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Dodeca Encounters
Ludi Fortes - Strong Games

www.SpesMagnaGames.com

by Mark L. Chance 

Introduction
Ever since the d20 System took the world's most popular roleplaying game by storm, the poor 
d12 has fallen into disuse. Most game sessions don't see my d12s do anything other than take 
up space on a table. Once in a while, a d12 may flicker and glow if someone shoots it with a 
laser pointer. Back in the day, my d12s got regular workouts. My longsword-wielding fighter/thief 
relished the chance to backstab large creatures. 1d12x5 points of damage could really get a hill 
giant chief's attention. Ah, good times!

Circa 1983, TSR published the inspiring Monster Manual II. Among the many gems hidden in 
that book were the “monster random encounter tables” in the appendix. These tables 
consolidated foes from all three monster books, breaking them down by monster level (which 
was sort of like CR). The appendix also provided oodles of random encounter tables for all 
terrain types, including the Astral and Ethereal Planes.

Best of all, the appendix included instructions for making my own random encounter tables. And, 
yes, rolling on one of these tables required using a d12 (plus a d8). The tables had monsters 
arranged by frequency (Old School Gamer for how common a monster was). Rarer monsters 
were placed at the top and bottom of the table, with increasingly more common monsters 
occupying the center positions where 1d12+1d8 would generate those numbers more often.

It's now time for this Old School idea to be updated for the New School campaign world. It's 
time for the d12 to come out retirement. Take that, ubiquitous d20!

Mark L. Chance
Spes Magna Games

P.S. As always, if you have any comments or criticisms, don't hesitate to email me.
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Compatibility with the Pathfinder Roleplaying Game requires the 
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paizo.com, Kevin Athey <drizzt@acm.org>, May 8, 2013

paizo.com, Kevin Athey <drizzt@acm.org>, May 8, 2013

2833189

2833189

2833189

435541

435541

435541

http://paizo.com/pathfinderRPG
mailto:mark@spesmagna.com?subject=Dodeca-Encounter%20Feedback
http://spesmagna.com/


paizo.com, Kevin Athey <drizzt@acm.org>, May 8, 2013

paizo.com, Kevin Athey <drizzt@acm.org>, May 8, 2013

2833190

2833190

2833190

435542

435542

435542

How to Use This PDF
Print out the Random Encounter Tables (RETs) page (see page 4). You have 
permission to make as many copies of this page as you need. Gather whatever 
source materials you need to stock your tables. For example, you may want to use just 
monsters found in certain terrains or some really cool homebrew monsters.

If you haven't already done so, determine your PCs' Average Party Level (APL). This 
sets the base line for Challenge Ratings (CRs) of the encounters that you'll put on the 
RET. A RET uses 1d12 + 1d8 to generate a number from 2 to 20. The “sweet spot” of 
the table runs from 9 to 13; these are the results that will come up most often. Higher 
CR encounters are placed on the RET toward the top and bottom. Lower CR 
encounters occupy the middle slots. This distribution of encounters by CR on the RET 
ensures that APL +0 and APL -1 encounters occur more often than higher CR 
encounters.

Once you have your tables, roll 1d12 about once every 4 hours in wilderness areas or 
once every hour in urban/dungeon environments. On a 1, the PCs have a random 
encounter.

An Example from My Campaign
At the time of this writing, my current campaign's PCs include a ranger, a fighter, a 
druid, an inquisitor, a wizard, and a cleric. They're APL 6th, and they've ventured a 
couple of days into the Tangled Wood, a sub-tropical forest. I want to do up two RETs, 
one for day and another for night. I'm going to be focusing on CRs ranging from 5 
through 8, keeping in mind that by CR I'm referring to the XP budget for each possible 
encounter.

When putting together my lists, I also need to remember my players' choices. For 
example, the ranger's favored enemy is fey, and the cleric can channel energy against 
the undead. Players like opportunities to use their PCs' abilities, and a considerate GM 
makes allowances for such. Since I also know there's an orc slaver hook fixing to be 
thrown into the sandbox, I want to include some orc slavers. Also, one of the major 
baddies in my campaign are the dromites (from Dreamscarred Press's excellent 
Psionics Unleashed). 

After sorting through my various monster sources, I came up with these RETs:
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Title: Tangled Wood - Day (Dromite Tower Region)
Roll CR Result

2 APL +3 juvenile green dragon

3 APL +3 advanced treant

4 APL +2 2 redcaps

5 APL +2 dark naga

6 APL +1 2 grimstalkers

7 APL +1 4 dire wolves

8 APL +0 4 blink dogs

9 APL +0 3 quicklings

10 APL +0 3 spriggans

11 APL -1 2 giant mantises

12 APL +0 advanced dromite, 7 dromite warriors, 2 giant soldier ants

13 APL +0 shambling mound

14 APL +0 wood giant

15 APL +1 hangman tree

16 APL +1 advanced forest gargoyle, 2 forest gargoyles

17 APL +2 8 worgs

18 APL +2 3 quicklings, 3 spriggans

19 APL +3 8 centaurs

20 APL +3 2 hill giants

Notes
Intelligent creatures are once-only encounters. Be prepared if PCs try to  
track creatures back to lairs. Quicklings and spriggans sometimes group  
up. Good-aligned creatures may become a source of aid/information.

Title: Tangled Wood - Night (Dromite Tower Region)
Roll CR Result

2 APL +3 juvenile green dragon

3 APL +3 advanced treant

4 APL +2 2 redcaps

5 APL +2 4 vampire spawns

6 APL +1 2 grimstalkers

7 APL +1 4 dire wolves

8 APL +0 2 ghasts, 3 ghouls

9 APL +0 3 quicklings

10 APL +0 3 spriggans

11 APL -1 2 unicorns

12 APL +0 advanced orc, 7 orc warriors, 2 cheetahs

13 APL +0 3 allips

14 APL +0 17 Medium skeleton archers

15 APL +1 hangman tree

16 APL +1 5 ghoul wolves

17 APL +2 8 worgs

18 APL +2 3 quicklings, 3 spriggans

19 APL +3 8 centaurs

20 APL +3 5 korreds

Notes
Vampire spawns were created by the dromite vampire in tower. It set the  
monsters loose to hunt and kill. The unicorns are a mated pair trying to  
find their colt.
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Title: 
Roll CR Result

2 APL +3

3 APL +3

4 APL +2

5 APL +2

6 APL +1

7 APL +1

8 APL +0

9 APL +0

10 APL +0

11 APL -1

12 APL +0

13 APL +0

14 APL +0

15 APL +1

16 APL +1

17 APL +2

18 APL +2

19 APL +3

20 APL +3

Notes

Title: 
Roll CR Result

2 APL +3

3 APL +3

4 APL +2

5 APL +2

6 APL +1

7 APL +1

8 APL +0

9 APL +0

10 APL +0

11 APL -1

12 APL +0

13 APL +0

14 APL +0

15 APL +1

16 APL +1

17 APL +2

18 APL +2

19 APL +3

20 APL +3

Notes

You can make as many copies of this page as you need.
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OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved. 
1.Definitions: 
a."Contributors" means the copyright and/or trademark owners who have contributed Open Game Content; b."Derivative Material" means copyrighted material including derivative works and translations 
(including into other computer languages), potation, modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be recast, 
transformed or adapted; c."Distribute" means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; d."Open Game Content" means the game mechanic and 
includes the methods, procedures, processes and routines to the extent such content does not embody the Product Identity and is an enhancement over the prior art and any additional content clearly 
identified as Open Game Content by the Contributor, and means any work covered by this License, including translations and derivative works under copyright law, but specifically excludes Product 
Identity. e."Product Identity" means product and product line names, logos and identifying marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, 
incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names and descriptions of 
characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos, 
symbols, or graphic designs; and any other trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically excludes the Open Game 
Content; f."Trademark" means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the associated products contributed to the Open Game License 
by the Contributor g."Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open Game Content. h."You" or "Your" means the 
licensee in terms of this agreement.
2.The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used under and in terms of this License. You must affix such a 
notice to any Open Game Content that you Use. No terms may be added to or subtracted from this License except as described by the License itself. No other terms or conditions may be applied to any 
Open Game Content distributed using this License.
3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.
4.Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with the exact terms of this License to 
Use, the Open Game Content.
5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Contributions are Your original creation and/or You have sufficient 
rights to grant the rights conveyed by this License.6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT NOTICE 
of any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright holder’s name to the COPYRIGHT NOTICE of any original Open 
Game Content you Distribute.
7.Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in another, independent Agreement with the owner of each 
element of that Product Identity. You agree not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as 
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Open Gaming Content
This product is produced under the terms of the Open Gaming License v1.0a. All text is Open Content except as identified below under Designation of Product Identity.

Designation of Product Identity
The following items are hereby designated as Product Identity:

1. The name "Spes Magna Games" as well as all identifying marks of Spes Magna Games, including but not limited to the Spes Magna logo and the phrase "Ludi Fortes - Strong Games". 
Spes Magna logo by Darren Calvert.

2. The product name "Dodeca Encounters" except for its use within Section 15 of the Open Gaming License.

Art Credits: WP Clipart.

Copyright and Trademark Notice
Dodeca Encounters. Copyright 2011, Mark L. Chance, published by Spes Magna Games.

Pathfinder is a registered trademark of Paizo Publishing, LLC, and the Pathfinder Roleplaying Game and the Pathfinder Roleplaying Game Compatibility Logo are trademarks of Paizo 
Publishing, LLC, and are used under the Pathfinder Roleplaying Game Compatibility License.

See http://paizo.com/pathfinderRPG/compatibility for more information on the compatibility license.

paizo.com, Kevin Athey <drizzt@acm.org>, May 8, 2013

paizo.com, Kevin Athey <drizzt@acm.org>, May 8, 2013

2833193

2833193

2833193

435545

435545

435545

file:///C:/Users/Mark Chance/Documents/Spes Magna/Documents/Spes Magna/Masters of Disguise/Documents/QuidNovi/GamerLifestyle/Fencing_and_Firearms/Pathfinder is a registered trademark of Paizo Publishing, LLC, and the Pathfinder Roleplaying Game and the Pathfinder Roleplaying Game Compatibility Logo are trademarks of Paizo Publishing, LLC, and are used under the Pathfinder Roleplaying Game Compatibility License. See http://paizo.com/pathfinderRPG/compatibility for more information on the compatibility license.
http://wpclipart.com/
http://www.darrencalvert.com/


expressly licensed in another, independent Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge 
to the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and interest in and to that Product Identity.
8.Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game Content.
9.Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of this License to copy, modify and distribute any Open Game 
Content originally distributed under any version of this License.
10.Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.
11.Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have written permission from the Contributor to do so.
12.Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game Content due to statute, judicial order, or governmental 
regulation then You may not Use any Open Game Material so affected.
13.Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of becoming aware of the breach. All sublicenses shall survive 
the termination of this License.
14.Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it enforceable.
15.COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.
System Reference Document. Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, based on material by E. Gary Gygax and Dave Arneson.
Advanced Player’s Guide. Copyright 2010, Paizo Publishing, LLC; Author: Jason Bulmahn.
Pathfinder RPG GameMastery Guide, Copyright 2010, Paizo Publishing, LLC; Authors: Cam Banks, Wolfgang Baur, Jason Bulmahn, Jim Butler, Eric Cagle, Graeme Davis, Adam Daigle, Joshua J. Frost, 
James Jacobs, Kenneth Hite, Steven Kenson, Robin Laws, Tito Leati, Rob McCreary, Hal Maclean, Colin McComb, Jason Nelson, David Noonan, Richard Pett, Rich Redman, Sean K Reynolds, F. Wesley 
Schneider, Amber Scott, Doug Seacat, Mike Selinker, Lisa Stevens, James L. Sutter, Russ Taylor, Penny Williams, Skip Williams, Teeuwynn Woodruff.
Pathfinder RPG Core Rulebook. Copyright 2009, Paizo Publishing, LLC; Author: Jason Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.
The Book of Experimental Might. Copyright 2008, Monte J. Cook. All rights reserved.
Tome of Horrors. Copyright 2002, Necromancer Games, Inc.; Authors: Scott Greene, with Clark Peterson, Erica Balsley, Kevin Baase, Casey Christofferson, Lance Hawvermale, Travis Hawvermale, 
Patrick Lawinger, and Bill Webb; Based on original content from TSR.
Dodeca Encounters. Copyright 2011, Spes Magna Games; Mark L. Chance.
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