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L This one is for my dad. He never balked at my obsession with fantasy games and even went so far as to encourage Q
/\/ me. Now it’s his money (as well as my elbow grease) that is giving me a real chance to make a living out of what I
%

e
P love to do. ?-\j)
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Foreword

There are masses and masses of role-playing books. Simply tons
of them and, with the latest d20 boom, the sheer volume of
volumes has become ridiculous. There are books about places,
about people, about things about technology. If you want to

play a giant purple flying squid called Harold there is probably a
specialised playet’s handbook out there written just for you. If you
go a bit further and delve into the murky world of PDF publishing
you’ll find even more books on even more obscure subjects as

well as ‘reprints’ of old material dating back to the Stone Age of
role-playing where we only had the ‘d1” and Live-Action consisted
of endless games of ‘rock’. Yet, amazingly, in this plethora of
material you won’t actually find a great deal on the Games Mastet’s
role, on how to craft these wonderful adventures that everyone is
supposed to participate in.

Oh, sure there are Games Master’s guides and manuals but most
of them are just short little ideas, more detail on things like
creatures, special powers or traps that the Games Master needs to
know about and the playet’s shouldn’t see. There isn’t a great deal
of what I’d consider practical ideas or aids in writing or running
games and even less in the way, usually, of inspirations.

To me the most useful parts of any book are the, sometimes one-
line, adventure ideas or hooks. These can spark the imagination
and provide you with enough for a game, sometimes even a whole
campaign. These sparks are often more useful than pages and
pages of text describing the habits, religion and leading figures of
well-described fantasy lands and they’re a lot more useful to me
than your standard adventure modules.

This book is an expansion on that idea. Not a single book filled
up with detailed endless dungeon passages and traps and not a
railroading module that doesn’t account for player creativity and
stubbornness. Not just one line adventure ideas either but 100
separate, developed adventure ideas along with a few hints on how
to get some inspiration of your own.

I hope it proves useful to you!

Grim - January 2004

Postmortem Studios

Postmortem Studios is the name of a small role-playing game
studio belonging to James ‘Grim’ Desborough. The business
has two sides. On the one side is a small, non-profit venture
producing semi-professional fan-based material & on the other
side more professional material produced by Grim himself.

P Postmortem Studios was fully established in January 2004 for
Bem)§ Doth freelancing for other companies and for the production of
/\/ professional works both in PDF, which we support as a concept,
& in print.
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A Word about Piracy

Hello there. Odds are, unfortunately, that the majority of people
reading this will have downloaded this file as a PDF file through
P2P networks or from a website without paying for it. Here is
how it breaks down. For the last couple of years I have been
fruitlessly searching for full time employment with the skills I
have been trained in. This year I have finally given up, scraped
together a little cash and am now seeking to turn the thing I love,
writing, into a full time career. This is not an easy thing to do
and PDF publishing does not make a great deal of money at the
best of times. On this product I can expect to make, at the most,
about $800 USD over the year. After the exchange rate to British
pounds that does not leave much.

Odds are you do not really give that much of a crap but it is not
like I am actually charging that much for what I do is it? Do me

a favour, help me eat and produce more work. I am trying to
support and expose other artists, writers and people of talent as
well as myself and that takes money. If you are not going to give
me any cash by buying this book please support my other work by
going to www.postmort.demon.co.uk and donating at least a single
dollar to Postmortem Studios to help keep us running.

Thank you.
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The Usefulness of Modules

A traditional adventure module consists of the following. ..

A brief overview of the adventure including, if you’re
lucky, a way to get the characters involved and/or
interested in it.

The role-play hook and scene that draws the adventure
to the character’s attention, possibly some details on the
town or village where they hear about this as well.

(-/ 3. Some details on how to get to the site of the adventure.
( 4. Endless pages of maps, numbered rooms, traps and
/\/ monster descriptions.

(-/ 5. Some non-player-character statistics.

f\- 6. Maybe some sample characters.
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A slightly more advanced module might have the following...

—_

A brief overview of the adventure.

[\

The social situation and circumstances at the start of the
adventure between various NPC power groups.

Events as they proceed, effectively railroading the players
into their involvement.

4. Several interlinked scenes, locations and trails of clues
that lead the players between one event, group or
location and another piecing together what happens.

o

A massive conclusion of some sort.

&

Some non-player-character statistics.

% The traditional module might appeal to those of us who are

X still playing dungeon bashes with miniatures and are looking
@ for nothing more in depth than that and the more advanced

X Cyberpunk materials but they suffer from the fact that they often
@ don’t suit the groups of player-characters that get formed to play
X

: (
/\
pre-generated non-player-characters that you can use in your own

(.a

Y

/\/ adventures. Otherwise they suffer from the same problems that
@ continue to separate computer role-playing games from tabletop
X

5
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k./\ or find a new and unexpected way to solve the goals of the
&7

modules are typical for more social games like ampire or the later

and that it becomes a game of being swept up in events rather
than making them.

Ultimately, traditional modules are most useful for when you first
start out running a game. They show you what the writers were
intending, show their world in operation and provide some useful

role-playing games, linear story without much in the way of
capacity to accommodate unexpected actions.

Those Damn Players

Games Master’s who set up their own games in a similar way to
bought modules will soon find themselves in trouble. Even the
most finely crafted and beautifully written adventures fail to fully
take into account the full scope and range of the damage that
players can do to derail the plot, obsess over unimportant details
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adventure within the first five minutes. ‘\

I
While I certainly wouldn’t deny that an amount of scripting and P
preparation is very useful scripting out a whole adventure step by ’\-
step is blatantly asking for trouble. No plan survives contact with /\/
the enemy and no game idea survives contact with the players.
A much better plan is to have a rough outline of what you want
to happen, the details you actually need (treasure, statistics, basic

thumbnail plans if any dungeons, mazes or sites are involved) and
then to improvise once play starts.

An improvisational Games Master doesn’t have a completely set P
plan and so is free to alter details, adapt to the player’s actions and (
even to completely change the goals of the adventure all on the P /
sly. This is something like building a playing field that can be used 8

for various different sports rather than just, say, football. You give
yourself a little more scope.

Something an author is almost always asked, whether a game
designer or a novelist is...

5
Finding Inspiration g.\a

‘Where do you get your ideas?’ %

This is likely to produce a strangled groan of annoyance from the
author in question who will then give some trite answer or mumble
incomprehensibly for half an hour about nothing consequential.

Some of us can come up with a basic adventure idea within
about thirty seconds to a minute, especially when the games

are inherently mission based such as a military or police based (-J
campaign. Other people need a bit of help. 8(/
Nobody gets ideas the same way, what one person finds inspiring &

another might find draining or irritating. Here are a few ideas you
might find helpful to bring about a touch of inspiration for your

own adventures.
e Compact Discs: The title of an album or the /(/

name of a song might inspire you to come up
with an adventure. Read the lyrics in the sleeve

notes for more possibilities and listen to the
song and album while you’re writing up the

notes. This works best with music that is lyric
heavy and concerns itself with subjects other

than teen romance but inspiration can come

from the strangest places. %

Novels: There’s no shame in plagiarising for
your games provided that you change things
enough that your players who have read the

books don’t recognise it and solve everything

right away.



(}{ e TV: Various TV shows can give inspiration for ’\-
/\/ plots though you should change things around /\/
P a little so that players who watch the show @

¥< / don’t recognise it too easily. You could also try

mixing and matching elements from different

N
P shows and episodes to muddy things up a little 8{"

( more.
/\/ ¢ Keep a Notebook: You never know when

8{" inspiration will strike. You could be on the loo, 8{"
’

you could wake up after a dream or you could

/\/ be riding the bus. When you get an idea make a
N\ g you g

P note and develop it later. 8{-‘

‘( e  Your Players: Each player has things they like
/\/ to play best, different styles, different things that

P they enjoy. Really useful players will also have P
8/( / written character backgrounds and will have 8

goals for their characters that you can mine for

al
8{" an adventure with a pre-existing motivation for 8{"
’

them to get involved.

/\\/ e DPictures: Justlooking at a fantasy picture, a

8{" photo, a cityscape, these things can give you 8{"
’

plenty of ideas.
/\\/ e Take Some Time Out: Go for a walk, have a S\/
P bath, relax, think and something may well come P
&7 0 you &7
/\/ e  Embrace the Cheese: Not every adventure /\/
has to be an inspired epic, sometimes everyone
’\- just likes to charge into a tunnel and kill things, ’\-
/\/ rescue the princess or slay the dragon. If you’re /\/
P out of ideas go for something simple and then P
’\- embellish it as you go along. ’\-
/\/ e The Games Master’s Secret Weapon: Don’t /\/
st : st
write an adventure at all. Just set the player’s
’\- up in a town or city and let them pootle around (
/\/ for the whole session doing whatever they /\/
want. Something might come up while you’re
(, improvising. (,
= al
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( The following pages contain one-hundred adventure seed ideas for P
8/(/ you to use in your fantasy based games. Each adventure consists %\-

st
-\ﬂ of the basic idea, three twists and an epilogue which, in effect,

. . rect A A
( means you’re actually getting closer to 900 different combinations (
S/ and possible adventures! /

a
P Feel free to add your own embellishments or to combine or string P
’\- together the adventures in any way you please and, if you have ’\-

/\/ particular success with any of them we’d love to hear about it.

and follows a standard format which is presented below. Every

(-\/ adventure is numbered for easy reference if you think you will
f-/ need to refer back to the seed information.

=
;\-/ Adventure Number /‘(/
N\ Each adventure is numbered, in ordet, so that you only have to N\

P remember the number in order to look it up quite easily. %

(-a Format &

8( Each adventure presented in this book is roughly a page long

=) | Adventure Title
/\\/ Each adventure also has a, sometimes cheesy, title which gives

(_J some clue as to the nature of the adventure and its content.
\ v

background and idea behind it. This description gives the basic
P idea for the plot arc, the set-up and the payoff. 8

N o
(-’ Description
’\-/ A few paragraphs describe the adventure and the general

Twists
S/ Each adventure has three twists that can be dropped into the S/

P basic idea to add levels of complexity, intrigue or difficulty for the
& players. Twists can completely change the nature of the adventure. 8

Q) ..
%\- Epilogue 8

// If the session goes well or has left you with loose ends and ideas
A L . 4
you may want to run a sequel to it. The epilogue provides one 8

( possible sequel to the events of the adventure though, depending
/\/ on the twists you have incorporated, it may not be able to be run

8{-’ precisely as it has been laid out. (-\/
P4 P4
?) Ideas /\
%— Grey boxes like this contain any 8

/\/ supplementary ideas, notes or hints

P regarding the adventure presented. (-\J
%— %—
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%S&* Adventure 1

The O Dragon/Princess Caper

Description

In a small kingdom on the borderlands in a verdant and
beautiful valley between craggy mountains the palace

is in an uproar. A dragon that makes it’s home in the
catacombs of the surrounding peaks has taken it upon
itself to swoop down to the palace in the night and
make off with Princess Isabelle, the pride and joy of
King Harold and Queen Bethany.

The princess is, of course, beautiful and the dragon is,
of course, terrible, a scourge that has been terrorising
the outlying villages and farmland of the kingdom for
several years. It makes a big difference when it attacks
rich important people though.

The dragon has sent a message via the survivor of one
of the outlying villages that it has attacked recently.

It has the princess and it wants to trade her for the
contents of the palace treasury, Gold and jewels and
magical items to add to its hoard.

Rather than lose all of his wealth as well as his
daughter, who the King and Queen were rather relying
on to marry off to a larger, wealthier Kingdom that
they could ally with, the King has offered a substantial
reward for the return of his daughter and has thrown
open the gates of the kingdom to admit all the
mercenaries and adventurers who might be willing to
take on such a task.

Twist

The dragon is in league with the commoners of the
Kingdom who have been using its ‘attacks’ as a reason
to avoid paying the King’s unfair taxes for a couple of
years, giving the dragon a tithe of the money and goods
they have saved as ‘protection’ each year instead. Now
they’ve gotten greedy and want to pay back the King
and make him see what being taxed feels like.

Twist
The dragon has actually been living in the area for
many years. When the King brought his young Queen

et
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to live in the kingdom the dragon took on human form NG

and, posing as a noble, attended the wedding ceremony, /_\i
curious about human mating habits. The dragon (
became very much taken with the Queen and despite

P
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dragon heritage and see what she wants to do. %/\/

=
Twist %S\/

The dragon has visited the kingdom many times in
human form, walking its streets, listening to its music

(=
and enjoying the strange hustle and bustle of humanity. %?_\i

her marriage to the King they had an affair. The
daughter is a half-dragon and the kidnap is a front so
that the dragon can have a little time to tell her of her

During his visits he has fallen in love with the princess,
wooing her in the guise of a noble. She reciprocated
his love for her but the King, thinking him to be only
a minor noble, banned them from seeing each other.
Desperate to be with his lady love and secking some
revenge on the King the dragon his liberated his love

24
g.\a
S
s
and issued this false demand. (

A
2
g
Epilogue 8/\\/

The dragon is slain the people rejoice the Princess is {4
’
N
I
=

safe from its vile depredations and the King is grateful
and wealthy. What could possibly go wrong? Well, it

f(.\f
X

seems that the dragons of the mountains are numerous
and form a ‘Kingdom of Dragons’. The one slain was
Ideas: Intermarriage between %/j
the human and dragon kingdoms Q})
7

young but of fairly high stature and now the rest of
the dragons wish recompense, or revenge upon the
g.a
’
N
I
=
S

Kingdom and the warriors who slew their brother.
=
&2

would make a strong alliance and
an interesting place from which
to base many future adventures.
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