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Tips oN AdVENTURE design foR DEGINNERS

The Dadics
* EveryoNne is supposed 10 Have fun, including THE GAME MASTER.
* Role playing games ARE cOOpPERATIVE STORYTELLiNG. THE AdVENTURE
design is THe plot. THey story unfolds as THe players play.
* THere is NO RIGHT OR WRONG WAY TO dEsiGN AN AdVENTURE.
* You do Not Have 10 do everything listed Here. Using some of
THese Techniques will make your adventures more fun, THough.

Vocabulany

NPC: NON-playeR CHARACTER.

ENcOunTeER: MeeTing NPCs (NON-player cHARACTERS). THis usually means EiTHER A
CONVERSATION OR A figHT.

Multi-path: THere is MORE THAN ONE way THE cHARACTERS cAN GO THRougH ThHE
AdVeNTURE. THis makes THe design A litrle more complicated, but can make [ARGE
AdVENTURES MORE flexible.

GATE-pOINT: THERE ARE CERTAIN places cHARACTERS musT Go, THiNGS THEy must do,
iNfo THey must learn, fights THey must Have, and puzzles THey must solve 10
prROCEEd. THey ARE iMpPORTANT fOR syncHronizing and simplifying multi-path
AdVENTURES.

SiTrinGg: People GeTTing TOGETHER TO play A GAME. MOST AdVENTURES REQUIRE MORE
THAN ONE SITTING.

AdVenTURE: A complete episode witTH A beginning, middle, and end. It may Take
MORE THAN ONE SITTING.

CampaigN: A serT of Related AdVENTURES.

POV: Point Of View. THe characTers see THiNnGs differently fRom THE players. Part
of role playing is seeing THiNGS fRom THE cHARACTERs POV.

GM: GAME MASTER

The example adventunie
The Example adventure is named Muck afrer THe planet it 1akes place on. It is pART of THE RoARING
Rockers deliverable As A STARTER AdVENTURE. IT is pRINTEd HErRe in italics when applicabl.

SPOILER ALERT: If you Have not played tHe adventure on planer Muck with the Bug-Fyed
Monsters, do Not Read This yer.
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Stant with a concept and develop it (this cxample 24 forn Wuck)
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WHAT do you WANT TO HAPPEN? (Monster Hunt As STARTER AdVENTURE That highliGHTs
THe characters job of selflessly protecting OTHERS)

WHar is 1He bad quys plan? (Grab all 1he women and lay eGGs on Them)

WHaT caN THE cHARACTERS dO TO STOp iT? (Learn 1he monsTers bioloGy and keep
PEOPIE away [Rom THE WATER dURING MATING SEASON)

WHAT Resources does THE bad quy HAVE? (lors and lots of monsters and A huge
swamp for tHem 1O HidE in)

How do THe cHARACTERS GEeT iNvOlved? (The colonists call for help and The
CHARACTERS GET THE ASSIGNMENT)

WHAT ARe THE GATE-pOINTS? IT is usually easieR TO dEesiGN AN AdVENTURE iN
STAGES TO GET THE CHARACTERS fROM ONE GATE-POINT TO ANOTHER THAN TO

design it All AT ONCE. (Muck has two Gate-points: Arrival on Muck and fiGuring our
how 10 find MONSTER dENS)

Fill in THe demails To make an outline THAT Takes characTERs TO THE firsT
GATE-POINT. THEN GET THEm TO THE second. And so ON.
WRIiTE THE ADVENTURE. (See The Muck adventure for AN example: RRADV_Muck)

STl in the detalls (this example 24 the outline fotn MWuck)
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. List The information THEY can Gain if THEy Ask THE RiGHT QUESTIONS.
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This is A STARTER AQVENTURE, TRY HARA TO NOT GET ANYONE Killed.

Players must have 7 characters, including a medic, 2 pilots, & A NAVIGATOR
for this. THey will kil unless THey HAVE AT EAST ONE WOMAN.

The players may worry about 1aking Risks TO prROTECT OTHERS. PrRovidEe
GENRE-SPECific REASONS fOR dOING sO. THE chARACTERS ARE WAIKING SCRIDTURE-
RECITERS, SO pROVIdE SCRIPTURE (JOhN 15:13).

The setup: THE CHARACTERS ARE Space Caders whHo all kvnow each other, and
THEY ARE ON A SPACE RANGER DASE AWAITING ASSIGNMENT.

Background demails for THe SpAce RANGER base and THe planer it is ON.
Not 100 much, because THe cHARACTERS ONLly START and end THERE.
Background demils on THe planer Muck where THE CHARACTERS muST Go,
and on THE miners THey will Help.

Denails on THe ship. Make this ONE A SpAcCe MARINE supply vessel so THE
characters will [ack w~othing. As a plor complication, it will contain A
huge amount of marginally useful stuff.

Stuff The characters will ~need 1O succeed must be on The ship: radios
(oNly 2 10 keep THe cHARACTERS TOGETHER), A Means TO easily Kill MONSTERS
(DDT GRenades), means 1O Revive pAralyzed colonists (coffee maker & firsT-
aid Kits), and A means 10 find missing women (Homing devices).

GATE-pOINT: ARRiIval on Muck

THe characters ARRIVE oN Muck. What do they see and what HAppens?

WHAT ARe THE staTs for A Bug Eyed Monster? WHaT is tHeiR biology? How
do TtHey find one? (Stand by THe water) What Happens wHEN THE
characters shoort At one? (it 1akes A lot of shoorting) What happens wHEN
A BEM Grabs A woman? (Provide derails)

Is THERe ANyTHING iN THis AdVENTURE ThAT could cause wWOMEN TO fainT
(Sudden unexpected BEM AtTack)

The colonists Have Rescued paralyzed women. How can THE CHARACTERS
Revive THem? (Coffee) Do they know anything useful? (No)

List demails of the rRescue for THE cHARACTERS TO springboard off of.

Plor complication: The colonists found A BEM den by blind luck. The
characters do ~ot have much T1ive 1o find THE Rest of THE womeN.
GATe-pOINT: How 10 find MONSTER dENS



18.

THere is only one way 1O succeed: THE chARACTERs musT self-sacrificingly
use THemselves As bait with A homing device 10 find THe Rest of The
WOMEN.

19. THERE is ONly ONE WAy TO PDREVENT MORE MONSTER ATTACKS: Tell THe colonists

TO STAy away Rom THE WATER dURING BEM MATING SEASON.

20. Cover THE wrAp-up. WHAT do THE CHARACTERS GET REWARAEd OR

REpRiMANdEd for?

Come up WiTH A Good AdVENTURE CONCEPT.

Develop A fantastic locaTtion.

ListT THE SCENES & ENCOUNTERS.

Define THe puzzles and clues.

Ourtline iMpORTANT NPCs.

Choose bad quys (rype and NUMDER).

Decide wHAT HAppens WHEN THE CHARACTERS WiN OR lOSE.
Put it All ToGeTHER.
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Adventures should always present THE cHARAcTERs witH both Risk and
REWARA. RewarRds caAN iNcludE MONEY, EQUIPMENT, EXPERIENCE, ANd
deCORATIONS.

Players like exotic locations (ice Moons WiTH crysTal fauna) and familiar
places (tHe base where They know THE cook and THE SUPERVISOR).

MAINTAIN A SENSE OfF WONdER. EVERy SiTTiNG, AdVENTURE, aNd campaign sHould
HAVE SURpRISE, EXCITEMENT, ANd SOMETHING special THAT makes iT UNIQUE.

See THE SeEven poinTs of sTARTING WiTH A cONcCepT And developing iT(Above).
THe 8-poinT AlTeErNATE desigh MetHod may work berter for you.

Good AdventurRe design CReATES AN fOCUSES ON SITUATIONS AN ENCOUNTERS.
Plots and sTORy-lines ARE THE STARTING place ANd create THe backdrop, but
THey ARe less iMpPORTANT. THE cHARACTERS Will Go fROM siTUATION TO SITUATION
and probably not follow the plor.

STAY TRUE TO THE GENRE.

Role-playing is THe most €effective Teaching TeEcHNiQUE knOwN. Players slowly
become A bit like whatever THey Role-play. Do NOT MAKE AdVENTURES THAT
cause people 10 do ThHings THAT ARE MORAlly WRONG. DESiGN AdVENTURES
THAT let THem be THe qood quys. IN  ThHis GeNRe THE
PROTAGONISTS/CHARACTERS ARE Always THE good quys.

H fon playing the adventunce

Have THe Numbers for all NPCs ahead of 1ime. Including all 7 stats and ThHe
Hit Roll. If THere ARe [Riendly NPCs, all NPCs need THeiR NPC-on-NPC roll.
Say WHAT WEApONS OR eqQUIPMENT NPCs Have, and How much damage ThHe
weapons do. Give each NPC or group of NPCs a qoal.

Duplicate miNOR NPCs wHenever possible. Making A platoon of 70 bad
Gquys and deciding WHERe To put eacH oONEe is HARd. So make A low level
GOON, A SERGEANT, AN THE leader. THere is ONE leader, 7 SERGEANTS, Aand 8
GOONS PER SERGEANT. Pick THE 7 locations of THE serGeants and THEIR MEN.
Make diagrams of all locations WHERe figHTs mAy occur. Design THem for
THE easiesT possible TRANSIER TO A bATTIE mAT.
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Keep THE dESCRIpTIONS down TO A couple SenTENCEs.

Use some detail wHen you describe THings, but do NoT o overboard by
describing T0oo0 Much demail. Describe using TWO OR MORE Senses if you
CAN.

Use THE Genres POV (point of view). This is sometimes diffeRent fRom yOURS,
pARTICUlARLY WiTH THE TRAdiTiONAL VAlUES THE CHARACTERS HAVE.

Name Almost All people, places, and THiNGS. You NeveR know WHAT you ARE
GOING TO Need, aNd do NOT Give iT Away by Only NAMING IMPORTANT THINGS.
Do nNot make THe wmistake of minimal descriptions for Trivial THiNGS And
lots of description forR iMpORTANT THiINGS. Make THE players fiGuRe out
WHAT is IMPORTANT.

Make Handouts THAT describe THiNGs. INclude picTures WHEN possible.

ghl'.n.g..lto—da-

Come up witH A good Name for THE Adventure. You will Need 1O REfER TO
iT OR ReTRiEVe demails from it laTER, And This is How you will REMEMbDER
wHich oNEe iT was. If you Realize YOUR NAME was NOT good enough and
you HAVE A DETTER ONE, RENAME iT, EVEN lONG AfTER THE GAME.

Plan for THE unexpected. Players may be Able 1O pRevent A ploT element
THAT musT HAppeN. Plan accordingly.

Put THe most effort and details into THE beginning and ThHe end. Also pay
ATTENTION TO THE GATE poiNTS. THE DEGINNING IS IMPORTANT because This sets
eveRyTHING Up ANd draws THE players in. THe final showdown At THE end is
iMpORTANT because, Well, it is THE final sHowdown. THE GATE poOINTS ARE AlsO
iMpORTANT because you know THE cHaracters will be ThHere. THE players will
probably do most of THe other stuff, but may ~Nort.

Players may NoT be aAble 10 figuRe out your puzzles. Specify THe outcome
for failure. WHeN possible, make it A Reasonably saTisfying ending. It may
sHoRT-circuiT HAlF THE AdvenTurRe, but it HAppens. A DeTTeER ApproacH is 1O
build in A way 10 Ger THE cHaracters back on Track, but This is NoT
Always feasible.

Break it inTO sections WwitH easy-To-find Headers. Go out of your way 10
MAKE THE AdVENTURE EASY TO GAME-MASTER.

Design so THE game master will NoT be Telling THE players whaT Happened
for AN extended period of Time. Ser up THe situation, ler THe players
decide what THey will do, RrResolve wHaT Happens, THEN ser up THE NexT
SITUATION.
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Design fights THe characTers can win. THey sHould NoT be easy, but you
do nNot want 10 Apologize for AN unwinnable fight and Rrefight iT. IF THE
CHARACTERS ARE suUppoOsed TO lose, desigN TO ENSURE THEY SURViVE wiTh
MiNiMAL iNjURY.

A good way 10 balance fights is 10 RATE bad quys by THe Number of
cHArAcTERS THEY maTchH. Pick THe ~number of bad quys whHen THe fight
beqgins. Example: A salamander soldier with ray Rifle is A match for ONE
CHARACTER ANd A sSpAce Ape WiTh A splat gun is A match for THRee. THERE
?RZ 5 CHARACTERS. SO ONE SpACE ApE ANd TWO SAIAMANAERS MAKE AN EVEN
iGHhr.

It is A qood idea To dial back THe number of bad quys 10 gGive ThHe
players THE edge iN mosT figHTs.

Take THe TacTical situation iNTO Account. If THE bad quys ARe ambusHing, use
less of Them. Butr do ~Not penalize players for being TacTically clever,
REWARd THEM WiTH THE easy figHT THEy Earned.

If THe Adventure Has mMORE THAN ONE fighT, plan for THE cHaracTERs TO bE
iNjured. Dial back THe Number of bad Gquys somMe MORE TO AccOUNnT for THE
cHArACTERs Reduced capaciTy.

Take players, cHARACTERS, AN EQUIPMENT INTO ACCOUNT. Experienced
cHArAcTERs HAVE MORE skills aNd berTeER EQUIpMENT. THEY OFFEN COUNT As TWO
OR MORE CHARACTERS WHEN balancing A figHT. SOME playerRs jusT WANT TO
Goof ARound ANd Have fun, so count THEIR cHARACTERS As Half. Keep NOTES
of How you Rate eacH cHArRAcCTER fOR WHEeN figHTs break our.

Space batrles ARe dangerous. A single die roll can kill A cHaArRAcTER
oUTRIGHT. THEe cHaracTerRs could All die AT ONce. Keep it TO A miNiMum And
oNly do dangerous space barrles THAT advance THe plor.
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Avoid A slow stArRT. START THE AdvenTURE AffER sTuff Has already Happened
ANd THE cHARACTERS musT GEeT involved 1O deal with iT.

* Avoid untoucHAbIE AdVERSARIES IN MOST SITUATIONS.

* Avoid deadly figHts THAT THE cHARACTERs cannoT Win by finding A way TO
TeleGrRApH THAT THEy should Not fight iT. Players ofren fight 1o THe bitrer
end, so The figHt setup should make it clear ThAT THey should RuN,
NEGOTIATE, OR OTHERWISE NOT figHT. Suggestions fRom NPCs ARe A standby
solution, and suggestions fRom THE GM ARE A [AST RESORT.

* Do NoTt purt in Useless fighHts OR NPC CONVERSATIONS.

* Do Not give it away by listing only THE cHoices THAT will work, only THe
equipMENT THey will Need, or only THE valuable clues. Supply enough Red
HErRINGS TO MAKE THE players THINk.

* Do Not Tell THe players informaTiON THAT GOEs oN forR MORE THAN A few
SENTENCES. Handouts ARe A good way AarRound THis. You can qGive THE leader
A prinNTEd description of His sHip and THE equipmenT HE was issued. You
cAN GivE THE TRAVEL AGENT A pPRIiNTEd description of THe planer. THey can
éONSUlT iT WHENEVER THEY WANT. Make Handouts concise, NOT iNfORMATION

UMPS.

* Do nNot design AnyTHING THAT depends on THE players making or failing A
single die roll.

* Do n~ot penalize players for being qood or fiscally rResponsible. Players
will stop Rescuing THE INNOCENT THE second TiME THEIR RESCUE is A
disquised assassin. THey will stop TAkiNG ON CARGO OR PASSENGERS THE
second TiMe THey GeT THE TROjAN HORSE.

* ThHe setup for THE AdVenTURE OffeN Has you Reading SOMETHING. Do NOT ler
iT GeT pAsT 100 WORdSs.

c’-ua.g.lg-ihh::n.dcd adveuntune

Thwart THE snEak
Learn abour THE . Showdowy with
TIGERMAN CONSPIRACY e GEneral Chaos

command sHIp
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LEarn abour THE TiGERMAN

CONSpIRICY No acTion——| Sneak amack by General Chaos
| |
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Chaos's command| Chaos's plans 1o panTsing HIM ON
skip THE STar Fleer e TV
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THE E & CHE suesk ammack Has been " YE
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=
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Showdown with General CHaos
(easier IF HE Has wo space sHIp, Fallure and RepriMand
mMore dangerous IF HumilistEd)

Jips fon multi-path adventunes

* A single-THRead AdvenTuRe is liNeaR. FirsT THE cHARACTERS HAVE TO [EARN
about THe TiGeErRMAN conspiracy. THEN THey Have 1O THWART THE sneak atrack.
ANd finally, THe showdown with THe bad quy.

* A multi-patH Adventure sTill Has GATE-pOINTS, buT HAs MORE THAN ONE wAy
10 GET THERe. THerRe could be THRee ways TO THWART THE sneak Attack. Any
of THem will do.

* WHich way THe cHarRACTERS THWART THE sNeak Attack may affect THE
showdown with THE bad quy. THe adventure design becomes slightly MoRre
complex, but THe storyTelling experience becomes RicHer WHen THE players
Realize THe bad quy would be easier 10 beat if THey Had spent THe effort
10 steal His space sHip.

* USE GATE-POINTS TO RE-SYNCHRONIZE MulTi-pATH AdveNnTURES. If THE AdVENTURE
GOEs multi-paTH Afrer They find THE conspiracy, MAKE SURE THERE is NO way
10 Advance UnTil THey THWART THE sneak artack.

*  Mulri-paTH AdvenTuRes ARE NOT HARA TO Make, but your fiRsT AdVENTURE
should probably be single-THReaded.

* Most of THe example Adventures ARE SiNGle-THREAded, but CONTRAIRE
becomes multi-path AT THE Federal DepARTMENT Of SNOOPING. FURTHERMORE,
THE consequences of being side-TRacked by THe bureaucrats will Haunt
THem for THE Rest of THE AdVENTURE.




Jips fonr once-shot adventunca

ONEe-SHOT AdVeENTURES dO NOT CONNECT WiTH, depend ON, OR SET Up ANy
OTHER AdVENTURES. THEY caN sTand AlONE.

It is OK if onNe-shots ARe A litrle bit RrailrRoAdy. Here is A biq problem
GUYS, YOU GOTIA SOlVE i

Most of THE example AdVENTURES ARE ONE-sHOTS.

Yips foh campaigni

A caMpAIGN is A SET Of Related AdVENTURES.

Give THe players MORE cHoices ANd OpTIONS iN A cAMPAIGN. THEY MAy NOT
WANT TO TAKE ON GEneral CHaos and His Army OF Death. THey probably
will NOoT TRy UNTIl several AdVENTURES iNTO THE campaign WHEN THEY Realize
THEY MUsT TO save THE Galaxy.

A sinGle-THRead campaigN is A cHAiN of AdVENTURES WHERE EACH ONE SETS Up
THE ONe TO come AfErR. THERe ARe A couple of THese in THE example
AdVENTURES.

A multi-paTH campaigN  HAs  several courses of action open To THE
chArRACTERs. EacH leads 1o A different AdvenTurRe. THE AdventurRes do NoT
Have TO be dONE iN ANY PARTICUIAR ORdER.

A campaigN ofteN Has both single-THRead and multi-path elements.




