The thorns are not mere inconveniences - they are evolutionary 
weapons, designed to prevent animals from consuming the precious leaves that the plants 
have labored to produce. 

The true masters of the thornbush savanna are the great beasts: elephants, rhinos, and 
buffalo, whose sheer bulk allows them to smash through the dense undergrowth and carve 
pathways. But these animals do not plan their routes, so the resulting trail networks can 
become labyrinthine and bewildering. Getting lost is a common - and potentially fatal - 
occurrence. Going through the bushes directly is rarely an option without extraordinary 
time and effort. The grass between the thickets is short or trampled flat by the great 
animals that pass through. 

The trees that manage to grow here are as hostile as the bushes - thorny, waxy, and 
unyielding. Giraffes and giant ground sloths are among the few creatures that can eat and 
digest their leaves. Small birds hide their nests deep within the thorns, using the natural 
armor as protection. Small humanoids, such as goblins, sometimes place the entrances to 
their tunnel warrens inside the densest thornbushes, forcing any larger creature to crawl 
painfully through a gauntlet of barbs to reach them. 
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Despite their hostility, thornbush savannas conceal more than one might expect. The 
impenetrable thickets are excellent places to hide cult shrines, bandit camps, and other 
sites best kept from prying eyes. 

Thornbush Trials 

Among the most remarkable cultural features of the thornbush savanna are the ritual trial 
sites. Local peoples shape the living thornbushes over years or even decades into 
elaborate courses designed to test those who pass through them. These sites are 
considered sacred and are fiercely protected from the great animals that might unwittingly 
destroy them. 

The trials serve many purposes. Some are initiation rites for warrior cults, testing a 
candidate’s courage and pain tolerance. Others evaluate the physical prowess of the 
young to determine their place within the community. Perhaps most intriguingly, thornbush 
trials are sometimes used as a nonviolent method of settling disputes. Two parties are sent 
through the same course, and a water clock determines who emerged fastest. It is a 
judgment rendered not by words or weapons, but by the land itself. 

Grass Savannas 

Grass savannas are the great open plains - vast expanses of low grass dotted with 
scattered trees, where enormous herds of beasts graze and migrate with the turning of the 
seasons. The soil is dry, and the vegetation is kept short by the ceaseless trampling and 
grazing of the animals, so visibility is typically excellent. 

Escaping the heat in a grass savanna is a challenge during the dry season. Water sources 
dry up and may vanish entirely. Trees stand hundreds of feet apart, each one a lonely 
island of shade. Burrowing creatures retreat underground. Zebras, wildebeest, and 
gazelles move in vast herds across the plains, pursued by lions, tigers, cheetahs, and more 
monstrous predators - burrowing maws erupting from below, griffins and wyverns 
descending from the highlands, and occasionally even a roc, plummeting from the sky to 
snatch prey in its enormous talons. 

 



39 
 

OpenDungeons.com 

Because hunting is relatively straightforward here for clever humanoids, many peoples 
choose the grass savanna as their home despite the punishing heat. Farming the arid soil is 
difficult, so most communities are pastoral herders or hunter-gatherers. They use the 
beasts of the plain as mounts where they can, though many of the savanna’s animals - 
zebras in particular - resist domestication fiercely unless magically compelled. 

One of the most striking features of the grass savanna are the cathedral mounds built by 
giant termites. Regular termites construct impressive structures, many over ten feet tall, 
but their giant cousins build ventilation towers that can reach a hundred feet into the air - 
visible for miles across the flat landscape, rising like the spires of some buried civilization. 

People of the Savannas 

Life is hard in the savanna for humanoid peoples. The dry season brings scarcity of food 
and water. The wet season brings floods that strip away the fertile soil that communities 
have spent months improving. Massive beasts and dangerous predators roam the land 
ceaselessly. 

Most savanna communities are small villages of subsistence farmers. Larger settlements - 
towns and cities - are usually found along the coast or beside major rivers, where trade and 
reliable water can sustain greater populations. Some ambitious communities have 
established themselves inland through ingenious engineering, but such settlements are 
vulnerable to disaster. Ruined cities dot the savanna here and there, monuments to those 
who tried and failed. Some ruins are reoccupied by new communities hoping to succeed 
where their predecessors fell, though many regard such efforts as tempting fate. 

The most common survival strategy is a nomadic or semi-nomadic life: herding animals, 
supplemented by hunting, gathering, or seasonal farming. But the savanna is a place of a 
thousand lifestyles, many of them hundreds of generations old, each adapted to the 
specific character of the land. 

Savanna States and Cities 

Larger savanna communities are often city-states, though kingdoms and empires exist as 
well. The savanna imposes hard limits on all of them. 

The fundamental problem is farmland. Open land is abundant, but land suitable for 
sustained agriculture is rare. Most population centers are therefore situated near large 
rivers or along the coast. Access to water is the most common source of conflict between 
savanna states. 

River communities harness the seasonal flooding through elaborate canal systems, 
channeling the waters to irrigate their fields. These communities require strong central 
leadership or efficient bureaucracies to maintain the granaries that feed their people 
through the long dry months. 
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Coastal cities rely on trade and fishing but must also secure farmland to supplement their 
food supply. Often this farmland is scattered across the surrounding territory, and the city 
must dispatch roaming tax collectors, soldiers, and trade convoys to maintain a steady 
flow of food back to the center. This requires infrastructure, roads, and organized 
governance - which is why coastal cities become the natural hubs of the surrounding 
lands. 

Overland trade between savanna states travels by caravan. These merchant trains carry 
small, valuable luxury items from realm to realm. Caravans with monstrous beasts of 
burden may haul heavier goods, but this is less common. In the cities, the heart of 
commerce is the bazaar - a sprawling marketplace where permanent shops mingle with 
carts, tents, and temporary stands, forming a bustling labyrinth of trade in both local goods 
and exotic merchandise from distant lands. 

Marshes 

Marshes are landscapes dominated by open water and dense stands of reeds. While most 
commonly found near lakes or rivers, marshes can also sprawl across vast areas, forming 
labyrinthine networks of waterways and shallow pools punctuated by occasional islands of 
trees. In warm climates, immense mangrove forests may rise from the edges of these 
wetlands, their tangled roots standing like sentinels at the border between land and water. 

Large marshes are mazes. The depth of water varies wildly from step to step - ankle-deep 
shallows give way without warning to chest-deep channels. While travel on foot is 
sometimes possible, most who know these places use boats or rafts. 
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The reeds themselves are a constant obstacle to navigation. They grow tall enough to 
obscure vision for smaller creatures, and in dense stands, even a person of average height 
cannot see through them. Taller creatures can peer over the tops and stride through the 
shallow water with relative ease, making escape from large, long-legged predators a 
terrifying prospect. In the thickest reed beds, it is impossible to see more than a few dozen 
feet in any direction. 

Getting lost in a marsh is perilously easy. Every stretch of water and reeds looks identical. 
Landmarks are scarce, and even the sun can be difficult to track through the haze that 
hangs over the water. Maps of large marshes are rare, so the wisest course for any group of 
travelers is to hire a boat and an experienced guide. 

Amphibian creatures hold a natural advantage in these environments, moving through 
water with a speed and confidence that land-dwellers cannot match. Humanoid travelers 
in boats quickly learn to watch the water - the things that live beneath it will try to capsize 
them. From the undead to giant toads, from crocodiles to swarms of biting insects, from 
scalefolk to trolls, the marsh is home to a dizzying variety of dangers. 

Life on the Water 

Despite their hazards, marshes are places of abundance. Humanoids use them to hunt 
birds and fish, and a skilled hunter or fisher who knows the terrain can thrive here. The 
reeds themselves are valuable: they are harvested to make thatched roofs, and certain 
varieties can be processed into papyrus or similar writing materials. 

Building in a marsh is an exercise in ingenuity. The land is prone to flooding, so structures 
are built on stilts, raised high above the expected water line. Entire villages perch above 
the water on forests of wooden legs, connected by walkways and accessed by boat rather 
than by road. Some cultures extend their settlements further by constructing artificial 
floating islands from compacted reeds and soil - platforms that serve as gardens, 
gathering places, or foundations for additional homes. 

Hidden Dwellings 

Solitary huts can sometimes be found concealed deep in the marshlands, serving as 
hideouts for bandits, smugglers, and others who prefer not to be found. Occasionally, a 
hedge wizard - a self-taught practitioner capable of minor enchantments, simple potions, 
and basic scrollwork - builds a lonely home in the deep marsh, seeking solitude from the 
civilized world. 

Some spellcasters go further still. They enchant their huts with the ability to walk - to rise 
up on magical legs and move at their owner’s command. When stationary, the hut sits on 
an island with its stilts hidden, looking like any other marsh dwelling. But when roused, it 
lifts itself from the muck and strides through the wetland on enchanted limbs. Hags are 
particularly fond of outlandish variations: huts that walk on enormous chicken legs, 
lurching through the mist like living nightmares. 
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A walking hut is typically bound to the spellcaster who created it, responding only to their 
will. But some are autonomous, and a sufficiently skilled practitioner of the arcane arts 
may be able to discover the method of controlling an unattended hut - assuming they can 
unravel the enchantment before it walks away from them. 

Mires, Bogs, and Fens 

Mires, bogs, and fens are the open wetlands - treeless or nearly so, dominated by thick 
mats of living and decaying plant matter that slowly, over centuries, compress into peat. 
These landscapes are deceptively tranquil: wide, sunlit expanses of moss, low scrub, and 
still, dark pools. But beneath that placid surface lies some of the most treacherous terrain 
an adventurer can face. 

 

The Deceptive Ground 

The spongy ground of a mire is always difficult to cross. It shifts and sinks underfoot, and 
what appears to be solid footing may give way without warning. Well-traveled mires often 
have established paths marked by timber boardwalks - duckboards - that provide safe 
passage over the most dangerous stretches. These walkways are essential, but they are 
also tempting sites for ambush. The narrow paths force travelers into single file and often 
pass near deep pools or cross over water that is far deeper than it appears. Creatures that 
can conceal themselves beneath the surface - amphibian predators, undead things, or 
worse - know that the duckboards will bring their prey to them. 

Those who leave the established paths find the going brutally difficult. Every step sinks into 
the soft, wet moss. The exertion of an hour’s travel through open mire can leave even a 
strong person trembling with exhaustion. Locals who know these lands often craft special 
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bog shoes - wide, flat platforms strapped to the feet that distribute weight across a larger 
area, preventing the wearer from sinking as deeply. Without such equipment, or without a 
guide who knows the safe routes, overland travel through a mire is a grueling ordeal. 

Falling is particularly dangerous. The soft, clinging ground makes it extraordinarily difficult 
to regain one’s feet, and those precious seconds spent struggling upright are seconds that 
a predator or a rising water level will not forgive. 

Quagmires 

The most perilous hidden danger of the mire is the quagmire - a natural pit trap formed 
when a mat of decaying vegetation floats atop a deep pool of water. The surface looks 
identical to the surrounding terrain. It feels solid enough - until it isn’t. A single misplaced 
step, and the ground gives way entirely, plunging the unfortunate traveler into frigid, dark 
water with no solid ground to push off from. Detecting a quagmire before stepping on it 
requires sharp eyes and experience, and even seasoned mire-travelers sometimes miss 
them. 

Visibility and Hunting 

Unlike swamps and marshes, visibility in a mire is rarely a problem. The plants that grow in 
the thick layers of moss are usually stunted, offering little cover above knee height. There 
are no deep shadows to hide in, no canopy to lurk beneath. This means that creatures 
hunting in the mire must rely on different strategies: flying predators that strike from above, 
amphibian ambushers that lurk beneath the water’s surface, or creatures fast enough to 
close distance across the open ground before their prey can react. Anything else that 
hunts here is likely lost, desperate, and very hungry. 

Uses of the Bog 

Despite their dangers, mires provide valuable resources for those who know how to 
harvest them. Peat can be cut, dried, and burned as fuel. Berries, mushrooms, medicinal 
herbs, and rare flowers flourish in the wet, sun-drenched conditions. The unique alchemy 
of bog environments - the particular combination of acidity, moisture, and light - produces 
plants found nowhere else. 

Mires hold ritual significance for some cultures as well. Certain peoples bury their 
criminals in the bogs - sometimes after death, and sometimes while the condemned still 
breathes. 

The Bronze Amphora 

One northern culture has developed a particularly grim method of execution tied to the 
bogs. The condemned has their arms broken to prevent escape, and they are sealed within 
a specially crafted bronze amphora. The vessel is placed in a shallow pool during a dry 
spell, with only the mouth of the container rising above the waterline. The inside of the 
amphora is dry at first - but when the rains come, as they always do in these lands, the 
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water begins to fill the vessel drop by drop. The criminal dies either of the cold, as frigid 
water slowly claims their body, or by drowning when the amphora fills completely. 

These amphoras are often cursed, bound with dark magic to ensure that the souls of the 
condemned cannot depart. The spirits of the executed may haunt the area surrounding the 
amphora during the long, dark nights, manifesting as spectral apparitions, restless ghosts, 
or malevolent wraiths - forever tethered to the instrument of their death, forever unable to 
move on. 

 

A Final Word 

These lands - the swamps, the monsoon forests, the rainforests, the jungles, the 
savannas, the marshes, and the mires - are not merely obstacles to be crossed or 
dungeons to be cleared. They are living places, each with its own rhythms, its own dangers, 
and its own rewards. The communities that thrive in them have done so not by conquering 
the land, but by learning its rules and respecting its power. 

For adventurers, these environments demand preparation, humility, and adaptability. The 
swamp does not care about your reputation. The monsoon does not negotiate. The 
thornbush does not yield to bravado. But for those willing to learn, to listen, and to endure, 
these wild places offer treasures, secrets, and stories found nowhere else in the world. 

Tread carefully. Carry sharp tools. Hire a guide. 

And never, under any circumstances, trust solid-looking ground in a mire. 
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Part IV: Adventuring in Extreme Weather 
Adventuring in Extreme Heat 

Traveling through vast, sunbaked landscapes like deserts can be incredibly deceptive. The 
relentless sun overhead not only drains the body of moisture at an alarming rate but also 
beats down mercilessly, raising the risk of debilitating conditions like heatstroke or heat 
exhaustion. 

Without ample water, adventurers can become impaired, both mentally and physically, 
leading to poor decisions and physical debilitation. Moreover, the sparse shade offered in 
these terrains provides little relief from the sun’s intensity, making prolonged exposure a 
serious threat. 

However, the challenges don’t end when the sun dips below the horizon. The temperatures 
in deserts can plunge drastically at night, catching many travelers off guard. Without 
proper clothing or shelter, the cold can be just as dangerous as the daytime heat. 

Additionally, deserts, with their vast and often featureless expanses, can be a navigator’s 
nightmare. The shifting dunes, mirages created by the interplay of light and heat, and the 
lack of distinct landmarks make it all too easy to lose one’s way. 

The very ground poses its own set of problems. The soft sand, or arid grounds, while 
picturesque, is exhausting to traverse. Every step can feel like a battle, and the journey can 
be both physically and mentally draining. 
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Then there are the natural inhabitants of these regions. While it might seem like life is 
sparse in such harsh conditions, the desert teems with creatures, many of which have 
evolved venomous or other defensive mechanisms to survive. A chance encounter with a 
snake or scorpion can prove lethal. 

Sandstorms, often arriving with little warning, add another layer of unpredictability. They 
can obscure paths, bury vital supplies, and even separate travelers from their 
companions. Amidst all these challenges, the wear and tear on equipment is often 
underestimated. The gritty sand, combined with the heat, can render tools useless, spoil 
food, and make weapons and armor a burden rather than a boon. 

 

In the world of Open Dungeons RPG, these real-world challenges are compounded by the 
presence of magical and monstrous threats. However, for those prepared and respectful 
of the desert’s might, there’s an unmatched beauty and wonder to be found amidst its 
challenges. 

Adventuring in extreme hot weather temperatures introduces a unique set of challenges 
and hazards that can deeply impact gameplay and character survival. Below are some of 
the dangers and considerations associated with adventuring in extreme heat: 

1. The Weary Condition from Heat 

Heat is a real and dangerous threat in extreme temperatures. The DN can require CON 
Tough Save Rolls on characters to determine if they become Weary when traveling under 
the scorching sun. The Weary condition imposes a -2 penalty to all Save Rolls and is 
removed after a full night’s rest of 6 or more hours. 
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In particularly punishing heat, the DN may escalate effects beyond the standard Weary 
condition. Prolonged exposure without relief could result in reduced speed, penalties on 
Chance Rolls, reduced HP maximum, or at the DN’s discretion, even death for characters 
who refuse to seek shade, water, or rest. 

Environmental Factors: The DN sets the TN of the CON Tough Save Roll based on the 
severity of the conditions. 

For instance, in a particularly scorching desert, a DN might set a TN 15 CON Tough Save 
Roll. If a character fails this roll, they become Weary. For heat effects on a horse, a general 
rule of thumb is that 95 degrees F or higher will be too warm for a horse without needing to 
make a CON Tough Save Roll or become Weary. 

The DN may call for a Save Roll every round, every 30 minutes, every hour - it’s the DN’s 
call. 

Forced March: If characters travel for more than 8 hours in a day, they risk becoming 
Weary. For every hour of travel beyond 8 hours, a character must make a CON Tough Save 
Roll or become Weary. The TN might start at 10 and increase by 1 for each hour beyond the 
initial 8 hours. 

Going Without Food or Water: Characters typically need one gallon of water per day, or 
two gallons per day if the weather is hot. If a character drinks only half the required 
amount, they must succeed on a TN 15 CON Tough Save Roll or become Weary at the end 
of the day. 

If they don’t drink any water at all, they automatically become Weary. After a certain 
number of days without food, a character will also begin to risk becoming Weary. 

Other Game Effects: Some spells, monster abilities, or other game effects might impose 
the Weary condition on a character. For example, certain powerful creatures might have 
attacks or abilities that exhaust their targets. 

Lack of Rest: While not directly leading to Weary in the core rules, going without rest can 
be detrimental. Characters will miss out on the benefits of healing and recovering spells, 
which can indirectly lead to situations where they might become Weary. 

To recover from the Weary condition, characters need a full night’s rest of 6 or more hours. 
This is an Unsafe Rest (recovering 25% of maximum HP) or a Safe Rest (recovering 25% of 
maximum HP + CON Ability Bonus), depending on the circumstances. 

The Weary condition isn’t something you “calculate” like a mathematical formula. Instead, 
it’s a condition that characters might gain because of various in-game circumstances. The 
DN and players need to be aware of these potential causes and monitor characters’ 
condition as they play. 
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2. Dehydration 

Without adequate water, adventurers risk becoming dehydrated. Dehydration can lead to 
penalties on Chance Rolls, Save Rolls, or even reduced HP maximum. It can also amplify 
the effects of heat. 

3. Reduced Visibility 

The shimmering heat waves that arise from the ground in desert environments can limit 
visibility, making it harder to see distant threats or landmarks. 

4. Sandstorms, Duststorms 

Deserts and other extremely hot environments can be plagued by sudden sandstorms. 
These can reduce visibility to almost zero, separate party members, and introduce 
breathing difficulties. Prolonged exposure can also lead to equipment damage. 

5. Gear and Armor 

Heavy armor and warm clothing might be unsuitable for hot climates, making characters 
more susceptible to the heat’s effects. Moreover, certain items like wax-sealed letters, 
potions, or even food might be affected or rendered useless by the extreme temperatures. 

6. Wildlife and Monsters 

Hot environments often harbor unique fauna. Creatures like flame spirits, dragons, or 
desert-dwelling monsters may pose threats specific to such biomes. Moreover, venomous 
creatures like scorpions or snakes might be more common. 

7. Oasis Mirages 

The classic desert mirage can lead adventurers astray, causing them to waste valuable 
resources and time chasing after illusory safety. 

8. Navigation Challenges 

The uniformity of certain hot environments, like deserts, can make navigation tricky. 
Without clear landmarks, parties might find themselves going in circles or getting lost. 

9. Limited Resources 

Finding water and shade can be challenging in hot environments. Players might need to 
ration their supplies or find innovative ways to source water, such as by drawing it from 
cacti or capturing morning dew. 

10. Terrain Challenges 

Sandy deserts, rocky canyons, or volcanic regions can be difficult to traverse. Soft sand 
can slow movement, while rocky terrains might be treacherous. 
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11. Spells and Abilities 

Certain spells or class abilities might be less effective or even hindered in extreme heat. 
For example, a spell that creates ice or cold might have a diminished duration or effect. 

Traveling in extreme hot weather in OD brings a plethora of challenges that require players 
to think strategically and resourcefully. DNs can use these elements to create immersive 
and challenging sessions that test the mettle of their adventurers. As always, it’s crucial to 
balance difficulty with fun to ensure an engaging and memorable gaming experience. 

Adventuring in Extreme Cold 

Venturing into chilled, bone cold environments is not for the faint of heart. The icy realms 
present a multifaceted challenge that goes beyond the well-known threats of hypothermia 
and frostbite. 

A sudden downpour of cold rain that quickly freezes can transform the landscape into a 
treacherous plane, with adventurers at risk of slipping or even breaking bones. 

Meanwhile, a unique phenomenon known as frozen fog, or pogonip, can envelop travelers. 
This occurs in extreme cold when the moisture in the fog freezes, forming suspended ice 
crystals. This chilling mist doesn’t just obscure vision but can lead to frostbite on any 
exposed skin. 

And then there’s the glare from the sun reflecting off vast expanses of snow, which can 
result in snow blindness, a painful condition where one’s cornea suffers sunburn. Just as 
deceptive are the hidden ice patches that lie in wait, ready to catch unwary travelers off-
guard, leading to 
unexpected, and 
often injurious, 
falls. Even 
stationary shelters 
aren’t safe; the 
accumulated 
weight of wet, 
heavy snow can 
cause cave roofs or 
structure tops to 
collapse, posing an 
ever-present 
danger. 

 

Nature, in its quest for survival, has also equipped certain plants with defense 
mechanisms against the cold, and inadvertently, against humans. Some seemingly benign 
plants can be toxic if consumed or have thorns capable of piercing clothing and skin. 
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Additionally, the relentless wind in open 
snowy landscapes doesn’t just carry snow 
and reduce visibility - it amplifies the cold. The 
wind chill effect can make the environment 
feel significantly colder, increasing the risks to 
those exposed. 

However, it’s not just the immediate 
surroundings that pose a threat. Avalanches, 
while an obvious danger, present multiple 
challenges. The initial cascade is just the 
beginning. Once the tumult subsides, the risk 
of suffocation looms large. For those 
fortunate enough to escape this snowy tomb, 
the altered terrain can make previous routes 
impassable, further complicating the journey. 

Rivers, too, can be both pathways and traps. 
While a frozen river might seem like a solid 
route, the inconsistency in ice thickness 
poses the ever-present danger of breaking 
through, leading to potential immersion in 
freezing waters or being caught in a swift, 
unseen current. 

More Challenging 

One aspect that many underestimate is the reduced daylight in cold regions. Polar areas or 
locations deep in winter months can have limited sunlight, shortening safe travel times and 
increasing risks from nocturnal cold-weather threats. 

Moreover, the combination of cold and high altitude can be particularly menacing. 
Reduced oxygen levels at high altitudes can lead to altitude sickness, which is 
characterized by a range of symptoms from nausea to incapacitating dizziness. 

Adding to the physical challenges is the mental toll of isolation. Far from the warm bustle 
of civilization, the cold expanses can evoke feelings of profound loneliness and despair. 
It’s also a place where dehydration becomes a silent enemy. The cold masks thirst, making 
it easy to forget the importance of staying hydrated. Dehydration in such environments not 
only magnifies the effects of cold but can also increase susceptibility to other injuries. 

Cold-weather adventuring is a testament to endurance, preparation, and respect for 
nature’s formidable power. Those who choose to face winter’s grasp head-on must do so 
with knowledge, equipment, and unwavering teamwork. For while nature’s icy beauty is 
breathtaking, it hides myriad perils ready to challenge even the most seasoned adventurer. 
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Adventuring in cold, snow, ice, and subzero temperatures presents a unique set of 
challenges for any group of adventurers in Open Dungeons RPG. Whether your party is 
trekking across the frosty tundras or delving deep into ice-laden caverns, the chilling 
environments can be just as formidable as any dragon or undead sorcerer. Here’s a 
detailed look at the dangers that cold environments might pose. 

Physical Dangers 

In the merciless clutches of the frozen wilderness, each step is a desperate bid against a 
catalog of unseen horrors that the cold itself weaponizes. 

Imagine, if you will, the lurking dread of hypothermia - an invisible enemy stalking you with 
every frigid gust. Your body’s core temperature plummets, sabotaging the very furnace that 
fuels your life processes. Confusion sets in, distorting your perception, followed by an 
insidious weakness that gnaws at your will to move. Finally, darkness creeps into the 
corners of your vision as you slip into unconsciousness, your life ebbing away on a bed of 
ice. 

But let’s not forget frostbite, a silent assailant that targets your extremities. Your fingers, 
toes, and even your nose succumb to an agonizing numbness as the tissues freeze. 
Ignored, this turns into gangrene, rendering your limbs lifeless and blackened, forcing the 
cruelest of choices: amputation or death. 

 

Visibility? A joke in these icy realms. Howling snowstorms and fog denser than a graveyard 
mist reduce your world to an arm’s length. Every sound could be a predator stalking you, 
every shifting shadow a threat. And ah, the avalanches - a terrifying cascade of death that 
sweeps down mountainsides, entombing everything in its path. The snow you admired 
from afar becomes a suffocating white shroud, imprisoning you in a frigid tomb. 
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The ground itself is a treacherous foe. Crossing what appears to be a frozen lake, the ice 
beneath you gives way, plunging you into freezing water that wrenches your breath away. 
The shock accelerates hypothermia, your body’s heat leaching out into the icy abyss. 

Travel is exhausting, your boots sinking into knee-deep snow, dragging you down as if trying 
to swallow you whole. Every move becomes a Herculean effort, making you vulnerable to 
ambushes from cold-adapted predators. 

Imagine the horror of being stalked by frost wolves, eyes glowing like icy embers in the dim 
light, or worse - a dragon, its scales almost indistinguishable from the surrounding snow, 
until it’s too late. 

 

Your equipment, too, conspires against you. The metallic clang of your sword becomes a 
brittle crack as it snaps in the biting cold. Potions freeze, turning into useless slush, and 
magical items grow fickle and unreliable. 

Resources are agonizingly scarce. Game animals are as elusive as phantoms, and the 
plant life is deceptive, masked with toxicity or thorns that pierce through your clothing as if 
mocking your feeble attempts for sustenance. 

Building a campfire becomes a trial of its own. The frozen wood resists your desperate 
attempts to ignite it, and should you manage, the flickering flames seem almost too timid 
to challenge the overwhelming cold. The chilling atmosphere might even alter the very 
fabric of magic - your fire spells sputter and falter, their warmth leeched away by the 
insatiable frost. 
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Psychological Torture 

And then comes the psychological torture - the isolation, the feeling that you’re utterly 
alone in an endless white expanse. Help is not just around the corner; it’s days, maybe 
weeks away. Your thoughts grow as heavy as the snow-laden branches overhead, 
burdened by the looming despair. Even staying hydrated becomes an overlooked battle, 
the dryness of your throat mirroring the aridity of your hope. 

Understand this: the cold is not just a condition; it’s an omnipresent adversary, 
weaponizing the very air, land, and water against you. It offers no reprieve, no quarter, no 
mercy. It challenges not just your physical limits, but tests your mental resolve, forcing you 
into a gauntlet of endless trials where the margin between life and death is as thin as the 
ice you tread upon. 

For those brave enough to venture into the heart of winter’s grasp, respect for the 
environment and thorough preparation is essential. The cold is unforgiving, and nature’s 
icy beauty hides many perils. But with knowledge, equipment, and teamwork, adventurers 
can navigate these challenges and emerge with tales of their icy exploits. 

Adventuring in extreme cold conditions, therefore, requires preparation. Warm clothing, 
ample provisions, spells that can provide warmth or create shelter, and a solid 
understanding of the environment can make the difference between a successful 
expedition and a frozen tragedy. It’s always a balance between the thrilling adventure 
possibilities that icy realms offer and the very real dangers that they present. 
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