














. . .and you say

that this is a game?
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by Charlie Krank

For this next article, I figured that all of you poor people out
there (confused, frustrated and trying to recover from all those
sets of rules), might be in the market for a little help on how to
start your own Role-Playing campaign. Herein are some ideas
that will help you begin the creation of your own fantasy
adventure, accompanied by a short scenario which you are free
to use as you will.

First, however, you must understand just what it is that you
are trying to accomplish. As the Game Master, you will be taking
the part of ‘God”’ in your world. This means that you will be
concocting various assorted adventures for the players to travel
on, and will have the task of running all of the encountered
monsters. For the beginning GM, it is much easier and wiser to
start simply rather than trying to do too much at once. Of course,
if you’re truly ambitious you may enjoy working up all the
aspects of a complete world, filled with kingdoms, peoples and
problems, but for most people a single castle or a set of
mysterious ruins high atop some far off shadowed mound can
serve beautifully for a beginning setting. In all likelihood, it will
be the first construction which will also serve as a focus for your
later adventures. So come now, and launch yourself into that oft
called mythical realm known wide and far as the Imagination.

. « ;but where do I begin?

Before you begin constructing the actual layout of the
adventure, you should take a few minutes to think about the
overall structure of the world which you are about to create. How
would you like your world to ‘‘feel’’? At this point you only need
to think in general terms, for the details can be determined as
you need them, but there are several aspects which should be
considered so as to give your adventure a sense of coherence and
completeness. Some points about which you may want to think
may be: Are there two distinct sides in your campaign? If so, who
is fighting whom and why? Does magic exist? How powerful is it
and does every one believe in it? Do Gods exist, and how
powerful and active are they? What sort of economic structure
exists? It may well be Feudal, but how about a Nomadic type of
culture? These are only a few of the questions which you may
eventually want to consider. Take care of those that pertain to
the moment, and you can worry about the others later. If you
really find yourself at a loss, there are a few tricks that can be
used to make the job easier. The most common of these is to take
some special story or fantasy and adapt its background to fit your
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world. There are many, many stories which are suitable for this
purpose. Isn’t there some particularly inspiring Mythology in
which you always imagined yourself to be the Hero? Now is your
chance! Anything which sparks the Imagination and the
yearning for adventure would be suitable. All you need to do is
pick one that’s right for you.

Oh, you don’t like Fantasy, you say? Well, search back into
our actual history and you’ll find times every bit as thrilling as
those in any book. Did you know that the Japanese had a
fascinating history of feudal warfare? Some of their castles were
truly magnficent structures, certainly rivaling some of the
greatest monuments of Europe’s Medieval past. As I said, any
source will do, as long as it holds your interest and contains all
the elements which you desire in your world.

. « where do the monsters go?

Now you should be ready to start the construction of your first
adventure. First, decide what kind of scenario you would like to .
run. By far the most common type of excursion lies far beneath
the surface of the ground in some evil Lord’s or Wizard’s castle,
but there are a vast array of different activities which can be
turned into exciting and enjoyable games. You might, for
example, have the Players travel across vast expanses of
treacherous terrain on a mission for some Overlord. There might
be some quest which the Players must perform before they can
gain admittance into some society or guild. You can have your
Players act out leaders of various tribes or peoples to decide
whether or not they wish to go to war against a powerful enemy.
Anything will work. That’s one of the nicest features about this
type of game: this almost inexhaustible amount of flexibility.

Once you have decided on the type of adventure, you are ready
to construct your outline of events. For this, you will need some
sort of map (be the adventure a dungeon or a wilderness
expedition) upon which you will indicate all of the information
needed to run the adventure. Only the GM will see this
information in whole. Indicated will be hallways, rooms, hills,
lairs or anything else which will be a permanent feature in the
area. If you then feel that some portions need more description
or contain changeable features such as monsters and treasure,
then they can be further detailed on another sheet. Now, when
things do change, those changes can be quickly and easily noted.
For an example, you can refer to the sample adventure
immediately following this article.










































































































