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We are  w orld builders . Th ink  about w h at th at m eans  for a m om ent. World building is  a craft--
an art--w ith out fixed m edium . It is  a form  of storytelling th at goe s  beyond th e  tale of any one  
ch aracter, but is  still closely w oven w ith  each . Storytelling is  a very old practice  th at is  ingrained in 
h um an society, but w orld building is  m uch  new er, and new er still are  w riters  w h o are  focus ed on th e  
w orld its elf, rath er th an treating it as  a noth ing but a back drop.

It is  becaus e  of th is  th at I love th e  Cam paign Builders ' Guild, for th e re  are  few  place s  th at are  
so very dedicated to our new  art. O n th e  CBG w e typically expre s s  our s ettings  th rough  som eth ing I 
call "active note s ," a m edium  th at m im ics  th e  encyclopedia (th ough  m uch  m ore  entertaining!) and is  
called "active" to distinguis h  it from  personal note s . Th is  is  not th e  only m edium , h ow ever, as  
depiction of th e  w orld is  very m uch  a part of fiction of all k inds , even if it usually falls to th e  
back ground.

Th is  is  w h e re  th e  CBGuide  com e s  in. Th e  CBGuide , in m y m ind, is  th e  collaborative m anual 
of th e  art of w orld building. W e're  about s h aring th e  s k ill, k now ledge and inspiration th at is  pre s ent in 
everyone w h o h as  a creative spark  and a love of th e  fictitious . W h eth e r your s k ills lie  in traditional 
story, art, cartograph y, or th e  m any science s  th at com pos e  a w orld, w e  w ant your h elp to produce a 
m agazine  th at w ill be  an as s et to w orld builders  everyw h ere  for years  to com e .

Th ank  you.
   - Raelifin th e  World Builder (and Editor)
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M adm an
by Brannon H ollingsw orth

Aaros  gritted h is  te eth  as  h is  ligh t axe  bit de ep 
into th e  neck  of th e  guard. A spray of h is s ing 
blood painted a gory s igil upon th e  stone  w all 
as  th e  guard slum ped into eternal slum ber. 
Aaros  blink ed th e  blood from  h is  eye s  and 
scanned th e  room  –  th ey w ere  dead –  all of 
th em . H e  nearly retch ed, k now ing th at h e  alone 
h ad done  th is  terrible th ing. H e  alone w as  
re spons ible, no m atter h is  reasons , no m atter 
th e  justification. It w as  h e  th at w ould carry th e  
burden of th e s e  dead m en’s  stare s  to h is  ow n 
grave, h ow ever distant –  or nearby - it m igh t 
be . New  crie s  of alarm  and th e  continued 
blow ing of h orns  lent w ings  to th e  m an’s  iron-
s h od boots  and h e  scram bled over tw o torn, 
lifele s s  bodie s , tearing one  of h is  th row ing axe s  
fre e  from  a sternum  as  h e  w ent.

Up m os s -slick ed, stone  staircas e s  Aaros  ran, 
m entally ch eck ing h is  store  of w eapons : only 
th re e  th row ing axe s  rem ained, including th e  
one  h e’d just regained and only one of h is  
original tw o bearded battle axe s  –  th e  oth er’s  
h aft splintered by a guard’s  w ell placed sw ord 
blow  th at nearly took  h is  h and as  w ell. Aaros  
spit a h uffed curs e  as  h e  rounded a torch -lit 
bend: only four blade s , tw o h ands  and tw o arm s  
against an entire  fortre s s  of w ell-arm ed, w ell-
arm ored and w ell-trained m en-at-arm s . Aaros  
gritted h is  te eth  again as  h e  h eard th e  com ing 
conflict of clattering arm or from  ah ead h im  in 
th e  h allw ay. H e  furrow ed h is  h eavy brow  and 
narrow ed h is  once -joyous  h azel eye s : it w ould 
h ave to be  enough  –  h e  w as  h is  daugh ter’s  only 
h ope .

By th e  scarce  ligh t cast by th e  flick ering 
torch e s  ah ead of h im , Aaros  could m ak e  out s ix 
in ch ain bearing s h ort sw ords . Aaros  ch uck led; 
m ost m en w ould turn, or at least attem pt to 
parley, given such  odds . H e  w as  not m ost m en - 

Aaros  h ad to get past th e s e  guards . Aaros  h ad to 
get th e  Key. Th e  Key w as  th e  only th ing th at 
w ould protect h im  against h is  real enem y - th e  
enem y th at h eld h is  daugh ter captive . Th e  m ere  
th ough t of th e ir rotten h ands  touch ing h is  
daugh ter’s  pale, unblem is h ed s k in –  th e ir bony 
fingers  snagging in h e r curly brow n lock s  –  
th e ir fetid breath  caus ing h e r blue eye s  to w ater 
and cry –  forced a roar from  Aaros’ lungs  th at 
s h ook  stone s  from  th e  m ortared tunnel ce iling. 
At th e  m ere  s igh t of th e  insane , roaring, axe -
bearing m an bearing dow n upon th em , one  of 
th e  s ix took  fligh t back  th e  w ay h e’d com e . 
Aaros’ h e igh tened battle s ens e s  noted th e  s h arp 
scents  of urine  over th e  sm ell of blood, sw eat, 
fire  and fear. Aaros  leapt tow ards  th e  alcove 
th at h eld h is  enem ie s , arm s  outstretch ed lik e  a 
bird’s  w ings; cack ling lik e  th e  m adm an h e  w as .

Aaros  saw  th e  s ilvery glint of upturned blade s  
as  h e  glided dow nw ard tow ard th e  five th at 
rem ained. Th ey m eant to s k ew er h im , Aaros  
k new , but h e  h ad oth er plans . Strik ing th e  
clos e st torch  w ith  th e  flat of h is  bearded axe , h e  
s h ow ered th e  m en before  h im  in h ot coals and 
h ungry flam e s . Caugh t com pletely by surpris e , 
th e  five lost all th ough t of th e  m adm an before  
th em  and began scream ing as  th e ir cloak s , h air 
and s k in burst into sm oldering flam e . Th e  first, 
w h o h ad tak en th e  brunt of th e  s h attered torch  
to th e  face, dropped h is  blade entirely, so 
intens e  w as  h is  pain. Aaros  ended it for h im  and 
laid h im  dow n be s ide  h is  unus ed blade w ith out 
a m om ent’s  paus e . A w ide  sw ipe  to h is  righ t 
s ent anoth er m an tum bling to th e  stone  floor in 
a h eap, h is  s evered h ead leading th e  w ay. Th e  
th ird, to Aaros’ left, cam e in h ard and h igh , 
slicing dow n tow ards  Aaros’ s h oulder. Th e  
crazed w arrior stepped q uick ly to h is  righ t and 
spun h is  th row ing axe  in h is  h and, catch ing th e  
guard’s  blade in th e  crook  and tw isting h ard. 
Too late did th e  th ird guard realize  h is  folly: h e  
h ad instinctively follow ed h is  blade inw ards  
tow ards  Aaros  and dow n as  th e  m adm an 

Th e W inner of th e  M ay Fiction Conte st:
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tw isted, th us  leaving h is  upper body utterly 
expos ed and off-balance . Aaros  sw ung back  
acros s  h is  body w ith  h is  righ t h and; th e  bearded 
axe  dropped th e  th ird guard lik e  a young 
sapling. Aaros  felt th e  burning sting of a sw ord 
along h is  ribs  and roared in pain and surpris e . 
Th e  fourth  guard, now  to Aaros’ righ t, h ad 
struck  lik e  a snak e  and back ed off, s e e k ing h is  
next opening; h e  sw ayed to and fro on th e  balls 
of h is  fe et and eyed Aaros  h ungrily.

“You’ll never get th e  Key, fool!” th e  fourth  
guard je ered, trying to draw  Aaros  out. “O ur 
m aster refus ed you once, w h en you cam e 
begging. You’re  a fool to try to tak e  it by force .”

Aaros  glanced to th e  fifth  guard –  h e’d just put 
h im s elf out and stood w ith  h is  h air sm ok ing, 
tak ing stock  of th e  s ituation. Aaros  w idened h is  
eye s  and grinned crook edly –  w h at h ad be en 
called h is  “m adm an look” - and fe inted. H e  
rais ed h is  bearded axe  h igh  in h is  righ t h and, 
roaring as  if to strik e  th e  fifth  guard on top of 
th e  s k ull. At th e  sam e  m om ent, h e  w h ipped h is  
left h and acros s  h is  ch e st and let h is  th row ing 
axe  fly. Aaros  w as  a m aster of th e  axe  –  h e  h ad 
spent decade s  w ork ing w ith  th em , living 
peaceably as  a w oodsm an –  now , h ow ever, h is  
targets  w ere  not stum ps  and tre e s , but rath er 
bodie s  and lim bs . W ith out ever tak ing h is  eye s  
from  th e  fifth  guard, h is  th row ing axe  w h irled 
acros s  th e  alcove and split th e  fourth  m an’s  
leering sm ile neatly in tw o.

“Not ‘fool’ –  ‘m adm an’” Aaros  corrected as  th e  
fourth  body th um ped to th e  floor.

***

Aaros  rode  h ard into th e  nigh t. H e  tried to tell 
h im s elf th at h e  w as  riding aw ay from  th e  Ke ep, 
but de ep ins ide  h e  k new  h e  w as  running aw ay 
from  h is  conscience . Tw enty-tw o m en h ad 
fallen to h is  blade s  before  h e  h eld th e  Key in 
h is  h ands . Tw enty-tw o m en, th e ir accus ing 
face s  trailing be h ind h im  in th e  dark ne s s  lik e  
iron-laden pennants; ever th reatening to drag 

h im  dow n into true  de spair and m adne s s . Th e  
w orst of all h ad be en th e  last, Kal, th e  m an 
w h om  h e’d intim idated into leading h im  to th e  
Key. Aaros’ h ad sw orn to th e  m an th at h e’d let 
h im  live –  sw orn to h is  face . In different tim e s , 
Aaros  and Kal w ould lik ely h ave be en friends; 
th ey m igh t h ave w ork ed or drank  togeth e r. Kal 
h ad an h one st face under h is  h elm  and a k ind 
h eart beneath  h is  m ail; yet Aaros  h ad k illed h im  
–  k illed h im  to ensure  h is  ow n e scape .

Aaros  fough t back  th e  tears  and th e  bile th at 
ros e  unbidden and rode  all th e  h arder. H e  h ad to 
get to th e  Undying Lands  before  m idnigh t. H e  
h ad to save h is  daugh ter. H e  tried to tell h im s elf 
th at th e  th ings  h e’d done  w h e re  not h is  fault –  
th at th e  plague of th e  Undead upon th e  lands  
h ad forced good m en into ill roles . Aaros  tried, 
but h e  failed. H e  k new  th at w h at h e’d done  w as  
h orrible; just as  h orrible as  w h at th e  Kings  h ad 
done  w h en th ey’d allied w ith  th e  Undead –  
h iding aw ay artifacts  of goodne s s  and ligh t lik e  
th e  Key th at could turn th e  tide . Just as  h orrible 
as  w h at th e  Undead w ere  lik ely doing to h is  
sw e et daugh ter. Aaros  gritted h is  te eth  and rode  
on, h arder, tow ards  th e  ris ing m oon.

***

It m ay h ave be en th e  steady rh yth m  of th e  
galloping h ors e . Perh aps  it w as  th e  los s  of 
blood from  h is  m any w ounds . W h atever th e  
caus e , Aaros  slipped off into a vis ion of a better 
tim e , before  th e  evils of th e  w ide  w orld h ad 
befallen h im …

“You k now , Sh ara, you’re  getting to be  just lik e  
your m oth er”, Aaros  called ah ead. H is  daugh ter 
w as  inde ed th e  spitting im age of h e r m oth er –  
long, lith e , flaxen h aired –  and even at e igh t 
sum m ers  s h e  already look ed as  if s h e’d s e en 
tw elve or m ore . Sh e  w as  as  beautiful as  a cool 
spring evening and as  s e rene  and as  m aje stic as  
th e  m oon th at h ung above h e r h ead lik e  a h alo.

“W h at do you m ean, papa?” s h e  giggled, 
glancing coyly back  over h e r s h oulder.
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“You love riding at nigh t, just as  s h e  did! I 
th ink  it w as  th e  elven blood th at ran in h e r 
ve ins , and now  in yours . Sh e  could not let a fair 
m oonligh t nigh t pas s  w ith out a ride , or a song, 
or a dance beneath  th e  h eaven’s  bough s !” Aaros  
laugh ed –  a laugh  th at w as  full of h ope  and 
prom is e , yet edged by th e  tint of sorrow  for 
th ings  lost and loved.

Sh ara re igned h e r h ors e  and circled back  to h e r 
fath er’s  s ide . Sh e  look ed de eply into th e  clean-
s h aven m an’s  grim  face and laid h e r tiny, 
sm ooth  h and upon h is  rough , w ork -callous ed 
h and. “Papa”, s h e  began, h e r gente el w ords  lik e  
th e  m ost beautiful m us ic ever played, “I k now  
you m is s  m am a de eply, but k now  th is  –  as  long 
as  I am  w ith  you, s h e’s  h e re  w ith  us  too. So, as  
long as  w e’re  togeth e r, w e  w ill ALL be 
togeth e r!”

Aaros  sm iled –  a true , genuine  sm ile th e  lik e s  
of w h ich  h e’d not sm iled in m any a m oon. H e  
could not fault th e  w isdom  of h is  precious  little 
girl, s h e  w h o brough t such  joy, ligh t and peace  
to h is  s h attered life . H e  reach ed to em brace  
h e r… but suddenly s h e  w as  gone! It w as  th en 
th at Aaros  first saw  th e  dark , bony h ands  
stretch ed dow n from  th e  ink y h eavens  and up 
from  th e  s h adow y ground. Black , cold, claw ed 
h ands  th at cruelly ripped Sh ara from  h im . 
Aaros  tried to figh t back , tried to reach  out for 
h is  beloved daugh ter –  but s h e  w as  s im ply 
gone! H e  scream ed h e r nam e, but h is  voice  w as  
m uffled and h e  stunned to s ilence by 
m ountainous  w aves  of laugh ter. Th en cam e th e  
pale, dead visage s , m ade  all th e  m ore  pale by 
th e  stark  m oonligh t; laugh ing at h im , m ock ing 
h im , denying h im  th at w h ich  h e  so de sperately 
ne eded. Aaros  felt h im s elf falling into 
black ne s s  –  into th e  gaping, yaw ning black ne s s  
th at is  m adne s s . Falling…  

***

Th e  h ors e  dropped lik e  a stone . It w as  dead 

before  its  cooling fles h  h it th e  barren earth . 
Aaros  im agined anoth er intangible ch ain of 
death  link ing its elf to th e  ever-tigh tening collar 
around th is  neck . H e  fell to h is  k ne e s  and 
retch ed - cough ing, gagging, and crying. H e  
tried to tell h im s elf th at it w as  th e  w ounds  from  
th e  battle and th e  h ard ride . H e  k new  better. 
W h en it w as  finally done, h e  craw led to th e  
saddlebags  and fis h ed out a h ealing draugh t –  
one  of th e  th re e  h e’d salvaged from  th e  
w izard’s  body –  th e  dis em bow eled w izard’s  
body. Aaros  s q ue ezed h is  eye s  s h ut and gritted 
h is  te eth . H e  h ad to rem em ber h is  daugh ter –  
h e’d m ade  it to th e  Undying Lands  and it w as  
just before  m idnigh t. Th ere  w as  still tim e , but 
h e  h ad to h urry –  already, th e  dead h ors e  w as  
beginning to m ove sligh tly –  th os e  sm all jerk s  
and jum ps  th at h appened before… before  th e  
unth ink able occurred. Aaros  k new  th at it w as  
only a m atter of tim e  before  th e  creature  ros e  
into Unlife –  such  w as  th e  w ay of th ings  th is  
clos e  to th e  Undying Lands . H e  uncork ed th e  
h ealing draugh t and ch ok ed th e  fre ezing, yet 
s earing liq uid dow n h is  gullet. Aaron readied 
h im s elf for th e  pain th at cam e w ith  m agical 
h ealing: s k in and m uscle stretch ing its elf and 
k nitting back  togeth e r, bone s  forcing 
th em s elves  back  into sock et. Th e  spastic pain 
w as  blinding, but soon it, too, h ad pas s ed. 
Aaros  gath ered h im s elf, gath ered h is  th ings  and 
th en surveyed th e  scene  before  h im .

A grue som e  parody of w h at it h ad be en before  
th e  arrival of th e  Undead, th e  Undying Lands  
look ed m uch  in th e  sam e  w ay th at it h ad before : 
sm all, q uaint tow ns , outlying farm s  w ith  roads  
connecting th e  tw o –  it w as  all still th ere , at 
least on th e  outs ide . Aaros  h ad to figh t to k e ep 
h is  stom ach  in ch eck  –  th is  th inly ve iled m as k  –  
a putrid and h ollow  attem pt at im itation of th e  
living th at lay beneath  th e  pale m oon. Beneath  
it all, h ow ever, w as  a h orror th at could not be  
h idden, could not be  m as k ed and in Aaros’ 
m ind, could not be  ignored. Th e  Undead 
yearned for life  –  th ey literally w anted to be  
alive –  but w h atever foul force  h ad created 
th em  prevented th is  from  h appening. In th e ir 
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unq uench able s earch  for life , th e  Undead 
surrounded th em s elves  w ith  as  m any source s  of 
life  th ey could find –  ch ildren be ing th e ir 
preferred ve s s els . Th ough  none w ould adm it it, 
all k new  of th e  dark  sorcerie s  th e  Undead 
w rough t upon th e s e  innocent live s  until th ey 
w ere  finally no m ore  th an lifele s s , m indles s  
h us k s .

Aaros  w as  about to ch ange all of th at and in 
exch ange, th os e  dam nable bony bastards  w ould 
return h is  daugh ter. Aaros  h eld th e  Key, th e  
Key of Life, th e  m ost pow erful of all th e  
Vitallis  Artifacts  in th e  k now n w orld –  th at 
w h ich  th e  Undead de s ired m ore  th an all. As  h e  
look ed upon th e  Key, h e  w idened h is  eye s  and 
grinned - h is  “m adm an look”; w ith  th is , surely, 
th os e  accurs ed Undead could bring h is  daugh ter 
back  from  th e  dead. And th en, th ey could h ave 
th e ir blasted Key for all h e  cared.

Aaros  gritted h is  te eth , and stepped into th e  
Undying Lands .

Im age  courte s y of 'dick uh ne ' via Flick r

YOUR DAILY INSPIRATION

http://www.plotstorming.com/
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I saw  th is  at a us ed book store  th e  oth er day and 
w as  just so curious  th at I h ad to pick  it up. Let 
m e  say before h and th at overall, it did not 
disappoint. Th e  book  included th os e  Tristat 
rules  suitable to th e  cyberpunk  genre  (as  is  
inevitable in a generic system , som e  attribute s  
and variants  w ere  cut), as  w ell as  details on th e  
genre  and e stablis h ing a s etting, four prew ritten 
s ettings  by various  auth ors , and th e  usual GM  
advice  and "w h at is  roleplaying" m aterial.

Th e  rules  given in th e  book  are  fairly s im ple. 
Th e  tas k  re solution is  re solved by rolling under 
a target num ber on 2d8. Th ere  are  th re e  vital 
statistics  (h ence  th e  nam e), and th e  point-buy 
system  is  fairly easy to grasp. I s h ould m ention 
th at ch aracter creation is  a little slow , but 
tem plate s  are  provided in order to h elp h andle 
th is . In any cas e , once you k now  w h e re  to find 
th ings  and w h at is  available, th ings  spe ed up 
rath er q uick ly. Tem plate s  cover m ost th ings  
nece s sary to h andle cyberpunk  and not m uch  
else . Attribute s  cover everyth ing s h ort of m agic 
(and th e re 's  online  support for th at), and are  
eas ily custom izable us ing PM Vs (pow er 
m odifie r value s), re strictions , reductions , and 
oth er m eth ods  of custom ization.

Th e  m aterials explaining th e  cyberpunk  genre  
are  as  com plete as  th ey ne ed to be  as  near as  I 
can tell. I s h ould note at th is  point th at th e  
depth  of m y reading on th is  subject is  lim ited. 
In any cas e , it s e em s  th at th e  m ajor bas e s  of 
near-future  politics , th e  environm ent, th e  
tech nological tim eline , etc. h ave all be en 
delved into. Also of note is  th at th e  ch apter on 
tech nology and e q uipm ent is  extrem ely w ell 
w ritten.

Th e  s ettings , I th ink , is  w h e re  Ex M ach ina falls 
be h ind. Th e  first is  H eaven Over M ountain, a 
s etting th at centers  on an elevator into space 
and lots  and lots  of bioengine ering. Th e  s econd 
is  Underw orld, a dark  and h eavy s etting 
focus ed on som e  k ind of industrial prison 
com plex arrangem ent. Th e  th ird is  Ios h i, w h ich  
concerns  th e  cons e q uence s  of electronic 
education and som e  k ind of odd societal 
organization bas ed on subculture s . Th e  fourth  is  
Daedalus, w h ich  focus e s  on som e  k ind of 
identification ch ip th at becom e s  intrus ive .

Th e  first, H eaven Over M ountain, h as  som e  
good concepts  (lik e  a tow er into space could be  
anyth ing but a good idea) w ith  som e  m ediocre  
justifications . Th e  biotech  look s  lik e  it could be  
fun, and us ing it arch itecturally is  a neat tw ist. 
All in all, th ere  are  a few  th ing's  I m igh t lift, but 
th e  s etting I'll probably leave on th e  s h elf.

Underw orld, th e  s etting th at focus e s  on th e  
industrial prison com plexe s , s e em s  a bit too 
dark  for m e . Ke ep in m ind, th at's  saying a lot. It 
m igh t be  your th ing, th ough . If you're  into th e  
dark e r s ide  of h um an nature , w ith  a focus  on 
re strictive governm ent and th e  crim inal 
underw orld, it m igh t just be  your th ing.

Ios h i is  m y favorite  of th e s e  s ettings  for 
w h atever reason. Th e  odd societal organization 
I could do w ith out, but th e  w h ole bit about 
electronic learning and th e  librarians  and all 
th at w as  pretty w ell aw e som e . Th ere  are  plenty 
of ideas  w orth  lifting in th is  one .

Lastly com e s  Daedelus , w ith  its  universally 
functional ID ch ip. W h at it am ounts  to is  a ch ip 
th at can track  you, k e eps  you a h appy 
suburbanite , and give s  you spam  em ail in your 
brain. To be  perfectly h one st, I can't th ink  of a 
us e  for it, except as  som e  flavor to be  folded 
into Ios h i.

A Review  of:

Tri-Stat Cybe rpunk  Ge nre

by Eric Sh e ely
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Th e plane s  are  suppos ed to be  aw e -inspiring 
and epic -- th ey are  m ortal dream s , h ope s , and 
fears  m ade  m anife st and th e  abode s  of th e  gods . 
But h ow  are  you, a m ere  m ortal GM , suppos ed 
to devis e  h eavens  and th e  abode s  of gods  Find 
inspiration h e re  on earth , and steal it! 
Num erous  culture s  h ave rich  m yth ologie s  to 
explore , and th e  w orld is  full of natural 
w onders  for you to draw  ideas  from .  

I say steal tongue -in-ch e e k , w h at I truly m ean is  
tak e  th e  inspiration and adapt, re -im agine , and 
im prove th em . W h en it com e s  to real w onders , 
m an m ade  or natural, th e  UNESCO  World 
H eritage  Site s  (h ttpw h c.une sco.orgenlist) is  a 
list of 800+  global s ite s  th at th e  UN h as  
decre ed atte st to th e  beauty of th e  natural w orld 
and th e  ability of past and pre s ent civilizations . 
H illm an Wonders  of th e  World 
(h ttpw w w .h illm anw onders .com ) is  also a us eful 
s ite , and it h as  a list of propos ed top 100 and 
1000 travel w onders . O nly th e  top 100 get an 
inform ation page, but th at's  w h e re  W ik ipedia 
((h ttpen.w ik ipedia.org) is  h elpful.     

If you are  concerned specifically w ith  th e  gods  
and th e ir dem e sne s , Encyclopedia M yth ica 
(h ttpw w w .panth eon.org) is  a good one  stop 
s h op for re s earch ing de itie s . W h ile W ik ipedia 
h as  a M yth ology Portal 
(h ttpen.w ik ipedia.orgw ik iPortalM yth ology) 
th at is  also us eful.    

In conjunction, s ince  th e  GM 's  goal is  to 
entertain th e ir players , involve th em  in th e  
proce s s . If you're  group is  am enable, as k  th em  
to w rite  dow n th e  five m ost am azing th ings  th at 
th ey've ever s e en on an index card or scrap of 
paper. W h en th ey as k  w h y, just give th em  th e  
m ost devious  GM  sm ile you can and provide  
th e  traditional reply O h , you'll find out soon 
enough . Tak e  th e  inspiration at h and and 

m odify and add -- perm eate  it w ith  you ow n 
style.  

Th e   ch allenge now  becom e s  de scribing th e  
scene  correctly to generate  th e  proper em otion --
 aw e , w onder, fear, or perh aps  even disgust. 
W rite  dow n th e  adjective s  th at com e to m ind 
w h en you brow s e  th e  w eb or read over th e  
cards . W h en you narrate  scene s  to your players  
refer back  to th e  list of adjective s . Th ey s h ould 
h elp create  th e  de scription you're  look ing for. 

And w h en you're  trying to portray m yth ic 
vistas , its  be st to get in th e  righ t m inds et.

Rem em ber your first vis it to th e  ocean -- w ater 
as  afar as  th ey eye  can s e e  H ow  about w h en 
you saw  a s k yscraper, and h ad to crane your 
neck  to tak e  it all in H ave you ever clim bed or 
h ik ed to th e  top of a m ountain and view ed th e  
w orld from  on h igh  Th os e  are  th e  type s  of 
fe elings  you ne ed to h arne s s  and ch annel. 
Convince yours elf, and you'll convince your 
players .   

Tak ing a party of adventurers  into th e  plane s  
can be  daunting, but it can also be  exh ilarating 
as  a story teller. In th e  land of th e  god's  noth ing 
is  im pos s ible . W ith  th e  re source s  at h and th e re 's  
enough  inspiration for your ow n 1001 am azing 
adventure s .

Epic Planar Adventuring: Finding Inspiration for Am azing Locations

by Nath an Ellsw orth
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      All th e  w ay back  in th e  first is sue  of th e  
CBGuide , R . D. H e e s en provided us  w ith  a 
decent article on nam ing fantasy ch aracters . 
Th is  article is  h opefully going to be  an 
extens ion of th at. Th is  is  for th os e  of you w h o 
s e em  to alw ays  run out of creative steam  w h en 
it com e s  to getting th e  righ t nam e at th e  righ t 
tim e .

      For m e , th e  first step in creating nam e s  is  
journaling; gath er up all th e  nam e s  you can 
rem em ber us ing in a cam paign, and w riting 
th em  all dow n. At th is  point, som e  of you m ay 
find it eas ie r to s eperate  th e  nam e s  into 
categorie s , such  as  "people", "tow ns", "lak e s", 
etc. Personally, I find th is  unnecce s sarily 
lim iting; a nam e such  as  Saigrat can w ork  for a 
m ajor villian (BBEG) or a canyon by 
appending "-th e  Vile" or "-Ch asm ", 
re spectively. Th e  only s eperation nam e s  ever 
ne eded w ould be  w h en th e  nam e specifically 
refers  to a place, such  as  th e  Scream ing H ills .

      O nce you've got a h um ble s election of 
nam e s  dow n, fe el fre e  to add anyth ing you 
com e up w ith  in your spare  tim e . If you k now  
any w ebs ite s  th at random ly generate  nam e s , 
tak e  dow n a few  th at sound nice  to you. H eck , 
w h ile youre  at it, tak e  dow n a few  th at m igh t 
even s e em  unusable.

      For th os e  of you w h o don't k now  m ultiple 
language s , th is  is  incentive to learn. For 
exam ple, w h en you ne ed a nam e for th e  overtly 
fem inine  prince s s  (elvis h  prince?), you could 
s ettle for Lovella, or you could us e  variations  of 
fore ign w ords - Aiette  h as  a very s im ilar effect, 
w ith  le s s  obvious  inspiration (Aiette , in cas e  
anybody didn't catch , w as  a blending of Ai, th e  
japane s e  w ord for love, and th e  french  suffix -
ette , for little. Aiette , th en, literally m eans  "little 
love" in th is  blending of language s).

      Th ink  you've got enough  nam e s  yet? O k ay, 
good, but w h y stop now ? Th e  list is   going to 
stay endles s , and you never k now  w h en you 
w ill find th at one  new  guy w h o w ants  th e  
nam e s  for each  individual tre e  in Sk arga fore st. 
 Grab your list of nam e s  and try th ink ing up 
subtle variations  of th em ; w h e re  doe s  Saigrat 
th e  Vile live? Well, in th e  Saigatra tow er, of 
cours e . W h ere  is  Saigatra tow er? W h ere  else  
but atop M t. Sugutre? Keep in m ind th at 
linguistically, w h en th e re  are  m ultiple nam e s  
and w ords  th at are  so obviously related to each  
oth er as  Saigrat, Saigatra, and Sugutre  are , 
th ey're  e ith e r clos e  in vicinity, referring to 
som eth ing of great im portance, or m ost lik ely, 
both .

      Be careful, th ough . Not all nam e s  are  good 
nam e s . sure , Noxe k olovok etizh inagog m igh t 
h ave a nice  sound for a rus s ian-bas ed s etting, 
but its  certainly too long for th e  taste  of m ost. 
Rem em ber, nam e s  in th e  real w orld are  very 
rarely any longer th en th re e  syllables , and even 
th en, are  oftentim e s  s h ortened. Nich olas  and 
Gabrielle are  tw o exam ple th at com e to m ind. 
Tzut-Tiet M un also w ould not be  very w ell-
suited for a rus s ian-bas ed s etting; alth ough , if it 
w as  an egyptian-bas ed s etting, it m igh t w ork  
w onderfully. Also, no m atter h ow  far aw ay 
from  th e  arch type  you get, never us e  a pre -
existing fantasy nam e th ats  com m only k now n. 
You dont w ant an NPC th at is  constanttly 
stating "No, not TH AT Aladdin...".

      Th ere  are  tw o m ore  th ings  th at you s h ould 
be  very careful of, alth ough  both  can be  us ed, if 
done  intentionally. Th e  first is  adding suffixe s  
to englis h  adjective s  to create  location nam e s; 
alth ough , one  of m y personal favorite  book s  
tak e s  place in Fantastica, it m anaged to h ave 
th e  perfect tone ne eded. Th e  s econd is  ph onetic 
h om onym s  of potentially h um orous  w ords; in a 
very ligh t-h earted s e s s ion, you could nam e th e  

Creating Fantasy Nam e s
by Sdragon19 84
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prince s  as  Penas  th e  greater and Penas  th e  
le s s e r, but dont ever expect th os e  nam e to be  
tak en s e riously. As  an extens ion of not us ing 
h om onym s  of potentially h um orous  w ords , is  to 
never- capital N-E-V-E-R - us e  a h om onym  of 
Earth . No, not even Yrth .

      So rem em ber- tak e  out one  of th e  h undreds  
of spare  notebook s  you h ave floating around (If 
you are  reading th is , th en you're  m ost lik ely a 
DM ; I don't w ant to h ear th at you don't h ave 
any spare  notebook s), and start w riting dow n 
nam e s . If noth ing else , you s h ould h ave plenty 
to do in your spare  tim e  now . 

H appy journaling!

Sdragon19 84
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H e  w alk ed th rough  a long corridor for w h at 
s e em ed lik e  an eternity.  At th e  edge  of h is  
vis ion at th e  culm ination of th e  path  lay a door. 
 Th rough  th is  door lay som eth ing h e  could not 
nam e nor de scribe , yet h e  h ad a dreadful 
understanding of its  s ignificance .  H e  drew  
closer and closer to h is  de stiny w h en along th e  
corridor h e  cam e  upon an arch w ay leading off 
to h is  s ide .  Beyond it lay a w ooded clearing 
and a circle of tre e s  th rough  w h ich  an em erald 
glow  cascaded dow n upon th e  gras sy earth .  A 
stag pranced into s igh t standing in th e  clearing, 
craning its  h ead dow n to graze  on a tuft of tall 
gras s .  It look ed up and h is  and th e  anim als 
eye s  m et in a painful stare .  W rith ing and 
jerk ing in agony h e  struck  at th e  arch w ay 
strik ing blow s  into its  supports  th at s h attered 
rock , and th e  ground s h ook  and th e  ce iling fell 
in great round boulders  s ealing up th e  pas sage  
one  by one .  H e  could now  continue . 

H e  w alk ed on.  Closer and closer h e  cam e  to 
th e  doorw ay w ith out m ak ing progre s s .  Alw ays  
it rem ained beyond h is  reach .  H e  cam e upon 
an arch w ay along th e  w ay, m uch  lik e  th e  last, 
but beyond it lay a dark , craggy cavern of 
black is h  rock  and a terrible pit.  Standing at its  
edge  look ing scornfully satisfied w as  an elderly 
m an w h o s e em ed de spite  incredible age  to h ave 
surpris ing vitality and energy.  H e  w as  clad in 
w h ite  and red, th e  ve stm ents  of Th e  Ch urch . 
 As  h e  arrived, th e  old m an beck oned to h im  
genially to join h im  look ing over th e  precipice . 
 H e  did.  H e  look ed dow n at th e  scene  beneath  
th em  both .  H e  saw  a void th at stretch ed to 
noth ingne s s , and a ring around it th at faded 
round th e  void in th e  depth s .  But in th e  nearer 
regions  could be  clearly s e en fire  and brim stone 
and anguis h ed figure s  bent and brok en, in one  
place tugging on rope s  th at attach ed to noth ing 
and pulling w ith  all th e ir strength  to m ove th at 
re solute noth ingne s s , las h ed by h orrendous  

barbed w h ips  w h en letting up, in anoth er place 
boiling th e ir fles h  off in bubbling pools of 
m olten rock .  As  h e  look ed h e  saw  one  h undred 
face s  th at h e  k new , h aving be en th e  one  to s end 
th em  th e re .  And look ing back  up h e  saw  th e  
elderly m an sm iling back  at h im .  Th e  elderly 
m an placed a h and of cam araderie  upon h is  
s h oulder and h e  returned th e  ge sture  for a 
m om ent before  pus h ing th e  old m an off over 
th e  edge .  H e  w atch ed th e  m an flail as  h e  fell 
into th e  ink y black  abys s  scream ing s ilently 
curs e s  lost to th e  void. 

H e  w alk ed aw ay back  to th e  corridor and 
turned back  to th e  pit and its  arch w ay.  For 
reasons  yet m ysterious  h e  could not bring 
h im s elf to s h ut th at arch .  And so h e  w alk ed on 
age s  forth  and forw ard.  H e  saw  h is  de stiny 
loom  larger before  h im .  Its  s ize  now  increas ed 
notably and its  distance w as  in m easurable 
decline .  W ith  each  step h e  drew  closer, an 
excitem ent at th e  m ystery th at som ew h e re  in 
h is  m ind w as  fully k now n grew  ever greater. 
 H is  h eart beat faster in h is  ch e st and h e  h eard 
voice s , scream s  of terror th at filled h im  w ith  
glee , saw  face s  th at filled h im  w ith  disgust, and 
fearful eye s  th at filled h im  w ith  de s ire .  Finally 
it lay before  h im , in reach  of h is  h and, a door of 
s im ple w ood de s ign.  Its  h andle w as  a tarnis h ed 
bronze , now  dark .  H e  reach ed out grasping th e  
h andle, care s s ing it lovingly, and tw isting it to 
allow  h im s elf to enter.  H e  pus h ed th e  door 
open. 

Proditus  sat in bed cough ing and w h e ezing, 
drench ed in a cool sw eat.  H e  strained h is  m ind 
to rem em ber th e  dream  of last nigh t.  It w as  a 
great difficulty to h im  to recall h is  dream s  in 
th e  m orning.  Proditus  w as  prone  to dream s , 
and prone to aw ak en h ack ing and ch ok ing on 
th e  air w h en h e  aw ok e  from  a particularly 
stim ulating one .  But Proditus  w as  also prone to 
forget such  dream s  in th e  w ak e  of h is  w ak ing 
w h e eze .  H e  w ould occas ionally recall a 
glim ps e  at th e  torm ented face of a h e retic 
getting w h at th ey de s e rve, and in such  m om ents  
h e  w ould sm ile in satisfaction, but it alw ays  

Seraph ine  H arm onium 's
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annoyed h im  th at h e  could never k e ep th e  
dream  in its  entirety lock ed up in h is  s k ull.  H e  
felt, th ough , a distinct fe eling th at w ith  each  
h e retic caugh t and executed th at h e  cam e closer 
and closer to th e  com pletion and th e  fulfillm ent 
of h is  dream .  Th e  very first tim e  h e  h ad h ad a 
dream  of th is  sort w as  long before  h e  h ad even 
becom e an inq uis itor.  It w as  before  th e re  w as  
such  a th ing as  th e  inq uis ition.  Th at w as  th e  
first tim e  h e  k new  carnage .  Th at w as  th e  first 
tim e  h e  k new  h ow  it felt to be  truly h appy. 

"Tell m e again w h y I ch os e  you Proditus?"

"Becaus e  you saw  potential, Solarus  Tyrolean."

"And w h y h ave I not s e en th at potential m ade  
m anife st into re sults?"

"Th e  elves  sneak  th rough  th e  fore sts  attack ing 
from  th e  branch e s  and spinele s sly retreat before  
w e  can launch  a succe s sful counter-attack ."

"I w ill not tolerate failure  Proditus .  Th e  pagan 
elves  h ave h arried th e  expans ion of th e  H oly 
Em pire  of Bizh entluus  for too long.  O ur 
inability to deal w ith  th e  pagan problem  reflects  
poorly on th e  Ch urch .  Your succe s s  or failure  
dictate s  th e  reputation of th e  Ch urch  as  a potent 
organization.  W h at’s  m ore , it dictate s  m y 
reputation am ong m y fellow  clergym en.  If you 
fail m e , I look  th e  fool.  Do you understand?"

"Ye s  m y lord Tyrolean."

"W h y you yours elf tolerate failure  in th is  
e scape s  m e .  You k now  first h and th e  evil of 
our foe .  Your ow n h onor lie s  at stak e  Proditus , 
do not m ak e  m e  revok e  it."

Proditus  took  h is  leave, fe eling a m ix of s h am e  
at h is  failure , and th e  sligh te st re s entm ent at h is  
scolding.  H e  w as  part of a w ar band, a group of 
Knigh ts  of Bizh entluus  crusading for th e  True 
Faith .  Th e  h eath en elves  h ad rejected th e  O ne  

God and ch os e  to practice  idolatry, w ors h ipping 
anim als as  gods .  Th en th ey h ad dared to 
brutally m urder innocent w oodsm en living on 
th e  edge  of th e  fore st.  Th is  w as  not th e  first 
tim e  th is  h ad h appened.  As  a prie st of Beth or, 
th e  Angel of Retribution, Proditus  h ad be en 
ch os en to be  th e  repre s entative of th e  ch urch  
and its  voice  in th e  w ar against th e  pagans . 
 Th is  w as  q uite  m om entous , as  Proditus  w as  at 
th is  tim e  not yet tw enty and fre s h  out of h is  
studie s , entering into h is  s e rvice s  as  a 
dayk e eper.  To be  given so great a tas k  at so 
early an age  w as  all but unh eard of.  Th e  post 
w ould not h ave gone to h im , h ad it not be en for 
th e  influence of Solarus  Tyrolean.  Tyrolean 
w as  w ell re spected am ong th e  Solari, so th at 
w ith  som e  debate  it w as  decided th at h is  
recom m endation s h ould be  h onored. 

A young boy s its  w ith  h is  fath er as  th ey re st. 
 H is  fath er h as  th e  th ick , h eavy arm s  of a 
lum berjack  and h as  h is  s h irt sleeve s  rolled up to 
facilitate h is  w ork .  H is  fath er discus s e s  w ith  
h is  boy th e  dream  of a future  lived in a noble, 
h one st, and religious  life .  H is  fath er says  th at 
h e  is  h elping to w ork  tow ards  th at goal by 
h elping th e  Ch urch  to spread th e  ligh t of God 
into uncivilized lands , expanding th e  glory of 
th e  Faith  by expanding th e  em pire .  Th e  boy 
listens  obediently, w ith out any real intere st or 
care .  H e  h as  h eard th is  on s everal occas ions  
and h ad alw ays  felt th at piety h ad be en im pos ed 
on h im .  W h at h e  is  m ore  intere sted in now  is  
th e  m ovem ent of a branch  at th e  edge  of th e  
area cleared by th e  w ork  of h is  fath er and th e  
oth er lum berjack s .  H e  alm ost th ink s  h e  s e e s  a 
m an in th e  branch e s , a de ep m os sy color 
against th e  brigh t sun-pie rced leaves , th en 
pas s e s  it off as  a trick  of h is  w andering 
im agination.  H e  notice s  of a sudden th at h is  
fath er is  no longer speak ing.  H e  look s  to h is  
fath er and scream s  audibly at th e  brow n 
fletch ing of an arrow  em bedded in h is  fath er’s  
now  vacant-look ing s k ull, pale and red w ith  
bleeding.  Th e  com m otion is  all around h im  
now  as  lum berjack s  tak e  up th e ir axe s  against 
foe s  h unch ed over w ith  spears , falling to h idden 
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arch ers  in th e  tre e s . 

After h is  m oth er and fath er w ere  k illed a 
congregation of prie sts  m ade  th e ir w ay out to 
th e  s ite  to perform  th e  funereal righ ts  for th e  
slaugh tered m any.  Th e  bulk  of th e  s ettlem ent 
h ad be en k illed in th e  attack  and it w as  re q uired 
for th e ir bodie s  to be  ble s s ed so as  to s h ow  th e ir 
souls th e  w ay to th e  top of M ount Ach ron in th e  
land of th e  dead th at th ey m ay ascend into 
Paradis e .  But th ere  th ey found a young boy 
orph aned by th e  attack  and took  h im  in, 
teach ing h im  from  h is  youth  th e  w ays  of th e  
Ch urch , th e  s e rvice  of th e  O ne  God, and th e  
functions  of h is  angels .  Th e  young boy took  an 
early inclination tow ards  th e  angel Beth or as  
h is  patron and studied h is  w ors h ip under h is  
superior of th e  tim e , H eliox Tyrolean.  As  yet, 
Proditus  h ad no rank ing in th e  ch urch ; h e  w as  
but a student, and Tyrolean w as  h is  m entor, 
teach ing h im  th e  w ay of ach ieving purity by th e  
purging of s in.  W h en th e  s inful abandoned th e  
O ne  God th e re  m ust be  Retribution, and 
th rough  Retribution w ould com e Cleans ing. 
 Early in h is  tim e  as  a protégé h is  tutor w as  
forced to leave h im  due  to h is  prom otion to th e  
standing of Solarus , and in tim e  Proditus  too 
w ould m atriculate; h e  into th e  office  of 
Dayk e eper, at w h ich  point h is  old m aster 
s elected h im  to voice  th e  w ill of Beth or against 
th e  pagan elves  in th e  w oods  east of 
Bizh entluus . 

Th e  w ar band h ad little succe s s  for som e  tim e . 
 Th e  elves  w ere  evas ive creature s  and q uite  
s k illed at strik ing w ith out w arning from  th e  
tre e s .  It occurred to Proditus  tim e  and tim e  
again th e  cow ardice  w ith  w h ich  th ey fough t. 
 Th ey w ould h ide  in th e ir tre e s  laying in w ait 
for th e  Bizh entlan k nigh ts  and am bus h  th em , 
tak ing ch eap s h ots  at th em  from  afar before  
flee ing th e  battle.  Proditus  k new  from  
experience  th at th e  be st w ay to draw  out th e  
elves  w as  not to attack  th em , but to attack  th e  
fore st; it w as  bait th ey could not re s ist, and so 
h e  laid h is  trap.  Proditus  s ent w ord to 
Sh ardm oore; to Th e  Ch urch  and King M enclar 

Flam e h eld th at th e  sure st w ay to ensure  succe s s  
w as  to increas e  th e  pace of defore station.  To 
draw  th em  out in vengeful fury and th us  
ensnare  th em ; doom ed to fall to th e  superior 
w arriors  of th e  Em pire .  Regarding th e  incident, 
h is  personal log contained th e  follow ing 
entrie s : 

      Day 4 of th e  7th  m onth

      Ye ar 9 86 of th e  Lunar Epoch  

      Th e  s im ple -m inde d e lve s  could not h e lp 
but fall for m y trap.  Th e ir pre cious  fore st is  
th e ir w e ak ne s s  and th e y cam e  lik e  m oth s  to a 
flam e .  I adm it th at I w as  surpris e d by th e ir 
brave ry once  prope rly rous e d.  I e xpe cte d 
ve nge ance  but e ve n in th e  s igh t of de fe at th e y 
fough t on.  Th e y w e re  a s igh t to s e e , th ough , a 
th rong of nak e d savage s  in w ar paint.  Th e ir 
blind de dication to h e ath e n gods  h as  k e pt th e m  
quite  prim itive .  Th e y figh t w ith  spe ars  w h os e  
tips  are  m ade  from  stone s — th e y h ave n’t e ve n 
m e tals .  A fe w  h ave  anim al h ide s  for prote ction, 
but m ost run nak e d, or clos e  to it.  W h e n th e y 
de sce nde d on us , w e  w e re  re ady.  Sh ie lds  
de fle cte d th e ir quaint spe ars  and sw ords  w ould 
run th e m  th rough .  W h e n I caugh t one  of th e m  
and prom pte d h im  give  up h is  h e ath e n w ays  
and acce pt th e  grace  of th e  One  God h e  re fus e d 
and so I cut h is  th roat.  It w as  th e  first tim e  I 
h ave  tak e n life .  Th e  blood ran dow n h is  ch e st 
and on m y h ands , filling m e  w ith  a strange  
e xh ilaration.  I h ardly re m e m be r anyth ing afte r 
th at m om e nt. 

      Day 5 of th e  7th  m onth

      Ye ar 9 86 of th e  Lunar Epoch  

      I w ok e  up w h e e zing th is  m orning.  I 
w onde r if one  of th os e  dirty pagans  curs e d m e  
w ith  th e ir vile  m agick s .  I th ink  I h ad a dre am  
last nigh t.  I don’t re m e m be r it, e xce pt for th e  
s igh t of a stag ch e w ing a tuft of gras s .  I k now  
not w h at it m igh t m e an. 
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      Day 6 of th e  7th  m onth

      Ye ar 9 86 of th e  Lunar Epoch  

      I can’t s e e m  to ge t th e  im age  of th e  
h e ath e n’s  blood all ove r h im  and m e  out of m y 
h e ad.  I k e e p th ink ing I s e e  blood on m y h ands  
th at isn’t th e re .  Th e y say th at is  a s ign of guilt 
and insanity, but I don’t fe e l guilty.  Pe rh aps  if 
h e  w e re  a faith ful God-loving h um an, but h e  
w as  a pagan e lf.  Such  cre ature s  de s e rve  to die . 
 In fact I s h udde r in e cstasy at th e  s igh t of th e  
blood of h e ath e ns .  I w ant so badly to s e e  
anoth e r’s  blood.  I w ant to cut all of th e ir 
th roats  just lik e  th e  last one  so th at I can w atch  
th e  blood gus h  from  th e ir ne ck s  as  th e y s quirm  
in th os e  last fe w  s e conds  of life .  Th at is  
Be th or’s  w ay.

 w ill continue  as  a s e rial for 
th e  next few  guide  is sue s  as  part of an 
effort to include a broader look  at th e  
w orld building art. Th e  Editors  of th e  
CBGuide  w ould lik e  to th ank  
Seraph ine  for th e  continued support.

Do you h ave a bit of fantasy or sci-fi 
w h ich  you're  dying to expre s s? Send it 
to cam paignbuildersguide@ gm ail.com !

mailto:campaignbuildersguide@gmail.com
mailto:campaignbuildersguide@gmail.com
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      Now  th at m any of th e  e s s entials of your 
border h ave be en laid dow n, it’s  tim e  to talk  
about th e  h eart and soul of any border patrol; 
th e  people actually patrolling th e  border. Th e  
m ost expens ive, com plex, and im penetrable 
border is  noth ing m ore  th an a conglom eration 
of buildings  and item s  w ith out people to us e  
and m aintain th em .

      Th e  first cons ideration w h en m anning your 
border is  th e  m ain figh ting force . H ow  m any 
th e re  are  and th e ir average strength  are  th e  first 
tw o q ue stions  you ne ed to as k  yours elf. Th e  
answ ers  to th e s e  q ue stions  w ill be  bas ed on th e  
territory th at th ey’re  guarding and th e  
com plexity of th e  border.

      Th e  s ize  of th e  norm al garrison is  
com pletely dependant on th e  facilitie s  th at are  
at th e  border. A s ingle w atch tow er every few  
m ile s  w ill h ave s ignificantly few er m en th an a 
fort, and a fort w ill h ous e  few er m en th an a 
fully m anned w all. Th e  num bers  don’t h ave to 
be  exact, but th e re  s h ould be  enough  m en th e re  
to do w h at th ey ne ed to do (patrolling, w atch , 
m e s s enger s e rvice , etc.).

       As  far as  com pos ition of th e  arm y, all 
figh ters  m igh t be  appealing, but in all 
probability th e  m ain arm y w ill be  com pris ed 
m ostly of w arriors  and com m oners  from  
nearby; th e  country’s  m ain arm y h as  better 
th ings  to do th an garrison an out-of-th e -w ay 
border w all. Th e  strength  of th e s e  m en (th e ir 
clas s  levels) w ould be  dependant on s everal 
factors . If th e  border s e e s  a lot of barbarian 
incurs ion or invas ion attem pts , th e  garrison w ill 
be  m ore  experienced th an if th e  border is  safe . 
A border th at s e e s  action often w ill m ost lik ely 
h ave a greater percentage of its  arm y be  
figh ters , but th ey w ould still be  th e  m inority.

      W ith  your m ain layer of m en e stablis h ed, 

you ne ed to cons ider w h eth e r your border us e s  
casters . Th e  m ost com m on casters  to s e e  on th e  
border w ould be  adepts  for th e  sam e  reason you 
s e e  m ore  w arriors  th an figh ters , but th e re  
s h ould be  a pre s ence  of w izards , sorcerors , and 
clerics  am ong large num bers  of m en. Bards  are  
a m ust am ong any border, th e ir ability to buff a 
large num ber of people fitting perfectly w ith  an 
arm y. In sm all groups , h ow ever, it m ay be  
better to replace th e  bard in favor of a different 
caster, such  as  a w izard or sorceror.

      Th e  oth er clas s e s  h ave specific nich e s  in 
regards  to borders , and th e ir pre s ence  is  bas ed 
on th e  pre s ence  or abs ence  of th os e  factors . 
Barbarians  are  in intere sting alternative to 
figh ters  at a border, and w ould be  better 
e q uipped to h andle rem ote or le s s -e stablis h ed 
borders  w h e re  th e ir enh anced m obility and 
s k ills com e into play. O n a w all or in a tow er, 
th e  barbarian is  le s s  effective, and s h ould be  
done  aw ay w ith  in favor of a figh ter.

      Druids , alth ough  in pos s e s s ion of us eful 
spells and abilitie s , are  be st utilized at borders  
th at are  m ostly terrain, w ith  few  structure s . 
Lik e  th e  barbarian, m any of th e ir abilitie s  
becom e m oot w h en confined to s iege  w arfare .

      M onk s  and Paladins  are  clas s e s  w ith  no real 
distinction. M onk s  w ould do decently in 
com bat, but lack  th e  staying and figh ting ability 
th at a figh ter w ould h ave at low  levels . Paladins  
are  e s s entially pre -flavored figh ters , but could 
us e  th e ir talents  as  a cleric replacem ent or an 
outpost com m ander. If you h ave th e  space  and 
w ant to spice  up a border, us e  th e s e  clas s e s . 
O th erw is e , leave th em  on th e  s h elf.

      Rangers  are  invaluable in non-structured 
borders . Th e ir large array of survival abilitie s  
and affinity for m ultiple styles  of com bat m ak e  
th em  perfect guerilla figh ters , and th e ir favored 
enem y ability can provide  an extra edge  on 

: BORDER M EN

by Stargate525



CAM PAIGN BUILDERS' GUIDE

page 17

border th at face a regular enem y, even on a w all 
or s im ilar defens ive structure .

      Rogue s , even w ith  th e ir m ultiple s k ills and 
sneak  attack , are  th e  only clas s  th at really 
doe sn’t belong on a border. Th e ir stealth  
abilitie s  can be  m atch ed or bettered by a ranger, 
and th e ir trap s ens e  and sneak  attack  w ill not 
s e e  enough  us e  on a border to w arrant th e ir 
pre s ence .

      Now  th at you h ave all th e  tools to build a 
border, it’s  tim e  to s e e  a few  exam ples  of th e  
various  borders , w h ich  is  th e  topic of next 
m onth ’s  installm ent. 

W elcom e back , fellow  Cam paign Builders .  I 
h ope  you’ve h ad som e  luck  getting started on a 
new  cam paign s etting for yours elf.  H e re’s  a 
little recap of th e  last s e s s ion before  w e  jum p 
righ t in.  Last article, w e  spok e  of h ow  to add 
som e  variety (both  of th e  external and internal 
nature) to your new  cam paign, and w e  also 
talk ed about h ow  to s et up a prem is e  for your 
s etting by e stablis h ing a tone and a th em e .  W e 
also w ent over th e  various  rules ets  you can us e  
for your creative purpos e s .

W e left off w ith  tw o im portant piece s  of 
inform ation.  Th e  first is  th at w e  w ill be  us ing 
an as s em bled rules et for our m utual cam paign. 
 Th e  s econd w as  a statem ent w h ich  w ent 
som eth ing lik e  th is :

“In a very old w orld, very old be ings  once 
ruled, but  h ave slept now  for m any m illenia. 
 Th e s e  be ings  h ave recently aw ok en, and 
th rough  both  politics  and w arfare , th ey now  
plan to once again becom e th e  lords  of th e  

w orld.  Th e  people of th e  w orld m ust find a 
w ay to stop th em , or becom e slaves  to a race  
m ore  ancient th an th e  sun.”

Th at statem ent include s  a little bit of our tone 
and th em e , and th us  s ets  up our prem is e .  W e 
also decided th at for som e  internal variety, th e  
m ain cam paign area w ould cons ist of th re e  
s eparate nations : a European-influenced, 
feudalistic k ingdom , a de s e rt em pire , pos s ible 
w ith  M iddle -Eastern flair, and a large city-state  
of th e  Greco-Rom an persuas ion.

Now , let's  get going.

Th ere  is  a lot of discus s ion on various  m e s sage  
boards , in m agazine s , and am ongst creators  as  
to w h at th e  be st m eth od is  for creating a new  
cam paign s etting.  Th e  points  I m ade  in th e  
previous  article are  all –  for th e  m ost part –  not 
really very debatable.  Th ey s e em  to be  staples  
in th e  s etting building com m unity.  Th e  next 
step, h ow ever, is  very m uch  up for debate , and 

 - Part Tw o -
by Is h m ayl
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th e s e  debate s  som etim e s  end w ith  h urt fe elings , 
bruis ed egos , bleeding nos e s , and brok en lim bs  
(w ell, m aybe  not th e  bleeding nos e s ...).  Th at 
step is  deciding w h eth e r to build your s etting 
“ ins ide -out,” or “outs ide -in.”

An  is  a s etting th at starts  
w ith  a particular cam paign area and spreads  out 
from  th e re .  For instance, you w ould start by 
defining a cam paign h eadq uarters , and get just 
th e  righ t am ount of inform ation in th at 
h eadq uarters  to run succe s sful gam e s .  Th en, 
you expand as  ne eded.  If you k now  you'll need 
a few  ruins , and a few  extra tow ns  and citie s  
w ith in th e  next few  s e s s ions , you go ah ead and 
start planning th os e  out.  Th en, if th e  PCs 
decide  to k e ep h eading outw ards , you k e ep 
de s igning in th e  direction th ey're  going.  In th e  
m eantim e , you w ill h ave figured out w h at th e  
local governm ent cons ists  of, and h ow  it 
interacts  w ith  oth er governm ents , th us  giving 
you answ ers  to q ue stions  w h ich  m ay aris e .  At 
th is  point, you m ay start de s igning th e  
ne igh boring k ingdom , k now ing th at th e  PCs 
w ill be  h eading th at w ay soon.  M ost lik ely, th at 
k ingdom  w ould be  de s igned s im ilarly to h ow  
th e  h eadq uarters  w as  de s igned: starting w ith  th e  
first city th e  PCs vis it, and spreading out from  
th e re .   Th is  style of cam paign building can 
lead to incons istencie s  in th e  surrounding w orld 
if you're  not careful, but on th e  oth er s ide , it's  
m uch  eas ie r, and tak e s  m uch  le s s  w ork  righ t up 
front for th e  Cam paign Builder.

An  m eans  a cam paign 
s etting th at starts  on a m acroscopic scale, and 
eventually narrow s  dow n to a particular 
h eadq uarters .  O ften, outs ide -in s ettings  begin 
w ith  a w orld (or even an entire  planetary 
system ), th en w ork  out th e  tectonic plate s  and 
s h ifts , w h ich  leads  to th e  creation of continents  
and m ountain range s .  Th en, each  continent is  
given explicit detail in term s  of interactions  
w ith  each  oth er and h istory, w h ich  in turn leads  
to th e  de scriptions  of all th e  various  k ingdom s , 
countrie s , nations , m unicipalitie s , city-state s , 
untam ed w aste s , and ruined em pire s  in th e  

w orld.  Th is  is  also all given a h istorical 
back drop, w h ich  leads  to all th e  various  
village s , citie s , tow ns , h am lets , th orps , and 
m etropolis e s  in every s ingle nation.  Each  of 
th e s e  is  th en given a racial dem ograph y, h istory, 
relations h ips  w ith  oth er com m unitie s , and 
explicit tim e  line .  Every inn, tavern, 
black sm ith , duk e , and fair m aiden th at a PC 
could even h ope  to run into is  detailed out.  I've 
even s e en th e s e  w orlds  w ith  th e  w eath er 
patterns , ocean currents , and specific volcanic 
activity planned.  It's  a lot of inform ation, very 
tim e  consum ing, and tak e s  q uite  a bit of 
re s earch .  H ow ever, on th e  “good” s ide , if 
you're  tak ing a clas s  on World Construction and 
planning on w riting an entire  s e rie s  of 
encyclopedias , th en de s igning th e  inner-and-
outer w ork ings  of an entire  planetary ecosystem  
is  probably q uite  fun for you, and good 
experience  to boot!

I'm  sure  you can s e e  w h y th e s e  tw o different 
m eth ods  caus e  a lot of spark s  in th e  Cam paign 
Building com m unitie s .  O uts ide -in builders  
often s e e  th e  oth er as  lazy, and th ey s e e  th e ir 
w orlds  as  potentially full of h oles .  Ins ide -out 
builders  often s e e  th e ir counterparts  as  h aving 
w ay too m uch  tim e  on th e ir h ands , and h aving 
m ore  inform ation in th e ir s etting th an could 
pos s ibly ever be  us ed.  W e're  not h e re  to debate  
th e  m erits  of e ith e r, th ough .  W e're  h e re  to build 
a cam paign.  After careful cons ideration, I 
believe th at th e  ins ide -out m eth od w ill be  m ore  
us eful to us .  W ith  th at be ing said, it's  about 
tim e  to begin w ork ing on our bas e  of 
operations , or H eadq uarters  (H Q), but first, let 
m e  bring up som eth ing extrem ely im portant.

Now , I as sum e  you’ve h eard th e  old adage, 
“Don’t bite  off m ore  th an you can ch ew ?” 
 W ell, for our goals, and tak ing into account th e  
ins ide -out m eth od w e  w ill be  us ing, th at saying 
applie s  very w ell, and w e’ll us e  it to craft our 
First Rule of Cam paign Building: 

Th is  is  an extrem ely im portant rule to k e ep in 
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m ind.  If you m ust, w rite  it on a note card and 
stick  it in your s h irt pock et.  You ne e d to 
rem em ber th is  rule at all tim e s .  All too often, 
 fledgling GM s and Cam paign Builders  fe el 
th at to m ak e  th e ir s etting believable, th ey m ust 
h ave an answ er for absolutely everyth ing. 
 Th ey draw  up dozens  (or h undreds!) of m aps , 
and h ave a score  of notebook s  filled w ith  page 
after page of encyclopedic-lik e  inform ation. 
 Th is  h as  be en th e  dow nfall of num erous  w ould-
be  Cam paign Builders  for age s  now , for s everal 
reasons .  First, it h as  a tendency to tire  out th e  
Cam paign Builder be fore  h e  e ve n runs  h is  first 
s e s s ion in th e  s e tting!  Second, m ore  often th an 
not, new  players  just s im ply w on't be  intere sted 
in h earing (or reading) th at am ount of 
inform ation at first, and th at can be  extrem ely 
dis h eartening for you, as  th e  creator, if you've 
put a lot of tim e  into it.  Trust m e ,  I h ave a lot 
of experience  in th is .  Believe m e  w h en I say 
th at too m uch  inform ation for new  players  w ill 
turn th em  off m uch  m ore  often th an it w ill 
excite  th em .  It is  th e  extrem ely rare  player w h o 
actually appreciate s  th e  am ount of w ork  you 
put into your s etting.

Tak ing into account our First Rule, let's  start 
planning a H Q for our new  cam paign. 
 Rem em ber th e  th re e  m ain areas  of influence 
our cam paign w ill h ave?  W ell, over th e  last 
m onth  (or tw o), I've done  a bit of pondering, 
th ink ing, and soul-s earch ing on th is  subject, 
and I believe th at for our purpos e s , our H Q 
s h ould be  s et in th e  feudalistic k ingdom , 
influenced strongly by w h at w e  k now  of as  
European Feudalism .  Th is  governm ent w ill 
h ave everyth ing to do w ith  th e  w ay th e  players  
react to particular s ituations .  Know ing w h at 
k ind of governm ent th e  H Q is  s et w ith in give s  
th e  players  acce s s  to a ton of inform ation righ t 
up front.  W ith  th e  appropriate  k now ledge 
given, players  k now  w h o th e ir friends  and allie s  
are , w h o th e ir enem ie s  are , w h o th e ir lords  and 
superiors  are , w h o th e  im portant officials are , 
and q uite  pos s ibly, w h o th e  im portant not-q uite -
so-official people are .

To players , governm ent cons ists  of bas ically 
tw o different levels .  Th ere 's  th e  national level 
governm ent (Nation X is  ruled by King Bob, 
and all taxe s , law s , etc go th rough  h im ), and 
th en th e re 's  th e  local level (Lord Alfred 
Tennyson rules  th e  sm all Long Keep, and 
adm inisters  h is  ow n form  of rules , law s , 
punis h m ents , fine s , and taxe s).  M ost lik ely, 
few  of th e s e  nam e s  and law s  w ill h ave an 
im pact on play for q uite  som e  tim e , but it's  
us eful to h ave som e  th ings  h andy (w e 'll get to 
th at in a bit).

Local politics  is  going to be  th e  bigge st 
influence on players  for th e  first few  s e s s ions , 
and th e s e  influence s  w ill s h ow  up m ore  often 
th an anyw h ere  else  at th e  H eadq uarters .  For 
our purpos e s , a  can be  
defined as  th e  place w h e re  players  go betw e en 
adventure s  w h e re  th ey can re st, recuperate , s ell 
treasure s , get new  adventure s  and q ue sts , and 
m ost im portantly, fe el safe .  Usually th is  H Q is  
th e  s ite  of th e  PCs' first m e eting w ith  one  
anoth er, as  w ell as  th e  s ite  of th e ir very first 
m is s ion (or at least th e  acceptance of said 
m is s ion).  Th is  H Q can interact in m any 
different w ays  w ith  th e  oth er local com m unitie s  
and w ilderne s s e s , and it's  up to you to 
determ ine  th e s e  interactions  on a general level 
before  th e  very first s e s s ion.  Below , I'll list a 
few  different H Q tem plate s  you m ay be  
intere sted in cons idering.

 In th e  large city (say, 5000+  
inh abitants), th e re  are  m any opportunitie s  for 
good adventure s . Due to th e  variety available in 
a city, it is  one  of th e  m ost popular H Q 
tem plate s  to us e .  Th ere  are  th ousands  of NPCs 
to interact w ith , dozens -to-h undreds  of bars , 
taverns , and taproom s  to socialize  in, m any 
craftsm en to purch as e  w are s  from , and constant 
traffic flow ing th rough  th e  city –  w h ich  can be  
an excellent source  of rum ors , plot h ook s , and 
inform ation gath ering.  O f cours e , th e re  are  
definitely som e  disadvantage s  to us ing a large 
city as  th e  H Q.  O ne  of th e  large st 
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disadvantage s  is  th e  fact th at th e re  are  so m any 
people to interact w ith .  Citie s  in fantasy 
w orlds , e specially large citie s , are  usually 
extrem ely im portant, and extrem ely rare .  Th ey 
are  inform ation h ubs  for activitie s  going on 
around th e  entire  k ingdom , or w orld!  Th is  
m eans  th at it w ill caus e  you to create  a lot m ore  
inform ation up front th an you m ay be  intere sted 
in creating.  Inevitably, th e  players  are  going to 
eventually as k  about th e s e  outs ide  areas  in th e  
cam paign, but if th ey are  as k ing about th em  (or 
be ing expos ed to th em ) righ t up front, it m eans  
m ore  w ork  for you detailing parts  of your 
cam paign th at m ay not s e e  adventure s  for q uite  
som e  tim e .  Plus, citie s  are  extrem ely tim e -
consum ing to detail and m ap.  You m ay get 
h and cram ps!

In term s  of th e  politics  of citie s , you h ave one  
of tw o options  (m ost of th e  tim e).  Th e  first, 
and m ost com m on, is  th at th e  city is  of h igh  
im portance –  econom ically and strategically –  
for th e  nation as  a w h ole, and is  th us  regarded 
as  such  in term s  of its  layout, policie s , and 
defens e s .  Th ere  are  probably s everal w ell-
supplied garrisons  and barrack s , all run by 
h igh e r-up m ilitary and bureaucrats .  Above 
th em  are  th e  various  rivaling factions  and 
partie s  th at constantly bick e r and figh t, 
w orm ing th e ir ow n agendas  into th e  policie s  of 
th e  city.  Th en, above th em , usually is  th e  lord 
of th e  city, often som e  duk e  or earl, w h o is  
often a relative to th e  m onarch .  W ith in th e  city, 
th e re  w ill m ost lik ely be  som e  sort of h igh ly 
organized constabulary s e rving as  a sort of 
m edieval police  force , w ith  even m ore  
bureaucrats  to h ead and govern th e  “goon 
s q uads .”  Becaus e  th e  citie s  in th is  society are  
often m ajor trading h ubs  for th e  re st of th e  
k ingdom , th e  governing officials are  often in 
ch arge  of such  trade  functions .  Th at's  w h e re  
you get titles  lik e  M aster of th e  Dock s , City 
Treasurer, H ead of Fore ign Affairs , and O pal 
Council... h m m m , I th ink  som eth ing slipped in 
th e re  th at s h ouldn't h ave be en.  M ost m edieval 
citie s  certainly did not h ave a H ead of Fore ign 
Affairs .  H ow  s illy!

Th e  s econd option th at one  w ould h ave w h en 
creating a city as  H Q w ould be  to m ak e  th e  city 
as  a pos s ible outpost to th e  nation of its  
allegiance .  King Bob m ay h ave s ent a few  
s h ips , carrying m ining supplie s  and all th e  
com forts  of h om e  –  coal, ch am ber pots , rusty 
utens ils  –  to a sm all island w h e re  it is  reported 
th e re  are  pile s  of gold, just w aiting to be  
h arve sted.  Th is  outpost is  going to ne ed to 
h ave all th e  am enitie s  of h om e , such  as  som e  
bureaucrat running th ings , som e  w ell-buffed 
m en (and w om en!) guarding th e  gold m ine s , 
and som e  prie sts , craftsm en, and farm ers  to 
k e ep people alive .  Plus, as  all of us  k now , 
bored people e q uals violent people, so th e re  
w ill undoubtedly be  som e  taverns  and broth els 
s et up for “entertainm ent.”  Th is  type  of city is  
governed s im ilarly to th e  one  m entioned above, 
h ow ever, th e re  tends  to be  a bit of th e  ol' “ iron 
fist” elem ent involved.  Becaus e  of th e  inh e rent 
dangers  involved w ith  not h aving an entire  
nation only m ile s  aw ay to back  you up, certain 
policie s  m ay h ave to be  in play, for th e  
“protection of th e  people,” (but m ost lik ely for 
th e  protection of th e  gold!).

 Anoth er excellent 
tried-and-true  H Q option is  th at of th e  
strongh old.  M ore  often th an not, strongh olds  
and fortre s s e s  are  built in a defens ive pos ition 
along an im portant border.  Perh aps  th e re  is  a 
river in Kingdom  Y th at constitute s  th e  border 
betw e en it and th e  Barbaric Nation of 
Frenzified Bers e rk e r Barbarian H orde s  of th e  
Abys s .  It w ould be  w ell w ith in th e  be st 
intere sts  of Kingdom  Y to m ak e  sure  th at th e  
BNoFBBH otA didn't h ave an easy w ay of 
getting into th e ir k ingdom  and plundering th e  
lands  for w om en and goats  and such .  Be ing 
th at th e s e  fortre s s e s  and strongh olds  are  often 
'betw e en nations ,' th ey provide  an excellent 
stopover for various  local outs iders  (h unters , 
druids , rangers , adventurers , etc).  Plus, th ey 
are  very often on th e  fringe  of som e  great 
w ilderne s s , or at least dangerous  area, th us  
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m ak ing great opportunitie s  for adventure s .  Not 
to m ention, th ey are  often w ell-enough  
s ecluded from  th e  re st of th e  nation th at you 
don't h ave to spend q uite  as  m uch  tim e  
detailing surrounding com m unitie s , tow ns , and 
citie s !  Yay!  O n th e  dow ns ide , becaus e  of th e ir 
distance from  oth er place s  of im portance, you 
m ay h ave to com e up w ith  som e  pretty creative 
reasons  as  to w h y th e re  is  a prie st of h igh  
enough  level just ch illing, w aiting to re surrect 
your sorry players ' corps e s .

Th e  governing of a strongh old or fortre s s  tends  
to be  in th e  h ands  of a very h igh -up m ilitary 
official –  probably a m ajor or captain, 
som etim e s  a m ars h al or w arden, and pos s ibly 
even a colonel or general if th e  pos ition is  
im portant enough .  Th e  law s  of th e s e  place s  
tend to be  m ore  in line  of th e  law s  of th e  
m ilitary th an standard civilian law . 
 Punis h m ents  are  often h ars h , but protection of 
th e  boundarie s  –    and as  such , th e  civilians  –  is  
th e  forem ost priority.  Th ere  are  often strict 
rules  on disorderly conduct, and very often, 
th e re  are  curfew s  and lim its  to social 
m iscreantism  such  as  be ing drunk  in public. 
 Th e  m ilitary officer in ch arge  usually us e s  th e  
soldiers  for h is  policing, if any ne eds  to be  
done , but realistically, w ith  all th os e  soldiers  
h anging around, law -break ing is  pretty low .

An intere sting th ing to k e ep in m ind w ith  th e s e  
strongh olds  is  th at th ey often h ave sm all 
village s  and tow ns  spring up around th em  
outs ide  th e  w alls, filled w ith  people eagerly 
w anting to s e rvice  th os e  ins ide  th e  strongh old. 
 Th is  econom ic peculiarity provide s  som e  new  
face s , as  w ell as  som e  exotic options  for th e  
players  to encounter.

 Sm all tow ns  and 
village s  can occur all over th e  m ap in a 
k ingdom .  Th ey usually just pop up w h e rever 
good farm land is , or w h e rever a river splits , and 
som etim e s  in defens ible locations  if it is  clos e  
to a border.  Th e s e  sm aller com m unitie s  are  
often under th e  protection of an appointed 

m ayor, baron, etc, w h o in turn answ ers  to a 
local prince  or duk e  w h o overs e e s  th e  entire  
region of th e  k ingdom .  Som etim e s  th ey are  
directly in line  betw e en citie s  and strongh olds , 
and som etim e s  th ey're  off th e  beaten path . 
 Th ey tend to be  filled w ith  com m oners  and 
m erch ants , trying to m ak e  a living in an under-
w aged econom y.  Th ey provide  a rich  tape stry 
and variety of NPCS for th e  players  to 
encounter, and often h ave a h odge -podge  of 
culture s , dem ograph ics , and nich e s  for th e  
players  to becom e a part of and interact w ith . 
 Be ing m ore  rural, a lot of th e  m ysterie s  and 
adventure s  are  bas ed on superstition and m yth s  
and legend, rath er th an internal politics  and 
w ar.  O n th e  oth er h and, just lik e  th e  strongh old 
or fortre s s  tem plate, it is  often h ard to explain 
exactly w h at a h igh  level prie st or sorcerer 
(w h o, one  w ould argue, is  typically a nece s sary 
clich é for m ost H Qs) is  doing just 'h anging 
around.'  Sure , m aybe  th e  epic level w izard is  in 
retirem ent after centurie s  of constantly 
defending th e  w orld against th e  evil force s  of 
th e  Z h ent - .... ah e m , th e  , but if th at's  
th e  cas e , w h y doe s  h e  still ch arge  you for 
s e rvice s  and constantly go gallivanting acros s  
th e  plane s  of existence  to save th e  day?  (O h , as  
a Note - In m edieval tim e s , often tiny village s  
w ould form  around th e  bas e  of a city w all as  
th e  city overflow ed, but for our purpos e s , w e 'll 
cons ider th os e  village s  part of th e  city.)

 Th ere  are  a lot of w ays  th at 
one  could incorporate a uniq ue  location of 
som e  sort into an H Q.  Perh aps  th e  adventurers  
first m et in front of th e  tow er of Sage Gilbert, 
after h aving read th e  “Adventurers  Wanted” 
s ign at th e  local tavern.  M aybe  everyone first 
m et in a sm all glen in th e  Dark  Fore st w h ile 
trying to e scape  th e  Bandits  of Th ievery.  It's  
even pos s ible th at all th e  ch aracters  m et by 
h appenstance as  th ey w ere  all s earch ing for th e  
Sacred Treasure  of Snobbery in th e  Ick y Ruins  
of De spair.  All of th e s e  locations  could becom e 
th e  players ' H Q, providing som e  sort of re spite  
in betw e en adventure s .  Th e s e  k inds  of H Qs  are  
som ew h at h arder on th e  GM , and m uch  h arder 
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on th e  players , due  to th e  fact th at com m on 
s e rvice s  th at are  usually available to players  are  
not generally available in th e s e  locations . 
 H ow ever, if done  properly, th e s e  uniq ue  type s  
of bas e s  can lead to very good adventure s  and 
cam paigns , w ell aw ay from  th e  norm s  and 
clich és  of m any oth er cam paigns .

So I gue s s  th is  m eans  it's  tim e  for us  to decide  
on our ow n H Q.  But before  w e  go on, it is  tim e  
to introduce th e  Second Rule of Cam paign 
Building: 

  Th is  m eans , w h en 
you create  a fore st, create  a s ecret.  W h en you 
m ak e  a new  tow n, create  a s ecret.  W h en you 
create  a plane of existence , create  a s ecret. 
 W h en you create  a new  s et of ruins ... you 
gue s s ed it.  Create  a s ecret.  Role playing is  
often about exploring and unearth ing ancient 
m ysterie s  and legends , w h ich  m eans  you ne ed 
to h ave plenty of m ysterie s  and legends  ready 
to unearth .  Entire  adventure s  or cam paigns  can 
be  bas ed around one  of th e s e  s ecrets , so it is  
very im portant to h ave s ecrets  ready and at 
your disposal.

W ith  all th at out of th e  w ay now , w e  can 
determ ine  w h ich  w ill w ork  be st for our 
cam paign.  As  I'm  th ink ing of th is , I'm  also 
constantly rem inding m ys elf of th e  First Rule, 
to m ak e  sure  th at I don't overexert m y poor 
cam paign building m uscles .  I'm  th ink ing th at, 
to k e ep th ings  s im ple at first, but to also allow  
us  plenty of adventure  opportunitie s , th e  
strongh old/fortre s s  m eth od is  going to be  our 
be st route .  Th is  allow s  us  to h ave plenty of 
acce s s  to NPCs and s e rvice s , w h ile at th e  sam e  
tim e  h aving num erous  w ilderne s s -type  
adventure s .  O f cours e , a little bit of 
back ground and h istory m ay be  in order now ...

Th is  strongh old w as  built around forty years  
ago to s e rve as   a final outpost in our feudalistic 
nation before  encountering a stretch  of rock y, 
h illy land k now n as  th e  Barrens .  Th e  Barrens  
stretch  on for s everal dozens  of m ile s  before  

reach ing th e  loom ing H ornridge , a m ountain 
range to th e  north .  Th e  Barrens  are  k now n to 
h ave m any roam ing beasts  and m onsters , as  
w ell as  som e  oth er denizens  w h o claim  to h ave 
lineage s  back  to som e  very ancient 
civilizations .  Th e  strongh old is  currently th e  
h om e  to th e  s econd son of th e  k ing, w h o often 
sponsors  h unting events  into th e  Barrens . 
 Rum ors  h ave it th at th e  k ing and h is  s econd 
elde st son are  not in th e  be st grace s  w ith  each  
oth er at th e  m om ent, but few  voice  th e s e  
rum ors  aloud.  Th e  strongh old actually h as  a 
s econd purpos e , and th at is  h ow  w e 're  going to 
us e  our Second Rule of Cam paign Building 
from  above.  Th e  strongh old is  actually built 
atop a very m ystic piece  of ground. Over a 
th ousand years  ago, an ancient cult realized th at 
very pow erful ley-line s  of m agic cros s ed over 
th is  spot of land.  Th e  cult built a pow erful 
m agical device  th at h arne s s ed th e  m agic of 
th os e  ley-line s , but th e  device , as  w ell as  th e  
cultists ' s h rine , w ere  de stroyed w h en an 
oppos ing religion de stroyed th e  cult.  Parts  of 
th e  m agical device , as  w ell as  th e  s h rine , are  
actually now  em bedded in th e  stonew ork  and 
foundation of th e  strongh old.  Th is  w ill 
h opefully com e in us eful later w h en w e  get 
m ore  into th e  m yth ology of th e  w orld.

You w ill h ave noticed th at I h ave very 
specifically not nam ed anyth ing or anyone yet 
(oth er th an th e  Barrens  and th e  H ornridge). 
 Nam e s  are  extrem ely im portant, and w ith in th e  
next couple is sue s , w e 'll get around to nam ing 
everyth ing.  I m ay even h ave an entire  article 
on th e  nam ing conventions  w e  us e .

I h ope  you've enjoyed th is  s econd article.  W e 
accom plis h ed a good bit th is  tim e , including 
defining th e  first tw o (and m ost im portant) 
Rules  of Cam paign Building, as  w ell as  
determ ining different m eth ods  of building th e  
cam paign.  W e also w ent over s everal pos s ible 
H Q tem plate s .  H e re  are  a few  th ings  you can 
th ink  about w h ile aw aiting th e  next article.

  List as  m any 
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pros  and cons  as  you can about each  of th e s e  
m eth ods , in your ow n w ords .  Th ink  th rough  it 
carefully.  You m ay decide  th at th e  O uts ide -In 
m eth od w ork s  m uch  better for you th an it doe s  
for m e , w h ich  m ay ch ange th e  w ay you th ink  
about your cam paign.  If th is  is  th e  cas e  for 
you, h ave no fear, a few  is sue s  from  now , I w ill 
be  tak ing a giant step back  to talk  about 
cosm ology and th e  planet th e  cam paign is  s et 
on, so th at w ill be  of us e  to you.

  Try to com e up 
w ith  at least five “uniq ue  H Q tem plate s” to 
cons ider w h en determ ining th e  H Q of your 
players .  Th ink  of novels you've read, m ovie s  
you've s e en, storie s  you've h eard, and gam e s  
you've played in.  All w ill h ave elem ents  th at 
can h elp inspire  you to create  a new , uniq ue  
tem plate .  W h en you h ave five, com pare  th em  
(once again, listing pros  and cons) against us ing 
m ore  standard tem plate s , such  as  large citie s , 
sm all tow ns/village s , or strongh olds .  O nce you 
h ave th is  determ ined, it s h ould be  pretty easy to 
s et up your H Q.

  W ith  your H Q now  be ing 
devis ed, develop a s h ort, uncom plicated 
back ground story for th e  H Q.  Th en, create  at 
least one  s ecret th at your players  w ill not k now  
about for som e  tim e , but th at can be  us ed in an 
adventure  in th e  future .

Good luck , and h appy w riting!  W e'll s e e  you in 
a m onth  (or so).

Ch e ers !
-Is h

PS –  For th os e  of you intere sted, th e re  is  a 
th read at th e  Cam paign Builders ' Guild for 
discus s ion on th e s e  articles .  Th e  first post w ill 
also be  updated w ith  inform ation on our 
cam paign in developm ent. 
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