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The Sinister 
Warehouse

Sinister warehouses - hideouts for thieves, 
smugglers, cultists, renegade mages - are 
fundamental building blocks for fantasy 
roleplaying game city adventures.
Criminal groups carry out their activities 
in plain sight in the heart of the city, often 
with the city ruler's blessing.

Entrances
A typical warehouse has several entrances. 
The main doors open to the main street or 
a courtyard and should be able to 
accommodate wagons. Side entrances for 
to both the central area and the office area 
are common. A proper sinister warehouse 
also has a trapdoor to the sewers and 
hatches to the roof.

Interior
The central warehouse area has a high 
ceiling, allowing stacks of crates that may 
require a crane to manage. Part of the loft 
is floored, and this is where the crane is 
based and operated. The warehouse also 
has offices or smaller storerooms on both 
floors.

The trapdoor to the sewer is located in the 
back, and the building is held together by 
pillars and railings. The root hatches are 
for ventilation and access to the roof for 
maintenance, but careful climbers may use
the hatches and railings to enter the 
building.

d8 Sinister Purpose

1 Renegade mage hideout.

2 Smuggler base.

3 Thieves’ guild front.

4 Heretic cult shrine.

5 Noble house compound.

6 Sellsword compound.

7 Assassin guild front.

8 Foreign spy base.

d6 Nefarious Plots

1 Move illicit goods.

2 Kill the city ruler.

3 Hide fugitives.

4 Blow up city landmark.

5 Slaver operation.

6 Black marketeering.

d4 Wicked Secrets

1 The warehouse is haunted, and the
dead seek revenge. The city ruler 
sometimes visits the site at night.

2 A city high priest murdered and 
buried her first husband here. The 
city watch knows but dares not 
act.

3 The owner’s vast wealth and 
influence are due to a demon lord 
sponsor, and tension rises as the 
bargain soon end.

4 The warehouse stands upon a 
larger, now forgotten complex, and
the serial killer who recently 
appeared is looking for the 
entrance. 

d10 Random Encounters

1 – 2 1d12 ghouls.

2 – 4 3d4 bandits.

5 1d4 giant spiders.

6 1d4 vampires.

7 1d6 wererats.

8 1d6 wraiths.

9 Demon or devil.

10 Golem.
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