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SCENARIO
GENERATION

by Stephen Pearson

In this article Stephen has designed a system that allows GMs a quick and easy way of getting a germ of an idea
for their scenarios and then running with it as the game progresses. In many ways this can be as rewarding as a
fully planned scenario, because the story literally happens in front of you.

One of the hardest things I find as a GM is to come up with
different scenarios. Keeping yourself and the players
entertained whilst maintaining an interesting storyline is a
tricky balancing act. This article is not about running a
scenario as this has already been well covered by Jervis at
the back of the rulebook and the Playing God article in
Exterminatus Issue 7.

Instead I intend to look at one way of approaching the
actual process of creating scenarios. Whether you have an
unfinished scenario and need some inspiration to fill in the
blanks, or you want to generate a scenario from scratch, the
tables and ideas in this article should be helpful.

In the following pages I will focus firstly on the various
aspects that make up a scenario and then how to use the
tables to generate a scenario.

PLAYERS WITH OBJECTIVES

A big issue with scenarios is how to stop them turning into
a shoot out. Whilst this is partly due to how you run the
scenario (which I won’t cover here), it is also very much to
do with the design of the scenario.

A good way to avoid the scenario becoming a simple “who
has the best weaponry” is to keep the players busy with
other tasks. This could be deciphering an ancient language,
working out how to re-assemble the power generator,
collecting parts of a map, etc. Call them sub-objectives that
players will need to complete to achieve their overall aim.

These can take the form of physical or mental puzzles that,
if presented appropriately, are greatly appreciated by
players.

The main objective the characters need to complete can be
almost anything, from retrieving/destroying an object to
learning how to juggle! It is important to keep these
objectives varied in both type and difficulty to maintain the
players’ interest. Also bear in mind that some objectives
may go against the characters personality and motives. For
example it is unlikely Rogue Trader Vogel will destroy a
valuable Chaos artefact; he is much more likely to sell it to
the highest bidder. Fanatic Pontius, on other hand, couldn’t

D20 Objective "
1 A Member of the other warband
2 The Leader of the other warband 2t
3 A Member of your own warband !
4 An NPC (Non-player Character)
5 A Book
6 A Map
7 An STC Print-out

8 An Alien Artefact
9 A Daemonic Artefact
10 A Vehicle A L o
11 A Piece of Archeotech |
12 AnlExperimental Weaponiisee, SN
13 A Weapons Cache ) ' |
14 A Fuel Dump Tad S T Tl 2
15 The Door . .
16, =2 The Power Supply T Y
17 A Control Panel

I8 seliie 5 PAYCEmmpnications, Systems TS B NEF
19 A Computer Console
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be expected to save this artefact from destruction as his
puritan beliefs would lead him to destroy it.

A simple table cannot hope to cover even half the possible
objectives a character might have. Instead I hope it helps to
get the thoughts flowing on what characters might be doing
in the locale they find themselves in.

As well as having something to focus on characters also
need an idea what they might want to do with it. This
simple table should help generate a few ideas.

Action: Rolla D6
1Use 2 Capture 3 Guard
6 Destroy

4 Find 5 Fix
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LOCATION, LOCATION, LOCATION. Spending time on key pieces of scenery can really
Every scenario has to be set somewhere. Where exactly transform the feel of a board. Items such as the objective(s)
depends very much on the planet(s) where the campaign is and small terrain pieces you would expect to see in that
set. The ninety-nine locations mentioned on the opposite location help to build the right atmosphere.

page in no way cover every eventuality but rather give a
broad spectrum of places to provide variety.
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NPCs When allocating control of NPCs be sure the player is aware
I have found that non-player characters can be a good way of their role and motivation. When it’s not their own
for occasional players to take part in a campaign or for the character it is very easy for them to act in ways that are
GM to maintain control in a tricky scenario. The limitation completely out of character. Again the examples of NPCs
here is really the collection of available models. listed below are by no means exhaustive but cover a full

spectrum of the populous of the Imperium and beyond.
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The tables included in this article will produce the skeleton
on which to build a scenario. Not all the missions will make
sense, and it will sometimes be necessary to modify the
result a bit. It’s then up to you to decide why the characters
are here, what the significance of the objectives are and
then write the background to bring the scenario to life.
Even if you don’t use the tables in this article to generate a
scenario I hope at least they provide some inspiration.

The text in italics is there to help with the construction of
the scenario outline. Whatever scenario type you choose to
play there are few things common to them all. Firstly fill in
any information you have decided upon. You may have a
new piece of terrain you want to use or a new class of NPCs
to play test. Now it’s time to generate the scenario.

Creating a scenario from scratch is as easy as 1,2,3...

1. Generate a Location
Roll on the Location table to find out where the scenario is
taking place.

2. Choose a scenaria

Although there are many types of scenario, there are five
basic types that I use the most, which I've listed below.
Many scenarios are a combination of some or all these
ideas, altered slightly in some way to fit the story.

Have a read through each one to see what captures your
imagination, alternatively roll a dice to randomly choose
one if you have no preference.

A: Fight!

Two warbands, one objective! As Trader Vogel rushes to
destroy a tactical nuclear missile to hide his dealings from
the authorities, Inquisitor Bell is keen to launch it at the
southern continent to destroy the heretic scum. Who will
succeed when the warbands clash?

This can often be one of the most boring or the most
exciting scenarios to play. If the warbands are evenly
matched or correctly set up, then the fight could go either
way right up to the end which can lead to an exciting
scenario.

The desperate struggle to gain the upper hand can bring
out the competitive spirit in players and it is a time for a
GM to be firm and for players to remember what their
objectives are.

A twist on the theme of Fight! is Showdown. The two
warbands start about 25 yards apart and walk towards each
other taking a Nerve test each turn until someone’s nerve
breaks and the fighting begins.

The objective is (Roll on the Objective table) which
Warband One want to (Roll on the Action table) whilst
Warband Two want to (Roll on the Action table) it.

B: Scavengers

What the warbands are fighting over can be almost infinite.
Geomancer Grya and Acolyte Helandro Dark are trying to
find and secure an ancient tome, whilst Confessor
Longford is looking for a local who knows the location of
the cults headquarters and both warbands hope to secure
and hold the abandoned Manufactorum.

The common feature with this type of scenario is that the
warbands start on opposite sides of the board and only
have a rough idea of where their target is and what the area
is like. The main difference between the Scavengers and
the Raid scenario is that in this scenario neither side starts
off in possession of the target item(s).

The most common variation on this theme is to have
multiple items of varying value or usefulness that the
warbands fight over.

Warband One is to trying to (Roll on the Action table)
(Roll on the Objective table). Whilst Warband Two is to
trying to (Roll on the Action table) (Roll on the
Objective table). Both are interested in (Roll on the
Objective table).

C: Crossing

Whilst the idea behind this type of scenario is simple,
actually carrying it out is much harder. One warband is
trying to cross an area guarded by another warband.




Fan06_40-45

14/7/04 12:57 pm Page 44

survives that turn, if they spot an opponent acting suspiciously
or if there is a lot of gunfire. The attacking warband usually has
to take/destroy/use the target then leave by a designated edge.

Randomly determine which is the attacking and which is
the defending warband.

The defending warband is in control of (Roll on the

It could be an access tunnel to the Golden Throne, the only
bridge in this region across the river or the ruins of a war
torn city. Why the Inquisitor wanted to cross the highway is
another matter...

Objective table). (Roll on the Characters Present

table) is/are on guard.

D10 Characters Present
Crossing scenarios can often lead straight into another 1 All the Warband -
scenario, especially if NPCs rather than another warband 2 All the Henchmen 3
are barring the way. A rival warband may have enlisted the 3 D3 Henchmen
help 9f some local scum to hinder the progress of their A [Eader-and DR ettt
enemies.

5 Leader and D3 Henchmen
Randomly determine which is the attacking and which is 6 Leader
the defending warband. 7 Henchman 1 7

kg LT

8 Henchman 2 ' !
The defending warband bas set up camp near (Roll on the 9 Hench 3 ! :5‘ ]
Objective table). The attacking warband is attempting to cnc m%n T T = -:J '
cross the area in order to get to (Roll on the Objective 10 Ch_?‘)s.e = stk e

table).

D: Breakout

The Breakout scenario is very similar to the Crossing,
however in a Breakout scenario one warband starts in the
centre of the board, surrounded by their opponents (plus
any NPC forces). The surrounded warband then has to
escape via a designated board edge.

The lead that brought them to the abandoned mine turned
out to be a hoax. Will Trader Vogel be smart enough to spot
it is a trap before it’s too late?

Randomly determine which is the attacking and which is
the defending warband.

L
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The attacking warband is trying to (Roll on the Action

table) the target.

3. NPCS

Nearly there now! All that is needed is a few NPCs to

populate the area and storyline. These tables should help

you decide what the NPCs are going to do. That is if you
haven’t thought of a hundred things already.

Suggested NPC forces are (Roll on the NPC table) and
they may want to (Roll on the NPC Action table) (Roll

on the NPC Objective table).

. D6 NPC Objective D10  NPC Action
E. Raid Fat T <
The common theme with all the variants of the Raid scenario Warband One 1 Guard |
is that one warband is in possession of the target and must Warband Two 2 Gulls
defend it at all costs. Often only half the defending warband Both Y
. i o 3 Hel
start on the board; the rest arriving only after the alarm has Warbands p
been raised. 4 Hinder
4 Warband
1] F. .
The attacking warband may have to destroy the ammo dump, On.e - 5 ight with
; . Objective Yor :
free a member of their warband, kill a member of the : 6 Fight Against
opposing warband before they complete a summoning, use 5 Warband - Ambush
Two’s
the launch control or steal a STC (Standard Template L
. ) Objective 8 Ride
Construct) printout guarded by the opposing warband. .
6 EVOtIl; 23 9 Rescue
The alarm could be raised if one of the guards is attacked and Qi;;'.c:t[ilv ; - - Cheosall L




Fan06_40-45

14/7/04 12:57 pm Page 45

Other NPC forces you may wish to consider are (Roll on
the NPC table), who may want to (Roll on the NPC

Action table) (Roll on the NPC Objective table).

AND YOU'RE DONE!

Now all you need to do is sit down, put all the ideas
together and come up with the background to bring the
scenario to life. The creation process in this article is
designed as a starting point. Since it relies on random
tables some of the results will not make sense for the
characters involved.

WORKING IT THROUGH...

1. Generate a Location

Unsure what I was going to end up with I rolled a D100 and
got 85, an auditorium.

Most Imperial cities have at least one auditorium, where
the local populace assemble at great rallies organised by
the Administratum and the Inquisition. It is common
practice to use the main auditorium — if it still stands — to
announce the ‘liberation’ of a city, by one side or the other.

2. Choose a Scenario
Having no preference I rolled a D6 and got a score of 3, the
Crossing scenario. I then filled in the blanks.

Rogue Trader Vogel has set up camp near (11, a piece of
Archeotech). Inquisitor Bell is attempting to cross the area
in order to get to (17, a Control Panel).

3. NPCs
Suggested NPC forces are (1, Pirates) and they may want to
(1, guard), (5, Warband Two’s Objective).

Other NPC forces you may wish to consider are (73, Datum
Drones), who may want to (5, fight with) (2, Warband
Two).

All T had left to do was piece the puzzle together; this is the
scenario I came up with...

L e L : <ol FLATATH
SHOWDOOWN AT VAMHORN STADIUM
Inquisitor Bell is trying to turn off the power to the
auditorium to prevent the pirate Red Dog from
activating the ancient shield generator and thus gaining
control of the city.

He is being guided by a Datum Drone, which has a map
of the area in its memory.

+++

Trader Vogel is keen to make the sale and knows Red Dog
will not pay bim till the generator is installed and
functioning.

He bas placed hired thug Krystis in charge of guarding
the power supply control and Red Dog bhas provided
some more men to belp.

+++

Will Inquisitor Bell turn off the power or will the Pirates’
defence prove too much?

With only 5 minutes of effort you too can create great
scenarios. Whatever you decide upon and however you use
this article, the key to keeping players interest is variety and
imagination. For more ideas check out the rulebook (Pages
166,167 and 170) and Andy’s article in Exterminatus 10 on
getting ideas from the movies.

Author

Stephen Pearson is well known in
Inquisitor circles. Not only is be on
the rules committee but be is also
the webmaster of the Pangolin
Saloon, an excellent website full of

content for Inquisitor players.

Next issue we release the Bounty
Hunter Desperado. Expect to see full
rules and a Masterclass by Tammy Haye.

Further
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Website wwuw.Exterminatus.com & www.nexushive.co.uk




