
Mostly modified from tables in the Doctor Who RPG 

 

D6 D6 Theme/Plot 

1 1 Ancient Power 

 2 Chase/Race 

 3 Collection/Delivery  

 4 Destruction 

5 Disaster 

 6 Exploitation 

2 1 Escape 

2 Exploration 

3 Infection 

 4 Intrigue/Diplomacy 

 5 Invasion 

 6 Mistaken Identity 

3 1 Raid 

 2 Revenge 

 3 Rightful Rulers 

 4 Sabotage 

 5 Survival 

 6 Investigation/Proof 

4 1 Murder 

 2 Protection 

 3 Traitor/Betrayal 

 4 War/Victory 

 5 Family 

 6 Growth/Understanding 

5 1-2 Reroll, double ADVERSARIES 

 3-4 Reroll, double LOCATIONS 

 5-6 Reroll, double OBJECTS/OBJECTIVES 

6  Reroll, 1d6 times. Ignore further results of 6. 

 

Ancient Power 

A thing of terrible power has been (or is about to be) released from imprisonment or voluntary 

slumber. 

 Liberator 

 1 PCs (presumably by accident) 

 2 natural disaster 

 3 an ADVERSARY 

 4-5 curious innocents 

 6 servants of the Ancient Power. 

 Weakness 

 1-2 an OBJECT 

 3-4 an ancient device or formula 

 5-6 using the Ancient Power’s own weapons against them 



 

Chase / Race 

A new or existing ADVERSARY is after someone for some reason. 

 Why 

 1-2 Plain ol’ revenge 

 3-4 an OBJECT the pursuee has 

5-6 capturing the pursuee for some reason (their knowledge, their genetic material 

for cloning, etc.) 

Who 

1-2 The PCs 

3 a SUPPORTING CHARACTER 

4 a ship 

5-6 a group or entire species. 

A Chase might instead be a Race, in which numerous npcs are racing to gain an OBJECT or 

OBJECTIVE first. 

 

Collection / Delivery 

The PCs have to gather or deliver an OBJECT, OBJECTS, or a SUPPORTING CHARACTER, 

before a deadline. Perhaps their cause needs this done for an impending operation, or 

perhaps it’s part of a business agreement. PCs might need to travel to multiple worlds to 

complete the task, or be confined to a single city. 

 What 

 1-3 OBJECT 

 4-6 SUPPORTING CHARACTER 

 

Destruction 

PCs have to destroy a specific thing before a deadline. May also apply to surveillance. 

 Target 

 1-3 OBJECT 

 4-6 LOCATION 

 

Disaster 

A LOCATION faces an environmental catastrophe. 

 Disaster 

 1-2 Planetary (earthquake, volcano, etc.) 

 3-4 Stellar (asteroid, gamma ray burst, etc.) 

 5-6 Artificial (pollution, enviro-generator meltdown, etc.) 

 Cause 

 1 Nature 

 2-3 People (greedy, mad, or power-hungry) 

 4 an ADVERSARY 

 5-6 side-effect of a different phenomenon. 

 

Exploitation 

Someone is exploiting a LOCATION for an OBJECTIVE. 



 Who 

 1-2 ADVERSARY 

 3-4 Corporation or special interest group 

 5-6 Alien race 

 

Escape 

PCs must escape from a LOCATION, whose controllers would prefer PCs remained. Roll 

below to figure out how they managed to get free within the place. 

 Released 

 1-2 accident 

 3-4 power outage 

 5-6 mysterious ally among the guards 

 Escape Method 

 1-2 one PC knows about a secret exit 

 3-4 trustworthy ally who shows them how to avoid security 

5 they went in to rescue someone, and have an extraction team ready. 

6 they went in to lead a revolt, and have to capture the facility to escape. 

 

Exploration 

PCs survey a previously unknown LOCATION – perhaps a site for a new base, raw materials, 

new trade markets, or archaeological ruins. 

 

Infection 

The characters or an NPC come into contact with an infection. 

 Source of Infection 

 1-2 LOCATION 

 3-4 OBJECT 

 5-6 ADVERSARY 

If an ADVERSARY, they might be the creator; if so, roll another Theme as their primary plot, 

Infection becomes the subplot.) If they are only a carrier, they might be willing to ally with the 

characters long enough to figure out a cure. 

Determine OBJECTIVE of the infection – it might be sentient. 

Might also apply to computer viruses and such. 

 

Intrigue / Diplomacy 

PCs trapped between ADVERSARY 1 and ADVERSARY 2, in a conflict involving betrayal, 

political sabotage, disinformation, and the odd assassination or kidnapping attempt. PCs may 

wish to broker a peace, or just get out of the situation alive. Or they might be hired by one side 

or the other to protect diplomatic negotiations. 

 Goal of Intrigue 

 1-2 OBJECT 

 3-4 LOCATION 

 5-6 emotional satisfaction (love, revenge, power for the sake of power). 

Might be instigated by an outside power; if so, roll another ADVERSARY and theme, and treat 

Intrigue as a subplot. 



 

Invasion 

An ADVERSARY is invading a LOCATION, generally with full military power. OBJECTIVE varies. 

May wish to decide/generate a few more Themes as subplots, especially if the invasion 

requires stealth. 

 

Mistaken Identity 

One or more characters are mistaken for: 

 Identity 

 1 Lost family member 

 2-3 important person 

 4-5 member of important group 

 6 deity 

Roll another Theme to be the main plot of the adventure. 

Even if the PCs try to explain the error, the other parties may not listen. 

If desired, roll an ADVERSARY who wants to harm/capture them. 

 

Raid 

An ADVERSARY attacks a LOCATION to acquire an OBJECTIVE. Usually confined to a single 

location. 

PCs might be the raiders instead; and it might not be a military raid – perhaps the characters 

are archeologists. 

 

Revenge 

An ADVERSARY desires revenge, and will do anything to get it. 

 Target 

 1 another ADVERSARY 

 2 a specific person 

 3-4 the PCs 

 5 a group 

 6 an entire species 

Might generate another Theme to serve as the ADVERSARY’s trap for the target. 

 

Rightful Rulers 

Exiles seeking lost inheritance. May or may not be in the right. 

 Birthright 

 1 OBJECT 

 2 LOCATION 

 3 country 

 4 planet 

 5 interstellar civilization 

 6 group of people/ gene-banks 

 Enemies of Exiles 

 1-2 ADVERSARY 

 3-4 rival tribe/clan of their race 



 5-6 former subject race 

 

Sabotage 

PCs must secretly infiltrate an enemy LOCATION of military, industrial, or transportation 

importance, and put it out of commission. 

Alternately, PCs have to track down an ADVERSARY within their own facility and stop them 

from sabotaging it, perhaps even needing to prove to their superiors that a threat exists at all. 

 

Survival 

A race or species reduced to primitivism by a disaster. Might be a subplot. 

 Level of Primitivism 

 1-2 shun technology as sorcery/cause of their downfall 

 3-4 technology maintained by religious elite 

5-6 technology understood, but broken/rationed/incapable of saving them without 

outside help. 

 Cause of Downfall 

1-2 an ADVERSARY (might still be around – roll another Theme for the reason they 

attacked) 

 3-4 natural disaster 

 5-6 their own negligence/devolution 

 

Investigation / Proof 

PCs must investigate a mystery, crime, or other unexplained occurrence. 

 What 

1 Disappearance of a SUPPORTING CHARACTER 

2 Strange anomaly at a LOCATION 

3 Strange anomaly around a SUPPORTING CHARACTER 

4 Find proof of a SUPPORTING CHARACTER’s innocence from a crime. 

5 Find proof of their own innocence! 

6 Find the culprit of a crime (roll an ADVERSARY). 

 

Murder 

PCs must eliminate an ADVERSARY in a key position. 

 How 

 1 Ambush 

 2 Assault on a LOCATION 

 3 Raid of a LOCATION 

 4 Infiltration of a LOCATION 

 5 Misinformation 

 6 As result of sabotage at a LOCATION 

 

Protection 

PCs must defend something from an ADVERSARY 

 What 

 1-2 OBJECT 



 3-4 SUPPORTING CHARACTER 

 5-6 LOCATION 

 

Traitor / Betrayal 

Someone the PCs thought was on their side is working against them. This is the subplot; roll 

another Theme for the main plot. 

Might include allies or even other PCs, if they are being coerced or similar. 

 How 

 1 gives away their location  

 2 gives them false information 

 3 sabotages important equipment 

 4 leads them into a trap 

 5 steals important equipment 

 6 implicates them in a different crime 

 Why 

 1 money 

 2 being blackmailed 

 3 to protect a hostage 

 4 promotion 

5 It’s not the real person, but a copy (such as a clawdite changeling, or a droid 

with a hologram projector) 

 6 mind control 

 

War / Victory 

The PCs are involved in military action, either against one or more ADVERSARIES or caught 

between two ADVERSARIES. 

 Reason 

 1 Territory 

 2 LOCATION 

 3-4 OBJECT or OBJECTIVE 

 5 Social, religious, or philosophical reasons 

 6 Economic reasons 

 Aggressor 

 1-2 ADVERSARY 1 

 3-4 ADVERSARY 2 

 5 All parties equally to blame 

 6 Secretly instigated by ADVERSARY 3 

 

Family 

A PC’s family member drags the party into a problem. 

 Who 

 1-2 A PC’s parent/s 

 3-4 A PC’s sibling/s 

 5 A PC’s cousin 

 6 A PC’s long-lost relative 



 What 

 1-2 Rescue family from an ADVERSARY 

 3-4 Family member asks a compromising favor 

 5-6 Family member asks for help in a dispute. 

 

Growth / Understanding 

One or more PCs has an opportunity to expand knowledge on a particular subject, perhaps 

related to an overall campaign goal or unresolved sideplot – what happened to a missing 

person, an archaeological conundrum, mastery of a lost Jedi technique, discovery of a rival’s 

weakness, and so on. 

 

 

 

Random ADVERSARIES 

D6 D6 Adversary 

1-2 1 crime lord (Hutts, Black Sun, etc.) 

 2 Neimoidians 

 3 unscrupulous smuggler 

 4 an alien of unknown species 

 5 greedy merchant 

 6 team of cruel mercenaries 

3-4 1 ambitious mercenary leader 

 2 out-of-control assassin 

 3 rogue droid 

 4 band of bounty hunters 

 5 outlaw band 

 6 local warlord 

5-6 1 corrupt senator 

 2 pirate lord 

 3 dark side adept 

 4 group of renegade fighter pilots 

 5 mad scientist 

 6 separatist remnant/imperial remnant/rebel group 

 

Random SUPPORTING CHARACTERS 

D6 D6 Supporting Characters 

1 1 Jedi master 

 2 Jedi Mediator 

 3 Jedi investigator 

 4 Padawan learner 

 5 Jedi scholar 

 6 force adept (non-Jedi) 

2 1 retired smuggler 

 2 explorer 

 3 brawler 



 4 rakish scoundrel 

 5 Ithorian nature priest 

 6 slicer 

3 1 an alien of unknown species 

 2 pilot 

 3 navigator 

 4 guide 

 5 group of renegade fighter pilots 

 6 escaped slave 

4 1 freighter pilot 

2 gambler 

 3 law enforcement officer 

4 mundane citizen 

 5 mechanic 

 6 military officer 

5 1 scientist 

2 kid 

 3 bounty hunter 

 4 Senator 

 5 arrogant noble 

 6 droid 

6 1 shopkeeper 

 2 senatorial aide 

 3 retired clone 

 4 Hutt 

 5 Black Sun Vigo 

 6 scavenger 

 

 

Random OBJECTS/OBJECTIVES 

D6 D6 Objective 

1-3 1 lost artifact 

 2 medical supplies 

3 weapon/s 

 4 vehicle/s 

 5 biological (living material, genetic samples, an organism, or biotech) 

6 Destruction of a thing/person/group 

4-6 1 specialized energy source 

 2 information 

 3 mineral 

 4 sacred artifact 

 5 slaves 

 6 power 

 

 



Random LOCATIONS 

D6 Location 

1-3 1 asteroid base 

2 planetary base 

3 orbital base 

4 deep-space station 

5 starship 

6 hyperspace 

4-6 1-3 A world in: 

  1 the Deep Core 

  2 the Core 

  3 the Colonies 

  4 the Inner Rim 

  5 the Expansion Region 

  6 the Mid Rim 

4-6 A world in: 

  1-2 the Outer Rim 

  3-4 the Corporate Sector 

  5 Wild Space 

  6 the Unknown Regions 

 

Worlds 

D6 World 

1-4 An existing world 

5-6 Generate a new world 

 

Each location will consist of one or more relevant Sets (the places where important things 

happen) – as well as corridors and other twisty paths, of course, which should almost always 

be involved. Roll D6 if not sure how many are needed. 

 

D6 D6 Sets 

1 1 detention center 

2 military facility 

3 battlefield 

4 caverns/mines 

5 monastery/temple 

6 factory/power plant 

2 1 jungle/forest 

2 palace/government building 

3 medical facility 

4 lake/sea/beach 

5 library 

6 natural oddity 

3 1 bar/restaurant 

2 construction site 



3 research facility 

4 ruins 

5 university 

6 village/town/colony 

4 1 Luxury apartment 

2 apartment 

3 cantina 

4 casino 

5 conference room 

6 docking bay/hangar bay 

5 1 hotel room 

2 nightclub 

3 police station 

4 speeder platform 

5 warehouse 

6 trash compacter 

6 1 throne room 

 2 mess hall 

 3 operations room 

 4 city block 

 5 shanty town 

 6 guard post/tower 


