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M O N S T R O U S  L A I R  #46 :  B A S I L I S K ' S  D E N  

Monstrous Lair #46: Basilisk’s Den provides you—the busy, time crunched GM—with the details to effortlessly bring to life the basilisk dens in 
your campaign. 

Are you a busy GM? Does session prep take too long? Do you never have time to work on the cool little details that can bring your 
adventures, dungeons and campaign to life? This short, focused compilation gives you, the time-crunched GM, the tools to effortlessly add 
verisimilitude and detail to your dungeons. Use the material herein either before or during play and bask in your players' adulation. 

C R E D I T S  

Design: Steve Hood 
Development: Creighton Broadhurst  
Art: William McAusland and V Shane. Some artwork copyright 

William McAusland, used with permission. 

All rights reserved. No part of this publication may be reproduced, 
stored in a retrieval system or transmitted, in any form or by any 
means, without the prior permission in writing of Raging Swan 
Press or as expressly permitted by law. 

©Raging Swan Press 2019. 

C O N T E N T S  

To contact us, email gatekeeper @ragingswan.com 

To learn more about Raging Swan Press, visit ragingswan.com  

To learn more about Raging Swan Press on Patreon, visit 
patreon.com/ragingswanpress 

U S I N G  T H I S  P R O D U C T  

Designed specifically for you, the busy GM, these tables can be 
used before or during the game to help breathe life into a 
monster’s lair and are compatible with published modules or your 
own adventures. Adding depth and verisimilitude to your game 
helps the players’ (hopefully willing) suspension of disbelief. 
 The tables appear in the order you’ll likely need them. Roll on 
the relevant table and use the result to spark your creativity. Re-roll 
or modify any inappropriate results. 

• Outside the Lair: Determine features outside the lair, using 
this table.  

• What’s Going On? The basilisk probably isn’t just sitting 
around waiting for intruders. Use this table, to determine what 
it is doing when the PCs arrive. Remember, the PCs’ actions 
may render some of the entries moot—particularly if the 
basilisk is aware of intruders.  

• Major Features: Use this table, to determine the lair’s major 
feature(s). This feature is so obvious, the PCs automatically 
notice it. Only reveal information in brackets if a PC discovers 
it in some way. 

• Minor Features: Use this table, to determine the lair's minor 
feature(s). The feature might be so obvious the PCs 
automatically spot it; alternatively, the PCs may have to make 
an easy skill check to notice the feature. Only reveal 
information in brackets if a PC discovers it in some way. 

• Basilisk’s Appearance: Use this table, to generate the 
basilisk’s appearance and other characteristics. 

• Treasures & Trash: Use these tables, to add interesting items 
to the basilisk’s hoard. Assign a value to each treasure 
appropriate to your campaign. The tables assume you will 
place magic items, coins and other notable items and do not 
contain such entries. 

The tables herein make two assumptions: 

1. You have a map of the area, or will design one “on the fly”. 
2. You know what lurks in the area and have all their stat blocks. 

Credits 1 ....................................................................................................
Contents 1 .................................................................................................
Using This Product 1 ................................................................................
Basilisk’s Den 2 .........................................................................................

1: Outside the Lair 2 ..........................................................................
2: What’s Going On? 2 ......................................................................
3: Major Lair Features 2 .....................................................................
4: Minor Lair Features 2 .....................................................................
5: Basilisk’s Appearance 3 ................................................................
6: Treasures 3 ......................................................................................
7: Trash 3 .............................................................................................

OGL V1.0A 4.............................................................................................



B A S I L I S K ’ S  D E N  

The squat, reptilian basilisk has the terrifying ability to transform its 
prey into stone before shattering the statues into edible chunks to 
feast upon.  

1:  O U T S I D E  T H E  L A I R  

2 :  W H AT ’ S  G O I N G  O N ?  

3 :  M A J O R  L A I R  F E AT U R E S  

4 :  M I N O R  L A I R  F E AT U R E S  

D10

1

Tall trees have wrapped themselves around a massive 
statue of a towering barbarian. The thick moss and vines 
growing over it cannot conceal the look of surprise and 
confusion on the man’s face.

2 Small puddles bubble with poisonous yellow froth.

3 A profusion of heavy-set lizard tracks mark the floor.

4 A large tree has been shattered by the rampaging 
basilisk’s tail leaving splintered wood littered around.

5 A stone owl sits on a tree branch, above the track.

6 Small piles of gravel are stacked intermittently around 
the area. (These are the basilisk’s grainy faeces.)

7 Statues of men impaled on rocks or branches are the 
remains of flying explorers falling in mid-transformation.)

8 A head-aching sulphurous stench fills the area.

9 Petrified fish wash up downstream from the lair.

10 Trampled trees and smashed rocks indicate a massive 
creature fled through the area in blind terror.

D10

1 Basking in the sun the basilisk grips onto a large boulder 
with its many clawed feet.

2 With a rattle like a small landslide the basilisk defecates 
gravel-like faeces that stinks like rotten eggs.

3 Sickened by the contents of its last meal’s backpack the 
basilisk uncontrollably retches and vomits.

4 The basilisk claws lazily at the floor making a furrow for 
its soon to be laid eggs.

5 With glands around its eyes and mouth flushed crimson 
with blood, the basilisk roars loudly to attract a mate.

6 The basilisk buries itself deep in the sun-warmed gravel.

7 The beast noisily rummages around for inedible gems 
from its previous victim’s treasure.

8 The basilisk noisily chews on a stone elk’s head.

9 The basilisk claws frantically at something in the ground.

10 The basilisk slumbers on a pile of broken stone bodies.

D10

1 A statue of a crawling elf is half submerged in a pool; a 
look of absolute terror covers her face.

2 A swarm of stone rats—dangerous trip hazards—are 
scattered about the lair.

3 Deep claw marks twist and turn up a wall to a dark crack 
in the rocks above.

4
A pile of rotting backpacks, armour and weapons lies in 
a corner; a dusting of yellow crystalline powder covers 
them all.

5 A stone knight, his shield held before his face, in full 
armour is wedged deep in a crack in the cavern wall.

6 A carving of a spider climbing the wall falls off when 
touched and shatters into hundreds of pieces 

7 A deep chasm in the floor divides the area in two; 
shattered stone statues cover the chasm’s floor.

8 A tangle of petrified people petrified while fleeing fills a 
narrow corridor, making progress difficult.

9 A collection of scales, bits of fur and small bits of broken 
statues fills a shallow ditch, like a rough nest.

10 A terrified-looking (petrified) dwarf woman hides behind 
another statue of a tall human woman.

D10

1 A longsword gripped in a stone hand lies on the floor.

2 A stone head rests on the floor, directing an accusing 
look towards a ledge high above.

3 Petrified in front of a small statue of a halfling holding a 
mirror is a young basilisk caught by its own gaze.

4 Piled in a corner is a collection of stone body parts.

5 Barrels, boxes and bones fill a corner of the chamber.

6 Scattered around the floor are pages from a ruined book 
discussing how best to hunt basilisks.

7 A bed of furs covers a stone woman petrified waking 
from a deep sleep.

8 Several foot-long eggs are partially buried in a sandy pit.

9 Broken basilisk teeth surround a stone dwarf’s head.

10 A stone child wrapped in blankets is tucked into a 
narrow crack beyond the basilisk’s claws but not its gaze.
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5:  B A S I L I S K ’ S  A P P E A R A N C E  6 :  T R E A S U R E S  

7 :  T R A S H  

D10

1 Thick scales of green and black cover the back of this 
monstrously large basilisk.

2 Russet brown scales cover the basilisk enabling it to 
blend in with the sandy ground.

3
Blotches of grey and white cover the skin of this 
seemingly old basilisk. One of its horns is missing; only a 
jagged stump remains.

4 Spines tipped with red pulsing blood form a ridge down 
this black and crimson basilisk’s back.

5 Pitch black scales and armoured plates cover this 
basilisk, which help it to blend into the shadows.

6 Bright yellow with stripes of blue and green, this basilisk 
basks contentedly after a good meal.

7
Scales of pure white cover this basilisk’s hide topped 
with icy blue armoured plates. The white hide and blue 
plates shimmer iridescently in bright light.

8 Long and sinuous, this basilisk raises it head like a coiled 
cobra as it searches for prey.

9
Black armoured scales cover this oddly elongated, ten-
legged basilisk’s orange and red hide. The creature’s 
eyes burn with infernal light.

10
Black and white stripes—like a tiger’s—cover this basilisk’s 
entire body. One of the creature’s eyes is blue while the 
other burns red.

D10

1 The thick hide of the basilisk, once cured and prepared, 
makes perfect scale armour.

2 Vials of the basilisk’s blood sell well to enterprising 
wizards looking to make potions.

3 The bones of the basilisk, when powdered and added to 
mortar, enhances the strength of any wall.

4 A reflective shield of polished silver, unfortunately 
covered in dried blood and gore, lies on the floor.

5
An ostentatiously made helm with a reflective visor that 
blocks the power of the basilisk’s gaze yet still allows its 
wearer to see lies upside down.

6 This spiked metal mace flanged with basilisk claws slows 
those it hits.

7 This cloak of hide and scales enables its wearer to 
transform into a rock or melt into stone and back again.

8 This tiny alabaster figure of a multi-legged lizard 
transforms into a full-sized mount when commanded.

9 From an ancient cult this stone chalice can, on 
command, fill with basilisk’s blood.

10 These four arrows tipped with basilisk teeth encase their 
targets in stone for a short amount of time.

D10

1 An ornately detailed two-handed sword with a dragon’s  
head hilt lies in pieces. 

2 A broken basilisk tooth is wedged into a rock fissure.

3 These iridescent shells from basilisk eggs collapse into 
useless powder when touched.

4 A stone mouse peaks from a crack in a wall.

5 These small, yellow, perfectly spherical stones are the 
basilisk’s faeces.

6 A small stone hand holds an empty potion bottle.

7 This crusty section of basilisk skin is now too old and 
brittle to be of use in magic item creation.

8 A heavy stone shield, with its wielder’s arm still attached 
to the inside, lies against the wall.

9 Dried blood fills this cracked bucket.

10 Several stone arrows lie on the floor.
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O G L  V 1 . 0 A  

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 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 1.0 ©2000, Wizards of the Coast, Inc. 
 Open Game License v1.0a. Copyright 2000, Wizards of the Coast Inc. 
 System Reference Document: ©2000, Wizards of the Coast, Inc. Authors: Jonathan Tweet, Monte Cook, Skip Williams, based on material by E. Gary Gygax and Dave Arneson. 
 Monstrous Lair #46: Basilisk's Den. ©Raging Swan Press 2019; Author: Steve Hood. 

To learn more about the Open Game License, visit wizards.com/d20. 

Product Identity: All trademarks, registered trademarks, proper names (characters, deities, artefacts, places and so on), dialogue, plots, storylines, language, incidents, locations, 
characters, artwork and trade dress are product identity as defined in the Open Game License version 1.0a, Section 1(e) and are not Open Content. 

Open Content: Except material designated as Product Identity, the contents of Monstrous Lair #46: Basilisk's Den are Open Game Content as defined in the Open Gaming License 
version 1.0a Section 1(d). No portion of this work other than the material designated as Open Game Content may be reproduced in any form without written permission. The moral 
right of Steve Hood to be identified as the author of this work has been asserted in accordance with the Copyright Designs and Patents Act 1988.
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