
Auspices
Prediction comes true in (1) hours, (2) days, (3) months, (4)  
years, (5) decades, (6) centuries… [1d6 or decide].

You cannot be sure when exactly the prediction comes true.  
Will you actively try to pursue it in the time of it, or do you  
try to avoid it? Can you avoid it with wits and cunning, or is it  
your fate and destiny?

1. You  shall  be  known  as  “Kingslayer”,  whether  in  a 

abominations.

18. You will barely escape your death.

19. You will encounter your child you were not aware of 
existing.

20. Aliens from beyond the space will contact you. They 
have a very important message to deliver.

21. Extradimensional  horrors  abduct  you  for 
experiments.

22. You will fall in love with an over earthly being. The 
love is mutual.

23. In the snowy wastes you will get lost.

24. Dragons! And demons! You will witness a great war.

25. Your sex will change in weird circumstances.

26. You will evoke (new) magical powers.

 

46. Destrution and devastation on your path.

47. Seven deadly sins you will commit.

48. You will travel to distant stars.

49. Most precious thing for you will disappear.

50. You shall unmake a creation.

51. You'll loose your head, but continue to live.

52. Ghosts of your victims will haunt you.
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Auspices
53. You will destroy the dragon.

54. You will be the dragon of Realm.

55. There is no place for  you anymore,  you will  be an 
outcast where ever you travel.

56. Only a true love will be your salvation.

57. Magic disfigures you.

74. You will learn hatred you couldn't even imagine.

75. You  will  lose  something  important,  but  gain 
something equally important.

76. The dead will rise.

77. You will be accused of a grand crime.

78. No horse will accept you anymore.

79. EFey will become your enemies.

80. You shall transmute into a monster.

81. A discovery from your past will forever change how 
you see yourself.

82. Fauna will become you.

83. You will be tricked into something nasty.

99. Repent your sins, or be damned.

100. Everything was nothing.

You  can  let  the  character(s)  roll  for  an  auspice  in  the  
beginning  of  the  campaign.   Or  they  might  discover  the  
auspices during their adventures. Unwillingly, or in purpose.

If  you think this  kind of  fiat  is  too directive,  use  them as  
general campaign inspiration or  adventure elements.
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