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Determine how many 
days have passed since 

you last played.

Do you have 
more than 30 
days left to 
process?

Process 30 days and note 
the poorest lifestyle your 
character experienced 
during that time.

Do a life event check 
based on the poorest 
lifestyle noted from the 
previous step.

Subtract 30 from the days 
you have left to process.Do you have 

more than 10 
days left to 
process?

Process 10 days and note 
the poorest lifestyle your 
character experienced 
during that time.

Do a life event check 
based on the poorest 
lifestyle noted from the 
previous step.

Subtract 10 from the days 
you have left to process. Do you have 

more than 4 
days left to 
process?

Process all the remaining 
days and note the poorest 
lifestyle your character 
experienced during that 
time.

Do a life event check 
based on the poorest 
lifestyle noted from the 
previous step.

Process all the remaining 
days. Don't do a life event 
check.

    Start Playing!
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Single Day Upkeep Process

1. Determine the task for the day. There can be only one task for each day processed
2. Choose a lifestyle, paying its cost, or accept the lifestyle provided by the day's task for free.
3. Convert experience from raw to gained for the long rest. Amount is Lifestyle Multiplier x current level.

Task Choice for Each Day

1. Assimilate raw experience – Each 1gp =  player's current level of xp converted from raw to gained. Max 50gp 
per day. Update character and possessions as appropriate. No Free Lifestyle.

2. Practising a profession – Provides a free day of lifestyle. Cannot be combined with a paid lifestyle.

1. Normal = modest lifestyle.

2. A member of an organisation that can provide gainful employment, such as a temple or a thieves’ guild = comfortable 
lifestyle.

3. You have proficiency in the Performance skill = wealthy lifestyle.

3. Live off the land – Provides a free day of lifestyle. Must fit one of the allowed conditions. Cannot be combined with 
a paid lifestyle.

1. With druid craft = comfortable lifestyle

2. With survival proficiency = modest lifestyle

3. With assistance from  a character, who is also living off the land, with a skill to provide for others = poor lifestyle.

4. Crafting – requires tool proficiency, tools, and materials (material cost 2gp 5sp / day or 5gp per 2 days). You complete 
5gp worth of finished product per day. No Free Lifestyle.

5. Gambling – Add up all the days that you are gambling for during the block of upkeep days. At the end of that block 
declare your stakes (copper, silver or gold). Then make a gambling check vs DC 12. On a success then roll d6 for each day of
gambling and gain that many coins of the type you declared. If you fail then roll the same number of dice and lose half that 
number of coins of the type you declared. If you cannot pay the full amount then pay what you can and then roll an extra life 
event check with a modifier of -4. No Free Lifestyle.

6. Recuperating – No Free Lifestyle. Spend three days in a row, of downtime, recuperating. On the third day make a DC 
15 Constitution saving throw. On a successful save, choose one of the following:

1. End one effect on you that prevents you from regaining hit points.

2. For the next 24 hours, gain advantage on saving throws against one disease or poison currently affecting you.

3. Heal all fatigue

7. Researching When you begin your research, the DM determines if the information is available, how many days of 
downtime it will take to find it, and whether there are any restrictions on your research (such as needing to seek out a specific
individual, tome, or location). The DM may require you to make one or more ability checks, such as an Intelligence 
(Investigation) check, to find clues, or a Charisma (Persuasion) check to secure someone’s aid. Once those conditions are 
met, you learn the information. Research expenses 1 gp per day. No Free Lifestyle.

8. Training Learning a new language or training with a set of tools. Your DM might allow additional training options. 
Requires an instructor. The DM determines how long it takes, and whether one or more ability checks are required. Normal 
training lasts for 250 days, and costs 1 gp per day. At the end of the time you gain the ability. No Free Lifestyle.

9. Travel Between Game Master Domains If you are playing in a different domain to the last session then 
you do this during the first block of between session time. This always uses up 5 days of the between session time. If there 
are fewer than 5 days to process then it takes up all the days available. No other task is done on these days. No lifestyle cost. 
No lifestyle check is made. Experience is converted as normal.
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Lifestyle Costs

Lifestyle Price/
Day

Life
Event
DM

Lifestyle
Multiplier for

XP

Wretched _ -3 1

Squalid 1 sp -2 2

Poor 2 sp -1 3

Modest 1 gp _ 4

Comfortable 2 gp +1 5

Wealthy 5 gp +2 8

Aristocratic 15 gp +3 10

Adventuring
/ Travelling

- - 5

When a day's task does not provide a free lifestyle, or if
the character wishes to have a different lifestyle to that 
provided by the task, then the character must declare a 
lifestyle and pay the price / day. A character cannot 
have a lifestyle that they cannot pay for. When 
processing a block of days the Life Event DM to use is 
that of the poorest lifestyle experienced during that 
time.

The Life Event DM is used for the Life Event Check 
dice roll, and is used again if any sub table dice roll is 
required.

The Lifestyle Multiplier is used for converting Raw 
XP each day, multiplied by your level. When 
adventuring this is always 5.

Home
Staying in your own home, or being “put up”

Lifestyle House or
Cottage

Manor or
Castle

Poor Free N/A

Modest 5 sp N/A

Comfortable 1 gp Free

Wealthy 4 gp 2 gp

Aristocratic 15 gp 10 gp

A person staying in their own house or cottage may 
take in up to 10 guests each paying the house/cottage 
lifestyle cost.

A person with their own manor may take in up to 20 
guests each paying the manor/castle lifestyle cost.

A person with their own castle may take in up to 30 
guests each paying the manor/castle lifestyle cost.

A character with a noble background has their own 
manor, and may also impose themselves to stay at other
people's homes.
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Life Event Check

At the end of a block of days Roll 2d6 and adjust with the Life Event DM for the lowest quality lifestyle the 
character experienced during that block of days.

2 or less Illness – negate robust health, otherwise if not already ill gain an illness that prevents more than 
3 hit points from being recovered during a rest of any length. Recuperation downtime can cure 
this illness.

3 Roll for a character event on the character event table below.

4 to 6 Roll for a loss event on the loss event table below.

7 to 9 No incident.

10 Roll for a windfall event on the windfall event table below.

11 Roll for a character event on the character event table below.

12 or more Robust Health – recover from one illness, otherwise gain 10 + Con Bonus temporary hit points 
(Multiple sets add together. Max temporary hit points this way = current hit point maximum).

Loss Event

If the life event check calls for a loss event check then 
roll on the loss event table to determine the loss due to 
theft, robbery or being swindled.

If you can pay using coins do so. If there is not enough 
in coins and you have any gems or jewels then lose as 
many as necessary to make the total needed, or higher, 
with their market value (no change given, sorry). If that
is not enough then also lose equipment at market value 
to cover the loss. If you have nothing left and still 
haven't covered it then that is all you lose.

Roll 2d6 + Life Event DM
Roll Amount Lost

1 or less d6 cp

2 d6 sp

3 to 5 d6 gp

6 to 8 2d6 gp

9 to 11 20 + 2d6 gp

12 50 + d100 gp

13 or more 100 + d100 gp

Note that higher lifestyles are more likely to gain larger
losses. If you own a property see next page.

Windfall Event

If the life event check calls for a windfall event then 
roll on the windfall event table to determine a financial 
gain amount from a business windfall or generous 
patron

Roll 2d6 + Life Event DM

Roll Amount Gained

1 or less d6 sp

2 2d6 sp

3 to 5 2d6 gp

6 to 8 20 + 2d6 gp

9 to 11 50 + 2d6 gp

12 100 + d100 gp

13 or more 200 + 2d100 gp

Note that higher lifestyles are more likely to gain larger
windfalls.
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Character Event

If the life event check calls for a character event then 
roll on this table, use the same life event modifier as in 
the previous check.

Roll 2d6 + Life Event DM

4 or 
less

Intimidate check vs DC 15 to avoid gaining a 
new enemy among the locals.

5 to 7 Trouble with authorities. Pay a fine. Persuade 
check vs DC10 success = 5sp, fail = 2gp. Fail 
to pay means jail time for 5 days.

8 to 
11

Persuade check vs DC 10 to gain a new friend 
among the locals

12 or
more

Persuade check vs DC 15 to gain an influential 
contact amongst the rich and powerful

Jail Time
If jail time would go beyond the session start date then 
it is cut short.
Jail time is a wretched lifestyle and a better lifestyle 
cannot be paid for during those days. This will be the 
life style of the block of days that include the jail time.

Loss Event when you own Property

If you own a cottage, manor, castle or large estate and a
loss event is called for then, as well as the normal loss 
event, roll straight 2d6 on the following table.

2 Monster Problem

3 Significant Damage

4 to 5 Minor Damage

6 or more No effect

Monster Problem

The dungeon master for the domain where your 
property is located should determine an appropriate 
monstrous infestation of your property. It will need to 
be dealt with!

Significant Damage

Building structure is damaged by fire, flood, attack or 
some other cause. Pay 20% of the construction cost for 
it to be usable again. The dungeon master may build a 
back story and integrate into the campaign. Failure to 
pay means the property becomes a ruin and is unusable.

Minor Damage

Roll again on the standard Loss Event table with a Life 
Event DM of +1 for a house or cottage and +3 for a 
manor or castle.
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