




HOW TO USE THE TRIALS
The trials in this book are set in a temple; feel free to tailor the trials to fit any scenario 

that fits your campaign. See some examples below.

Example 1: A Trial of Fire could be presented by a fire giant or a red dragon instead of a fountain of lava

Example 2: The Trials of Flora & Fauna might be presented to players by the mightiest cleric of an Elvish king to prove their 
worthiness to the court

Example 3: As your last task before being accepted into a magical college, the high master gives you The Trial of Magic, where 
failure means expulsion 

Riddles (NEW)
We added riddles to this edition of Diception to 
support the idea that a great deity is providing 
challenges for adventurers. You could have the 

players undergo a trial for every riddle they miss. This 
could be in a dream, an illusion, or any other crazy 

idea you can come up with!

We have added several pages of dungeons that pair 

Trials with maps included!

with some of the trials in the book. The dungeons are 
set up for 5th edition D&D, but can be easily modified 
for whatever game you wish to use them for! Use this 
book and the maps as a diving off point for your own 

gaming experiences.

PICTOGRAPHIC KEY

When a die is pictured on a page, it will be needed to complete the corresponding trial. If multiple dice are pictured, gather all dice 
pictured on the page. 

Pay close attention if the dice pictured are for the Dungeon Masters or the player(s), because they will not always need the same 
set of dice during a trial.
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You will also find in this version 
D8 tables for each game to 

add a bit more flavor.

This icon indicates the trial will 
require a piece of scrap paper to 
keep information organized.

This version of Diception is based 
on multi-round trials. We suggest 
using a D6 to determine how many 
rounds players need to complete in 
each trial, but feel free to use any 
die that suits your play style.

If you see a D20 with an “H” in the 
center, the player will be using a 
D20 for their health. This helps 
keep games as fair as possible.

Players can roll the D20 to 
determine their starting hit points, 
or if you’re feeling generous let 
them start at 20 hit points. The 

choice is yours. 



RIDDLES
RIDDLES OF LIFE

1. Hard at work all day and night, it counts the numbers over 
and over. Although it counts all its life it never gets
past 12?

I am free for the taking through all of your life. Though 2. 
given once at birth I am less than nothing in weight, but
will fell the mightiest of you if held?

I am something people love or hate. I change peoples 3. 
appearances and thoughts. If well taken care of I get higher 
and higher, but I will never get any lower?

 Never scared but can be petrified, cannot make a bird but 4.
can make a bat. I cannot live in a house but would die to make 
one?

I spend the day at the window, and eat at the table, but you 5. 
will never see me at night?

 The freedom of birds and the pens of old men?6.
Marble walls and lined with silk, in a fountain crystal clear a 
golden apple will appear. There is no key to this castle, yet 
thieves break in and steal the gold?

 Only one color, but not one size. I am stuck at the bottom, 1.
yet easily flies. Present in the sun, but never in the rain. I
do no hard and never feel pain.

A prisoner is told “If you tell a lie we will hang you, if you 2. 
tell the truth we will decapitate you.” What can he say to save 
himself?

Marking mortal privation, when firmly in place. An enduring 3. 
summation inscribed on my face?

 Once I am lost I am gone, and I may never be returned?

It runs and runs but you can never flee. It is often watched 

4.

5. 
but never seen. When long it brings boredom but when short I 
bring fear.

6. Man walks over, man walks under, but in times of war I burn 
asunder?

 A harvest sown and reaped on the same day in an 7.
unplowed field. I increase without grown, remains whole 
though it is eaten within and without. Is useless and yet the 
staple of nations?

 Who am I with a neck and no head, two arms and no 1.
hands?

My tongue is long, my breath is strong and yet I breed no 2. 
strive. My voice you hear both far and near and yet I have
no life?

What are the next three letters in this riddle? O-T-T-F-F-3. 
S-S_ _ _

 I have an eye yet vision is not granted to me?

I am full most of the day and almost always empty at night, 

4.

5. 
that is unless there is a dance full of delight?

 I am alive for only seconds and I always kiss my mother 6.
goodbye right before I die

 The more you take, the more you leave me behind?7.

Welcome to the riddle section of Diception!

The riddles give the Dungeon Master a reason to 
send players into trials. Below is an example where 
the DM can present the Seven Deadly Sins Trials.

Example: The adventurers are facing off against an 
evil hag. They may try to be diplomatic about the 

situation, so you have the hag offer them a deal. If 
they can answer seven riddles, she will disappear 
never to return again, but if they fail, there will be 

dire consequences for the players!

Whatever reason you find to use the riddles, we 
hope that they are fun & easy to use! Answers are 

in the appendix.

RIDDLES OF DEATH RIDDLES OF CIVILIZATION

Death - Shadow, You Will Hang Me, Tombstone, Life, Time, A Bridge, War 
Life - A Clock, Breath, Age, A Tree, A Fly, Feathers, An Egg 
Civilization - Shirt, Bell, ENT-1234, Needle Shoes, A Match, Footsteps



TRIAL OF WATER
Water is always in constant motion, pushing 
and pulling for all eternity. It can be your 
savior or your tomb. It can bring blessings 
or carry plagues from distant lands. The 
strength of an individual must be great in 
order to overpower the true nature of water.

You enter a glowing room with a large 
circular opening in the center of the room. 
The sound of churning water can be heard 
emanating from the open hole. A single 
seashell sits near the edge of the hole. When 
you peer into the pit, you see an ancient set 
of ruins and a sea-soaked altar.

1 You go back to the top of the pit

2 You go back half the distance you have 
traveled

3 Nothing happens

4 Nothing happens

5 You go half the distance of your next roll

6 You go twice the distance of your next roll

7 You are pushed 5 feet closer to the altar

8 You are pushed 10 feet closer to the altar

The Dungeon Master rolls a D6 to determine the number of rounds that 
will occur.

The Dungeon Master rolls a percentile dice roll to decide how deep the 
water is, for example an 89 on the percentile die would mean the water is 

89 feet deep

The player must then roll a percentile die for each round. The player must 
get to the bottom of the pit before the number of rounds have completed. 

If the player does not reach the bottom in any given round, then the 
player rolls a D8, to determine the corresponding action from the D8 

table. 

The game is over when the number of rounds is complete, or a player 
has reached the bottom of the put and touches the altar.

Dungeon Master

Player



TRIAL OF EARTH
Earth is the foundation on which we stand. 
We cover the roots of our plants with earth, 
in hopes they will grow larger and bring us 
abundant bounty. This fragmented sphere 
that houses our mortal lives is a land of many 
soils. These distinguished soils shift and 
change under the effects of the elements 
over time, yet the earth does not yield, it is 
forever strong. 

The dark bedrock of this temple is all around 
you. Large pillars of stone rise endlessly 
to the sky. A large stone pillar rises directly 
in front of your path. Ancient runes and 
markings cover this pillar. You immediately 
feel grounded and calm as you approach it.

1 You go back to the beginning

2 You take 6 damage

3 Nothing happens

4 Nothing happens

5 You take 5 damage

6 Choosing 7 is now an additional exit

7 Choosing 1 is now an additional exit

8 Add 2 to your next dice roll (if you roll and 8, it 
would become a 2)

The Dungeon Master rolls a D6 to determine the number of rounds that 
will occur.

The dungeon master then makes a line of 8D8, showing the numbers 
1 through 8 (with no repeating numbers) and placed in any order you 

choose. Note that choosing the die with the number 8 is always the exit.

The player chooses a number from 1 to 8

        

If the player chooses 1,3,5 or 7 they have reached a dead end and must 

1        2        3        4        5        6        7        8

roll from the D8 table. If the player chooses 2, 4, or 6 the player enters an 
interweaving tunnel and must roll from the D8 table twice. See example.

                                                              
        1         2         3         4         5         6         7         8

        x2                  x2                  x2 

The game is over when the player either escapes the tunnels or all 
rounds have been completed. The players win if they escape, but the 

Dungeon Master wins if the rounds expire.

Dungeon Master

Player
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