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Using this Supplement

These Inspirational Tables are here to support a Dungeon‘Master
in running a game in which the Raven Queen and the Ghoul King‘are
locked in war. Sometimes you will let theddicéydecide ‘and,other times
the consequences of the players’ action as has'made one“choice clear.
Other times you'll choose one becausé you think ‘it is cool or brings out
something to the table thatgispexciting.

Blank tables arglin the final pages so you can make your own,
either re-writing as' the players’@€tions change the world or making
something new in the midst.of White-handed banners or Raven
Banners fly over theland after the war's end.
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Using the Timeline

fine weapons.

Wars do not always go smoothly or according to plan and players
almost never follow expected paths. This is a tool to help you see
where the war might be going and what might be happening in the
overall war as players win victories, suffer defeats or take up side-
quests that you had not anticipated.

New goals might become apparent as new allies take the field.
This, like all of the tools in this supplement, is a rough draft, meant to
be crossed off and re-written to support the events at the table.

£ 9D



Grave War Encounters

2d6 & 1d671-2
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Roll 2d6

‘L DO& 6/ What Could Tip the Balance of the Grave War?

1o 2 ad | Dragon offers air support.

loew 2 & 2 | The Lieh Trinity joins the fray.

1o 2 & & | Winter's Femur, hilt of a famous sword, is unearthed.
1o 2 &4 | Griffon's Graveyard is discovered.

dor 2 &5 | The Sun Diety grows ill.

le@ & 6 | Vecna's spies offer secrets for a fell price.

B or L& 21 | Arch-Mage offers arcane aid.

B o & & 2 | Dwarf clans offer weapons and armor for a fair price.
B or L& 2 3| Legendary Sunsword unearthed.

& o & &4 | Ancient Necropolis discovered nearby.

B or & & 5| The Moon grows rabid.

B o & & 6 | Cloud Giants offer sanctuary.

8 e ® 21 | Unicorn herds stampede, trying to secure forest.

& o ©® & 2 | Gnolls ally with Raven Queen; Elves with Ghoul King.
B ow ® & & | An upcoming eclipse promises necromantic power.

B o ©® & 4 | Diplomatic convoys arrive from the Underdark.

& ew ©® & 5 | Stars fall upon the earth.

B o ©® & 6 | Merfolk offer sea support.
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Roll 2d6 @

l / D6&6 Moments of Unexpected Heroism
1o 2 &1 | Folk gather near a shrine to take comfort.
loer & & 2 | Villagers repair an ancient wall.
1o 2 & 5| Children offer to help in any way they can.
1ow & &4 | Ravens flock into holy sigils and point to safety.
ler 2 & 5 | Rain washes away the blood and offers respite.
1o 2 & 6 | In a nearby hut, a child is born and named Raven.
® o & &1 | Folk help each other forage for food and share goods.
B o & & 2 | Villagers take refugees into their homes.
& o & & 3 | Children ambush ghouls with rocks and slings. ‘
® o & & 4 | Ravens repeat Ghoul Knights’ plans.
B o & 2 5| Sunrise lights the way, offering a momd hope. !
B o & & 6 | Festive music and dancing at a wedding celebration.
8 ew ©® &1 | Folk squat near the river, planning mbush.
& er ©® & 2 | Villagers rebuild a local shrine.
& o ©® & & | Children usher prison‘to Av

—

B or ©® & 4 | Ravens offer to help with seouting and foraging.
S er® &b Stars‘em brMMtic dreams.
& o ® & 6 | Funeral for alocal hero inspires mourners.
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D6& 6 Moments of Horror

1o 2 &d | Apile of corpses are mumbling sad regrets.

lor 2 &2 A‘houl 1: eating a from a pile of meat.

Lor 2 & S| A pile of bloody bones make a fell sigil.

1o 2 & 4 | A child is walking through a ruin, calling for a parent.
dor 2 & 5 | Ghouls are surrounding a village, ready to feast.

EM © | An eclipse renders all healing impossible for a day.

B o & 21 | Corpses are singing sad ballads from their village.
5 o & & 2 | A ghoul knight is feasting in a watchtower.

B ord 3| A field of dead ravens, poisoned by ghouls.

B or L& &4 | A knight is crying over their fallen horse.

B ol 25| Avillage attempts to pick up the peaces after a raid.
B o & & 6 | A red star bathes the night in sinister crimson light.
S or ©® 21 | Corpses strewn over a battlefield, demanding peace.
B oew ©® &2 | A trio of feral ghouls are fighting over a bone.

B o ©® & O | A graveyard is left desecrated by a necromancer.

B or ©® &4 | A farmer sits on a freshly dug mass grave in shock.
Borw ® 25| A child is born, parents name it Doresaine.

B oew ® & 6| A fell thunderstorm rains blood.
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D6&6 Blackwing Paladin Descriptive Tidbits

1o D a1l Losing Faith| ) b g 1 Bite-scar 5 Gl g‘ggeﬁegf
in Queen OF <= & on Hand or Carorseion
Losing Faith| In White to The
lor 222 inOwn |[BerlLsx 2 Draw [8 er Gz 2 Vampire-
Worthiness Attacks Slayer
Confident Eyes Swim ,
lop 23 _ and [Berlkead . with |Bor6sd o onol
Pragmatic Shadows
Went Rotting
1 o @ & 4Undercover|d o & e 4 with Red |8 o G & 4 The]_:i?fm
Not Trusted Plague
Siblin Black Warden of
1o 2% 5 Turne B owLsa 5 Pegasus |B e © & 5the Eastern
Ghoul Steed Front
Former Former :
low L& 6 Squire a |® o L& 2 6 Rogue, Uses|® er & 6 Thﬁesvl\r’l];ny
Prisoner gtealth

D6&6 Ghoul Descriptive Tidbits

N

The Cleric-
S o &z 274

layer

Ready to Holy
lor 2 &1 Supplant |® e &2 1 Symbol
Dorsaine Scar
Fears Next Wears
1o & 2 Failure Will|® o &2 2 Paladin’s
Mean Deathl Gauntlets
Cold and Eyes Red
low 2a S Calculated BerLad W/
Escaped Rotting
1 e 2 & 4 Shadowfell | or L 4 with Red
Prison Plagte

Sibling is
1o Qa5 Palagdi

Undead The
o &2 5 Dire ar |5 e G 5 Western
i aotee Maw

Metal Teeth
1 or L 2 6 with Silver
Incisors

Former

&ow L 2. 6Thief, Often
Stealthy

First
easter

Soer Bz 6 F

£77 @

Roll 2d6

|

Battlefield Details

lor & ad | The center of the field is a hip high mud pit

low 2 22 W of thve slain are bound to their slayers.

1o & S| None die, no matter how grevious the wound.

1o 2 & 4 | Ancient stone age skeletons rise up and take the field.
dor £ & 5 | The learned begin speaking in dead languages.

EM 6 | Wounds whisper your secrets.

& o & 2 1 | Lightning has lit trees aflame.

6 0@ & & 2 | The dead immediately become hungry ghouls

B o & & & | For a while, tears of true grief can raise the dead.

B or el Long dead knights offer weapons to the worthy.

B o & & 5 | The faithful can see who is going to die in this battle.
B or & 2 6| Reinforcements are en route; can the paladins hold?
B er ® a1l | A windstorm is uprooting trees from the earth.

B o ©® & 2 | Thousands of Ravens attack the field, turning the tide.
B or ©® & 5 | Eating human flesh acts as a Cure Light Wounds.

B or ©® & 4 | Steeds refuse to take the field.

® o ©® & 5 | Everyone can summon one ghost from their ancestors.
B e ® 2 6 | A knight is begging a peasant levy to stay on the field.
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What can heroes learn about the Ghoul King with Arcana?

The Ghoul King’s elite necromancers are known as the Bone

WHhat ean heroes leafn with History?

The Rave een's p
‘Ia ing here

an King's priests have been
ong a one can remember.

Hands.
10 There is tension between the Ghoul King’s clerics and the
necromancers who serve him.
15| You know a personal weakness of a necromancer serving the

Ghoul King.

10

You knowgof a‘cursed steppe where the wind howls like a ghost;
the Ghoul King and Raven Queen did battle here centuries ago.

20| You know of a lost necropolis the Ghoul King’s necromancers

might be looking for.

15

Th Queen a Ghoul King were mortals here. You
know t ndoned age where she was raised and the elf
el where Doresain turned to Orcus.

25| Doresain, the Ghoul King, was driven from his abyssal domain by

Yeenoghu, Gnoll Lord, and Orcus would not intervene on his behalf|

30

You can surmise exactly where the Ghoul King will want to place

the final gate he will use to walk this plane.

20

Elves are often‘ashamed that Doresain was originally an elf but
refuse to decimate the Ghoul King.

e Raven Queen killed the Ghoul King's beloved. She cut off their
‘ ghoul's head and buried it under her own cathedral.

S10)

The Ghoul King bit the Raven Queen's beloved. The Raven Queen
put her beloved to rest before they turned into a ghoul and the
queen’s tears of grief formed a river, her anger - a stormcloud.

What can heroes learn about the Raven Queen with Arcana?

') The Raven Queen can see through any raven’s A

10 You know of a place in the darkest heart forest where the
Shadowfell looms close; the Raven Queen’gfallies might'be mear.

15| When the dead are put to rest under the Rav een’s rit!s it

bolsters her
20| You know of a dark hill covered in stafiding stones where the
Shadowfell isieasy t6 reach.
25| The Ghoul Kin ut of favor with Orcus the Raven Queen
wis to destroy him w isolated.
30 [You can surmise exactly where the Raven Queen will want to open|

a gate to the Shadowfell so her avatar might walk this plane.
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Notes & Thanks

These are the tables,] make fof the games I run. I hope they are
useful for you ahd inspire fun things te happén in your play.

Thankyou to€veryone who,gave me feedback and/or inspired
me through their play or discussions: Aaron Clifford, danaki
Parthasarathyf Storn Cook, Charles Picard, Madday, dohn
Stavropoules, Andrew Urbanek, Stras Acimovic, Lauren McManamon,
Luke of the Wild Wood, theThursday Night Delving Club (Andrew, Teo,
Anthony, dohn, Baska, dohn, Jdesse)

This blog post on the Papers and Pencils blog changed the way I
thought about encounter tables: https://www.paperspencils.com/

strocturing-encounter-tables/

Thig supplement was created with Affinity Publisher/Photo/
Designer on a Surface &.

If you'd like to tell me fun stories about how the war between
the Raven Queen and the Ghoul King shook out at your table, I'd love
to hear about it. Email me if you have a moment:
judd.karlman@gmail.com
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