
Enrich Your Campaign With Kingdom Events 
By Ed Larmore 

A while back, Johnn Four posted some kingdom events tables. Today’s 
article expands on those tables by giving guidance on how to connect the 
random kingdom events to each other and to the player characters. 

This will make your campaign feel dynamic. It won't feel like the PCs are 
the only ones influencing the world, yet what they do does matter. 

The following tips will also give you ideas for future adventures. 

Step 1: Note the Kingdoms In Your Campaign 
Get out your campaign map and note the kingdoms in your campaign. Give 
each a two-letter code, a short summary, and a note on which kingdoms 
border which. 

Example: 
Alitrem (AL): Kingdom of horse riders on the high plains. Borders BD 
and GE 

Boddynock (BD): Mountain valley specializing in trade. Borders AL 

Gesh (GE): Desert nomads. Not unified, so not really a kingdom. Borders 
AL 

Step 2: Roll for events for the upcoming year 
Starting with the current season in your campaign, roll d100 once for each 
kingdom in your campaign and consult Table 1 below and note the results. 
Reroll if you don’t like the results. 

Repeat for each season for the next campaign year. 

http://www.roleplayingtips.com/campaigns/kingdom-events-4-seasons/


Table 1: Kingdom Events 

Event Spring Summer Autumn Winter 
Nothing 1-12 1-10 1-18 1-20 
Alliance Offer 13 11 19 21 
Ancient Ruin Discovered 14 12 20 - 
Avalanche - - - 22-27 
Baby Boom - - 21-24 - 
Banditry 15-20 13-20 25-29 28-31 
Blizzard - - - 32-36 
Border Dispute 21-25 21-28 30 37 
Brutal Winter - - - 38-45 
Bumper Crop 26-30 - 31-34 - 
Charlatan 31 29 35 46 
Clashes At Sea 32-34 30-32 36-40 47 
Corruption Discovered 35 33 41 48 
Crop Blight 36 34 42 - 
Drought - 35-39 - - 
Earthquake 37 40 43 49 
Enemy Leader Rises 38 41 45 50 
Extreme Manpower 
Shortage 39 - 46 - 
Fire 40 42 47-49 51-58 
Flood 41-49 43-49 - - 
Foreign Emissary 50 50 50 59 
Founding Of An Order 51 51 51 60 
Guild War 52 52 52 61 
Heresy 53 53 53 62 
Holy Man Emerges 54 54 54 63 
Hunnar Raids 55-56 55-56 55-56 64-68 
Ice Clan Raids - - - 69-74 
Important Birth 57-58 57-58 57-58 75-77 
Important Marriage 59-60 59-60 59-60 - 
Inactive War 61 61 61 78 
Inflation 62 62 62 79 



Inspiring Artist 63 63 63 80 
Livestock Rustlers 64-65 64-67 64-65 - 
Manpower Shortage 66-69 - 66-71 81-83 
Meteorite Strike 70 68 72 84 
Mysterious Beast 71 69 73 85-87 
New Artistic Movement 72 70 74 88 
New Resource 
Discovered 73 71-72 75-78 89 
Organized Crime 74 73 79 90 
Peasant Rebellion 75 74 80 - 
Pirate Raids 76-80 75-77 81-88 - 
Plague 81-84 78-84 89 - 
Protest 85 85 90 91-93 
Refugees 86-88 86-88 91 94 
Shocking Crime 89 89 92 95 
Signs In The Sky 90 90 93 96 
Storm At Sea 91-93 91-92 94-95 97 
Tornado 94 93 - - 
Treasure Found 95 94 96 - 
Tribute 96 95 97 98 
Unauthorized 
Conscription 97 96-97 - - 
Unexpected Guests 98 98 98 99 
Volcano Erupts 99 99 99 100 
Witch Hunt 100 100 100 - 

Source: Michael Garcia 

 



Example (continued): 

Kingdom Winter 505 Spring 506 Summer 506 

Alitrem Avalanche Nothing Livestock 
Rustlers 

Boddynock Volcano Erupts Banditry Important 
Marriage 

Gesh Signs in the Sky Treasure Found Enemy Leader 
Rises 

 

Step 3: Chain some of the events 
Chain some events to each other, but only if they are in the same or a 
bordering kingdom and in the same or subsequent season. 

Example 1: The volcanic eruption in Boddynock (Winter 505) causes the 
avalanche in Alitrem. It also leads to banditry (Spring 506). 

Example 2: The signs in the sky in Gesh (Winter 505) portend a treasure 
will be found (Spring 506), which in turn leads to “Enemy Leader Rises” 
(Summer 506). 

Step 4: Other Event Causes 
From Step 3, we chained events together and saw that some events are the 
cause of others. But for non-chained events, decide who or what is the 
cause, if any. 

Consider using people or groups even if it doesn’t make sense. For 
example, a local leader causes a natural disaster. In that case, the gods 
might be part of the explanation. Maybe the gods are punishing the 
kingdom for sins of the leader. Or perhaps the leader is a powerful wizard 
who can influence the weather. 

 



 

Don’t fill out details yet. That comes later. 

Example 1 (cont’d): An angry god caused the volcanic eruption. 

Example 2 (cont’d): “Fate” is the cause for the signs in the sky in Gesh. 

Step 5: Perceived Cause of Event 
The cause of an event won’t always be clear. But locals will always have a 
theory or two. And these theories, correct or not, can add spice to any 
adventures related to the events. 

For each event, decide whom the local people credit or blame for the event. 
It could be a local leader or group, or one from a neighboring kingdom. 
They could attribute the cause to the PCs, an ally or friend of the PCs, a 
powerful wizard, an angry god or a reclusive hermit. 

Don’t be specific yet as to who exactly is the cause or why. The details come 
later. 

Example 1 (cont’d): An ally of the PCs is blamed for the volcanic 
eruption in Boddynock. The locals believe the volcano god is angry with 
that person. 

Example 2 (cont’d): Only one person, a tribal leader in Gesh, correctly 
interprets the signs in the sky. And he is the one who finds the treasure the 
signs refer to. 

Step 6: Determine Details 
Write a paragraph or two about each event or chain of events. For example, 
if the event is an important birth, write down who was born and who 
his/her parents are. 

Weave events into the plot line of your PCs, or to NPCs, groups and famous 
items the PCs have learned about your campaign through their adventures. 
This will make your players feel a sense of realism about your campaign 
and that the actions their characters take make a difference. 



Example 1 (con’td): The volcano destroyed a village near its base, called 
Kruth’s Gate. The villagers blame an NPC gnome named Professor Gazim, 
who lives in nearby Murnigton. He is an ally of a PC guild that is on an 
adventure involving dragons. The locals believe the mountain/dragon god, 
Kruth, caused the volcano to erupt because he is angry with Professor 
Gazim for his involvement in the affairs of dragons. Some of the displaced 
villagers turned to banditry to survive. 

Example 2 (cont’d): The PCs previously heard stories of a blue dragon 
named Karzhou who long ago defeated the King of Gesh, looting the 
kingdom’s vast wealth. So we tie in the recent events in Gesh to that 
backstory. The tribal leader is a descendant of the long-ago king and 
interprets the signs to mean Karzhou has left behind his treasure while in 
search for a mate. The tribal leader finds the treasure and uses it to raise an 
army to lead a unification war in Gesh. 

Step 7: Generate Plot Hooks 
Use the notes from the previous steps for generating adventure ideas for 
the PCs. If there’s an important marriage, maybe they are invited. If there 
are raids, maybe they are there when it happens. If ‘Organized Crime’ is 
rolled, perhaps they are witnesses or suspects, or are hired to investigate. 

Example 1 (cont’d): the PCs are on their way to Boddynock and are 
attacked by bandits displaced by the volcano. When they arrive in 
Boddynock, they discover the bandits kidnapped their ally, Professor 
Gazim and now they want to rescue him. 

Example 2 (cont’d): the PCs are in Alitrem and notice that the prices of 
weapons and armor have shot way up. Upon investigation, they learn that 
merchants from nearby Gesh are buying it all up for the unification war, 
paying with the treasure that was found. 

About the Author 
Ed Larmore is a long-time DM of the Eraven Campaign. He is also the 
developer of Scabard, an RPG campaign manager. 
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