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Game Master Resources
Lair Magazine – We publish a monthly RPG magazine full of 
GM resources such as 5e adventures, magic items, encounters, 
adventure ideas, and traps.

The DM Lair Store – Get back issues of Lair Magazine, 5e 
adventures, and other GM resources.

The DM Lair YouTube Channel – We create weekly videos 
with practical information game masters can use at their 
game tables.

My Discord Server – Join a community of game masters 
focused on helping each other run awesome games.

Support My Work
The DM Lair Patreon – The best way to support our work 
is to join us on Patreon, where you’ll also get an issue of Lair 
Magazine every month!

Contact the Author
Email: info@thedmlair.com

Notice of Open Game 
Content
Use of Open Game Content: This work Uses Open Game 
Content pursuant to the Open Game License, version 1.0a. and 
may be Used only under and in terms of that license. No portion 
of this work other than the material designated as Open Game 
Content may be reproduced or used in any form or fashion 
without written permission. 

Product Identity: The following are hereby identified 
and designated as Product Identity, as defined in the Open 
Game License version 1.0a, Section 1(e), and are not Open 
Game Content: How’s the Weather? Using Weather and 
the Environment in RPGs, Luke Hart, The DM Lair, The 
DM Lair LLC, all DM Lair product and product line names, 
logos and identifying marks including trade dress; artifacts; 
creatures; characters; stories, story lines, 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. Content that has previously been 
designated as Open Game Content or is in the public domain is 
not included in this designation.

How’s the Weather? Using Weather and the 

Environment in RPGs, Copyright © 2023, Luke Hart, The 
DM Lair, LLC. All rights reserved. 

Usage Notice
If you’ve purchased this product either through DM Lair 
patronage or from the DM Lair Store, then you may use all the 
content for your own personal roleplaying games. Such games 
may be either pay-to-play or free; either live streamed, private, 
or uploaded to video-hosting platforms for others to view; and/
or in-person or online using VTTs.

If you have not purchased this product through either of the 
manners listed above nor received it free of charge directly 
from The DM Lair, you may not use this content in any of the 
manners listed above.

We do ask that you not do any of the following which we 
consider pirating of this product: 

 • Share this product in whole or in part (the PDF and/or image 
files of maps and other material) directly with anyone else.

 • Upload this product in whole or in part (the PDF and/or 
image files of maps and other material) to a file hosting 
service with the intent of sharing it with others.

 • Import or copy this issue in whole or in part, including 
individual game elements, to any service which may attempt 
to make portions of this publication uploaded publicly 
available or attempt to claim ownership of uploaded portions.

https://www.patreon.com/thedmlair
https://the-dm-lair.myshopify.com/
https://www.youtube.com/thedmlair
https://discord.gg/thedmlair
https://www.patreon.com/thedmlair
mailto:info@thedmlair.com
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Keeping Weather Real in 
TTRPGs
It happens to every game master... out of nowhere, a player 
asks one of those few questions for which the game master 
never seems to have an answer: What's the weather like? This 
often comes when the player plans to cast a spell that interacts 
with the weather, but if a game master knows the answer to 
that question, they can benefit even more than just being able 
to answer it. Weather can add flavor to any adventure, has a 
mechanical impact on the game, such as affecting visibility, 
and can create complications for actions like chases and 
overland travel.

When the question of weather arises, most game masters will 
give the first answer that comes to mind, most often "clear" if it 
hasn't been previously described. And if the players don't mind 
this kind of off-the-cuff response, that's fine. For some players, 
though, knowing the weather helps with immersion, and if the 
weather seems to change in realistic ways, it goes a step further. 
But not every game master is a trained meteorologist, so most 
settle for assuming that weather works like it does where they 
live, which is also a perfectly acceptable response.

And while there are no meteorologists here either, the system 
presented here was created with meteorological advice. This 
system helps to guide game masters with insight into how one 
day's weather affects the next, as well as how other aspects, such 
as climate, season, and even local relative humidity, can affect 
the weather. Of course, not every game master has all of those 
details about their game world, but even incorporating one or 
two of these ideas into the determination of weather will help 
make it feel more realistic for their players.

Types of Weather
Before looking at a system for choosing and evolving weather, 
the game master must first understand the different types of 
weather available to them. For this system, the weather is 
broken down into ten basic conditions. 

Precipitation

Precipitation comes in five forms:

 • Light Precipitation: gentle rain or snow flurries
 • Moderate Precipitation: a typical rainy day or light snow
 • Heavy Precipitation: torrential downpours or heavy snow
 • Storms: such as thunderstorms or mild blizzards 
 • Dangerous Storms: hurricanes, tornados, or blizzards 

Rules for the high precipitation and strong winds that 
result from such weather can be found in the Game Master’s 

Core Rulebook.

Weather Without Precipitation 
Weather without precipitation comes in four forms:

 • Overcast: the sun is hidden, and the gray skies threaten rain 
or snow.
 • Partly Cloudy: clouds are in the sky in various degrees but 
with some clear blue. 
 • Clear: there isn't a cloud in the sky. 
 • Intense: the sun is so bright that the temperature is higher 
than expected for a clear day.

Weird Weather

And finally, the tenth category type of weather is just "weird 
weather” that doesn't exist in the real world but would occur in 
a world of fantasy or science fiction.

Natural disasters such as tsunamis and wildfires are not weather 
and are not included as part of this system, though a game 
master could easily incorporate such events when considering 
dangerous storms and intense heat.

One thing that should be considered when determining weather 
is how one day's weather affects the next. Overcast skies can 
give way to clear skies or heavy rain, and clear skies rarely lead 
directly into storms — though it's by no means impossible — 
and heavy rain often breaks the clouds and leads to clear skies, 
while light rain often seems to go on for days. On the Weather 
table below, this influence is represented by a modifier given 
to adjust the weather on the following day if the game master 
intends to determine the weather randomly. Alternatively, 
these modifiers can provide the game master with inspiration 
for how the weather evolves if they choose to select the weather 
less randomly.
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Climate
But the day's weather isn't the only thing affecting the next 
day. The most significant driver of weather is the climate of 
a region. No system can include every possible climate and 
sub-climate, but the one presented here incorporates the most 
common overarching climates with considerations for the 
proximity of large bodies of water. 

The colder climate types are identified as arctic (Antarctica), 
subarctic (most of Greenland and northern Canada), and 
cool temperate (southern Canada and New England in the 
United States). 

The hotter climates are identified as tropical (northern reaches 
of South America and central Africa), subtropical (much 
of Mexico and southeast Asia), and warm temperate (the 
southern United States and the Middle East). 

The final common climate is continental, which encompasses 
the zones that border cool and warm temperate regions. This 
system additionally incorporates coastal regions bordering 
oceans and seas and oceanic areas for when characters are 
sailing across the seas.

And finally, regions identified as wastelands are parts of other 
climates devastated by unnatural disasters such as magical 
apocalypses and nuclear holocausts, where the climate has been 
dramatically altered from that around it.

The Climate table provides modifiers for use when randomly 
determining the weather. These modifiers are generally only 
used when deciding the initial weather for an area. However, 
they can also be used when the seasons change, characters 
move from one climate to another, or the game master forgets 
to track weather for a while and needs a fresh start. For game 
masters that prefer a less random determination of weather, the 
modifiers can inspire determining initial weather based on the 
types of weather that appear more likely in those climates.

Other Environmental 
Factors
Two other primary factors influence the weather, the seasons 
and the humidity relative to the locality. The first of these is 
easy to understand since most game masters live in parts of 
the world that experience a change of seasons. Winter, spring, 
summer, and autumn all bring with them weather phenomena 
that are more common than in other parts of the year. Spring 
tends to bring precipitation, and summer tends to be drier. 

Local relative humidity may be a bit more obscure, but it is 
easier to understand concerning what most game masters 
consider types of terrain. Swamps and rainforests tend to have 
high relative humidities, while deserts and glacial areas tend to 
be on the lower side. Other forms of terrain vary significantly in 
relative humidity, but more extreme climates tend to be more 
arid or wet, while more moderate climates have more moderate 
humidity levels.

Like climate, the Season and Local Relative Humidity 
tables provide modifiers for determining the weather. The 
local relative humidity modifiers are generally used when 
determining the initial weather, while the modifiers for the 
season can affect the changes in the weather from day to day. 
As was said with climate, both of these modifiers can be used 
when seasons change, characters move between regions, or 
game masters want a fresh start or want to mix things up. After 
all, even realistic weather can be unpredictable from time to 
time. And, of course, game masters that prefer to keep things 
less random can use the modifiers for inspiration to make their 
weather evolve naturally.

The Weird Stuff
Finally, to make a fantasy or science fiction world seem 
genuinely fantastic, the game master should consider when 
and how to present the weird weather not otherwise covered 
by this system. Glowing rain that causes plants to change 
color, warm snow that gets colder over time, and radioactive 
hail are all examples of weather that doesn't exist in the real 
world but would fit perfectly into a world ruled by more 
fantastical physics.
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Bringing it all Together
The system for determining the weather is a simple mechanic 
of choosing the initial weather and then tracking the weather 
are very simple. When determining the initial weather, add 
the modifiers for Climate, Season, and Humidity, add them 
together, and use them to modify a d20 roll on the Weather 
table. Then for each day that the game master wishes to track, 
make a new d20 roll modified by the modifier on the Weather 
table added to the modifier for the Season.

It's that simple. When the seasons change, or whenever the 
game master needs a fresh start, the initial weather should be 
rolled again, and the continuation of weather from day to day 
is tracked accordingly. The game masters should remember 
that weather doesn't always change at midnight, so knowing 
the weather for the next day and the previous day can allow 
them to present a natural, realistic transition from one weather 
situation to another as each day progresses.

*The type of precipitation depends on the temperature.

Weather can be unpredictable, and in some climates and 
terrains, it might be similarly common to have intense heat 
or dangerous storms. However, to make the progression of 
weather more realistic when modeling changes in weather 
over time, it's necessary to have storms and intense heat on 
opposite ends of the table. So what does a game master do if 
they want to make a heatwave end with a storm? The answer is 
simple: ignore the table and do it. The table is here as a guide, 
but even the best meteorologist recognizes that sometimes 
Mother Nature does what Mother Nature wants. No system can 
perfectly replicate it all the time.

Precipitation can be rain, snow, or just intense humidity. The 
Game Master's Core Rulebook has rules on things like high winds 
and visibility in precipitation that will help a game master 
apply mechanical effects to such conditions. Cloudy and clear 
conditions rarely affect the game mechanically, but extreme 
heat and cold can. These conditions are also covered in the 
Core Rules. 

Keep in mind, though, that extreme weather is relative. 
Temperatures over 100 degrees are intense in a Cool 
Temperate climate, but it's just part of life in an arid subtropical 
region. A result of “intense heat” should be intense for the 
region, and in some places, intense heat shouldn't be that big 
of a hindrance... and in areas like the arctic, it can reduce the 
threat of extreme cold for a short time.

d20 Weather Modifier

< -3 Dangerous Storm* +3

-3 - 0 Storm* +2

1 - 2 Heavy Precipitation* +2

3 - 4 Moderate Precipitation* +1

5 - 8 Light Precipitation* +1

9 - 12 Overcast -1

13 - 17 Partly Cloudy -1

18 - 22 Clear 0

> 22 Intense Heat +1
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The climates represented in the above table are mostly those 
that make up the real world. Wasteland is often associated with 
a post-apocalyptic landscape, but it can also include things like 
salt flats or a broken, cracked landscape that was once a lake 
before arid temperatures dried it. 

Keep in mind that climate is not the same as terrain. In any 
climate, things like deserts and swamps are created by relative 
humidity, and mountains are just as common in arctic terrain 
as in the tropics or continental climes. While rainforests are 
most often associated with the tropics, there are examples of 
rainforests even in cool temperate climates on Earth. Even 
so, the game master may want to adjust the climate based on 
certain elements, such as the altitude among mountain peaks, 
which can make a warm temperate climate seem subarctic.

The seasons influence the weather, with winter and spring 
having the most precipitation and autumn and summer 
being less damp. And while summer storms can be violent, 
they're usually short and less common but highly memorable. 
Hurricane season tends toward early-to-mid spring and very 
late summer. Peak blizzard season is winter and, in some 
climates, early spring. But a game master shouldn't let the 
season table prevent a weather condition from happening if 
they want it to happen.

And in some parts of the world, the seasons affect the 
weather differently. This table was created with the northern 
hemisphere in mind in the middling latitudes where summer 
would produce a more positive modifier. The closer to the 
equator a person gets, the more like that summer's heat may 
bring nasty storms, so in those cases, summer should provide 
a negative modifier rather than a positive. Because of this, 
the summer modifier is plus or minus, and the decision to 
use plus or minus is entirely up to the game master. As a 
recommendation, however, the direction of the modifier is 
most likely to be the same as the positive or negative modifier 
for local relative humidity.

There are places on Earth where the relative humidity shifts, 
but for the most part, relative humidity is usually consistent in 
a region. And while it may be common to associate deserts and 
wetlands with warm regions, they're also common in cooler 
temperatures. Many glaciers are considered arid because the air 
is so cold and dry that it never snows, even though people in 
the area are walking around on the ice.

Weather is unpredictable, so no mechanical system can be made 
to model it perfectly. And while this system was created so 
game masters can more realistically model and track weather, 
the game master should also throw in some random and 
surprising weather now and then. 

Tracking weather requires a little work on the game master's 
part, and while it's certainly not essential to track weather to 
this degree of detail, it can help with player immersion and 
make the game world feel truly alive. And the next time the 
druid asks, "What's the weather like," you'll be ready.

Climate Modifier

Arctic +1

Subarctic 0

Cool Temperate 0

Continental -1

Warm Temperate 0

Subtropical -2

Tropical -3

Coastal -1

Oceanic -2

Wasteland -3

Season Modifier

Winter -1

Spring -2

Summer +/-2

Autumn 0

Local Relative Humidity Modifier

Arid (Desert) +2

Low +1

Moderate 0

High -1

Wet (Wetlands) -2
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OPEN GAME LICENSE 
Version 1.0a 
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, story lines, 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 be Used 
only 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, nonexclusive 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 coadaptability 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 1.0a Copyright 
2000, Wizards of the Coast, Inc.; System Reference Document 5.1 
Copyright 2016, Wizards of the Coast, Inc.; Authors Mike Mearls, 
Jeremy Crawford, Chris Perkins, Rodney Thompson, Peter Lee, 
James Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and 
Steve Townshend, based on original material by E. Gary Gygax 
and Dave Arneson. System Reference Document Copyright 2000, 
Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, 
Skip Williams, based on original material by E. Gary Gygax and 
Dave Arneson. Unearthed Arcana Copyright 2004, Wizards of the 
Coast, Inc.; Andy Collins, Jesse Decker, David Noonan, Rich Redman. 
Pathfinder Roleplaying Game Reference Document. © 2011, Paizo 
Publishing, LLC; Author: Paizo Publishing, LLC. The Hypertext d20 
SRD Copyright 2004, Jans W Carton; transferred to BoLS Interactive, 
2016. The Tome of Horrors, Copyright 2002, Necromancer Games, 
Inc.; Authors: Scott Greene, with Clark Peterson, Erica Balsley, Kevin 
Baase, Casey Christopherson, Lance Hawvermale, Travis Hawvermale, 
Patrick Lawinger, and Bill Webb. Based on original content from 
TSR. Creature Codex, Copyright 2018, Kobold Press, LLC; Authors: 
Wolfgang Baur, Dan Dillon, Richard Green, Chris Harris, Jeremy 
Hochhalter, Chris Lockey, James Haeck, James Introcaso, Shawn 
Merwin, Jon Sawatsky, and Brian Suskind. Tome of Beasts, Copyright 
2016, Open Design, LLC; Authors: Dan Dillon, Chris Harris, 
Rodrigo Garcia Carmona, and Wolfgang Baur. Tome of Beasts 2, 
Copyright 2020, Open Design, LLC; Authors: Wolfgang Baur, Celeste 
Conowitch, Darrin Drader, James Introcatso, Philip Larwood, Jeff 
Lee, Kelly Pawlik, Brian Suskind, and Mike Welham. Tome of Beasts 
3, Copyright 2022, Open Game Design, LLC; Authors: Benjamin L. 
Eastman, Scott Gable, Basheer Ghouse, Richard Green, Jeff Lee, Kelly 
Pawlik, Sebastian Rombach, Brian Suskind, Mike Welham. How’s the 
Weather? Using Weather and the Environment in RPGs, Copyright 
2023, Luke Hart, The DM Lair, LLC.
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