507 Aoventure Plots
To Inspire Game Masters

ﬂﬁﬁﬁgﬁﬁﬁ.linlﬂ-ﬂm

— N . - =
[ E L & B T e
1 e - -l -

L

Q N \iv

By the Authors of GnomeStew.com ~ With a Foreword by Monte Cook

|






50AventuredFlots
Mol nsprrelGameMasters

Eureka—From the Greek heuréka, loosely:
“I have found it!”

EN&INE
PUBLISHING GNOME STEW

enginepublishing.com gnomestew.com



Original Concept and Design: Martin Ralya
Project Manager: Phil Vecchione

Design: John Arcadian, Patrick Benson, Walt Ciechanowski,
Scott Martin, Matthew Neagley, Kurt “Telas” Schneider,
Troy Taylor, Phil Vecchione

Genre Design: Kurt “Telas” Schneider

Tag Design: Matthew Neagley

Authors: John Arcadian, Patrick Benson, Walt Ciechanowski,
Scott Martin, Matthew Neagley, Martin Ralya,
Kurt “Telas” Schneider, Troy Taylor, Phil Vecchione

Lead Editor: Martin Ralya
Editors: Sara DeNunzio, Brian Nowak

Developer: Martin Ralya

ArtDirector: John Arcadian
Graphic Designer: Darren Hardy
Layout: Darren Hardy

Cover Artist: Andrew McIntosh
Cover Designer: Darren Hardy

Interior Artists: Laine Garrett, Avery Liell-Kok,
Andrew Mclntosh, Philip Miller, Hugo Solis
Border Artwork: Darren Hardy

Indexer: Matthew Neagley
Proofreaders: Scott Martin, Daniel Milne, Samuel Mustain

Capitalist Tool: Kurt “Telas” Schneider

With special thanks to Helena Ciechanowski for legal advice,
Laine Garrett for suggesting the cover layout, Georges Polti
for his big brass ones, and Jason Kottke and Geoff Manaugh
for the blog post that inspired this book
(kottke.org/09/06/ahostbusters-iii)

In memory of E. Gary Gygax and Dave Arneson

DEDICATIONS

John—For my mom, who let me buy the 2nd Ed. AD&D books and
read them for hours in my room when I was younger, and for my
friends who stand by me and make me stronger.

Patrick—To my wife Karen who inspires me to be a better person
every day, my daughter Calen who reminds me to be full of wonder,
and my son Liam who keeps my wits sharp.

Walt—For my wonderful (and gamer!) wife Helena, and our
beautiful children Leianna and Stephen, who have taught me that no
fantasy can beat the magic of being a daddy.

Scott—For Dad, who introduced me to roleplaying when I was ten,
and for my wife Jennifer, who I plan to play with until we settle into
an old gamers’ home.

Matthew—To my wife, the best GM ever, and my daughter,
whose imagination is limitless, and to the rest of the gnomes
for being a positive influence on both my games and my
projects list.

Martin—To my patient wife, Alysia (who insists that we’ll be retir-
ing to Aruba on Eureka money), and my bright-eyed daughter Lark,
to my fantastic, imagination-nurturing parents, and to the many
friends I've made through gaming.

Kurt—For my non-gaming but patient and understanding wife
Christine, and our always-amazing daughter Erin, who enjoys
everything she does. And to all the players characters I've killed
over the years.

Troy—To Paula, who for years kept insisting that I find a
hobby; and to Carolyn, our stargazer, Preston, our storyteller, and
Jonathan, king of the sandbox, for whom imagination knows no
boundaries.

Phil—To my wife Florence, who always helps me find that
next idea, my children Dante and Rose, and to Spenser,
Sargon and all my other players, for making me strive to be a better
GM.

Last but most certainly not least, we’d like to collectively
dedicate this book to the readers of Gnome Stew, the best damned
community of sexy, brainy, downright inspirational GMs on the
web. You rock!

Eureka: 501 Adventure Plots to Inspire Game Masters, Engine Publishing, the Engine Publishing
logo, and the truncated gear device are trademarks of Engine Publishing, LLC.

Eureka: 501 Adventure Plots to Inspire Game Masters is copyright © 2010 as a whole by Engine

Publishing, LLC; all rights reserved. Each author’s contribution (listed in the author index) is
copyright © 2010 by that individual author, and is used with permission; all rights reserved.

Philip Miller’s artwork is copyright © 2010 Philip Miller, and is used with permission; all rights
reserved. All other artwork is copyright © 2010 Engine Publishing, LLC; all rights reserved.

Gnome Stew, The Game Mastering Blog, and the Gnome Stew logo are trademarks of Martin Ralya.

The Engine Publishing logo was designed by Darren Hardy.

Published by Engine Publishing, LLC in July 2010.

ENGINE

PUBLISHING

enginepublishing.com
PO Box 571992
Murray, UT 84157



http://kottke.org/09/06/ghostbusters-iii
http://enginepublishing.com

CONTENTS

Foreword .......covvvee..4
Introduction.............5§

Game Mastering Advice ..6

How to Use This Book............. 8
Turning Plots into Adventures. ... 11
Adapting Plots to Your Game..... 15
GeNres «.oovvvrennennenneennnnnn. 157/
Tagsh PR 19
Themes .- - - & hea o 22
The 36 Dramatic Situations....... 23

Fantasy.................24

Supplication®s. . .. .- oo al L 26
Deliverance...................... 28
Crime Pursued by Vengeance. .... 30
Vengeance Taken for

Kindred upon Kindred ...... 32
Pursuit§ss. . . . 5 S E 34
Disaster ......coovvviviiinninn.n. 87
Falling Prey to

Cruelty or Misfortune....... 39
Revolt.....ooovviiiiiiniiiin.., 41
Daring Enterprise................ 43
Abduction.................o... 46
The Enigma...........oooveienn. 48
Obtaining .................oo.0 50
Enmity of Kinsmen .............. 52
Rivalry of Kinsmen .............. 54
Murderous Adultery ............. 56
Madness.......ooviiiiiiiiiin... 58
Fatal Imprudence................ 61
Involuntary Crimes of Love ...... 63
Slaying of a

Kinsman Unrecognized ..... 65
Self-Sacrifice for an Ideal ......... 68
Self-Sacrifice for Kindred.......... 70
All Sacrificed for Passion .......... 73
Necessity of

Sacrificing Loved Ones. ... .. 75
Rivalry of

Superior and Inferior........ 78
Adultery..............oooi 80
Crimesof Love .................. 83

Discovery of the
Dishonor ofaLoved One.... 86

ObstaclestoLove................ 89
AnEnemyLoved ................ 91
Ambition..............coi 94

s

Conflictwitha God.............. 96
Mistaken Jealousy .............. 100
Erroneous Judgment............ 102
Remorse.......coovvvviniinnnn... 106
Recovery of a Lost One.......... 108
Loss of Loved Ones ............. 111

Sci-Fi.oovvvvvnnnnno... 114

Supplication.................... 116
Deliverance...........covvven... 119

Crime Pursued by Vengeance. ... 122
Vengeance Taken for
Kindred upon Kindred ..... 124

Pursuit.......coovvvinninenn... 126
Disaster .......coovvvvviennenn... 129
Falling Prey to

Cruelty or Misfortune...... 131
Revolt......oovvinininnnnnnn.. 134
Daring Enterprise............... 136
Abduction...................... 139
The Enigma..................... 141
Obtaining ...................... 145
Enmity of Kinsmen ............. 147
Rivalry of Kinsmen ............. 149
Murderous Adultery ............ 151
Madness........covviiiinainnn.. 154
Fatal Imprudence............... 156
Involuntary Crimes of Love ..... 158
Slaying of a

Kinsman Unrecognized . ... 160
Self-Sacrifice for an Ideal......... 162
Self-Sacrifice for Kindred......... 164
All Sacrificed for Passion ......... 166

Necessity of
Sacrificing Loved Ones..... 168

Rivalry of Superior

and Inferior................ 171
Adultery.............oooiiii 173
Crimesof Love ................. 176

Discovery of the
Dishonor ofa Loved One ... 178

ObstaclestoLove............... 180
AnEnemyLoved ............... 183
Ambition................iil 186
Conflict witha God............. 188
Mistaken Jealousy .............. 190
Erroneous Judgment............ 193
Remorse...........ooevviiii 195
Recovery ofa Lost One.......... 198
Lossof Loved Ones ............. 201

Horror.....ccceevee... 204

Supplication.................... 206
Deliverance.........covvvuinn... 208

Crime Pursued by Vengeance. ... 210

Vengeance Taken for
Kindred upon Kindred ..... 212

Pursuit ........coovviiiiiiinn, 214
Disaster .......covvviviinnenn... 216
Falling Prey to

Cruelty or Misfortune...... 218
Revolt......oovviiiiiin... 220
Daring Enterprise............... 222
Abduction..................... 224
The Enigma...........ooooeien 227
Obtaining ...................... 231
Enmity of Kinsmen ............. 233
Rivalry of Kinsmen ............. 235
Murderous Adultery ............ 237
Madness.......oooiiiiiiiiiinn.. 240
Fatal Imprudence............... 243
Involuntary Crimes of Love ..... 246
Slaying of a

Kinsman Unrecognized ....249
Self-Sacrifice for an Ideal......... 252
Self-Sacrifice for Kindred......... 255
All Sacrificed for Passion . ....... 258

Necessity of
Sacrificing Loved Ones.. ... 261

Rivalry of Superior

and Inferior................ 263
Adultery................ool 265
CrimesofLove .........c.ov.n.. 269

Discovery of the
Dishonor of a Loved One ... 271

ObstaclestoLove............... 274
AnEnemyLoved ............... 277
Ambition....................... 279
Conflict witha God............. 281
Mistaken Jealousy .............. 284
Erroneous Judgment............ 286
Remorse.............coviiinit 288
RecoveryofaLost One.......... 290
Loss of Loved Ones ............. 292

Indexes...oovveeenneee...294

Plotsby Genre.................. 295

PlotsbyTag ..........cooooinn 298

Plotsby Title ............... ... 302

Plotsby Author................. 307

Contributor Bios................ 308
"




Foreword

Ilove role-playing games. I doubt that needs to be stated, but there. I've done it anyway.

The main reason that I love role-playing games is that they’re games about ideas. I mean, you put the dice, the rule-
books, and the big bags of junk food aside, and at the core, the games are about ideas. The GM’s got some cool ideas
that he presents (in a very codified fashion) to the rest of the players, and then the players, in turn, develop their
own ideas. The GM’s ideas are usually about setting and story, and the players’ ideas are mostly about character,
motivation, and dealing with problems. In a way, the GM develops proactive ideas, and the players reactive ideas.

This is, of course, a great oversimplification, but I have a foreword to write, not a whole book.

When Martin Ralya approached me about writing this foreword, I wasn’t sure about doing it. I mean, I already
knew that amid the noise of game-related Internet sites, Gnome Stew was practically all signal, but I was pretty
busy. But then I found out what the book was about, and I was all over it.

This is a book of ideas.

As someone who's developed a career of selling ideas (because really, isn’t that what a writer does?) I think most
people think that someone like me never uses published stuff. Or at least, never uses material I didn’t write.
Really creative people don’t need help with ideas, right?

What aload of crap.

In the last twenty years now, I've written I-don’t-know-how-many books, countless articles, provided content for
multiple websites, and on and on. During this time, I've also run at least two different campaigns at any given time.
You think I don’t appreciate some cool ideas now and again to help me along? Everyone running an RPG can use
afew ideas at any given time.

Everyone.

Let me put it in a different light. Even if you're the world’s most creative GM, you've got blind spots that you miss.
Things you didn’t think of. Worse, you've got familiar territories—ideas you use over and over again, which might
be great but they can easily become predictable. These things aren’t the end of the world, but taking a look at some-
one else’s ideas now and again can solve them easily. When someone says to me, “I never use published material,”
I may smile and nod to be polite, but I'm not impressed. On the contrary, 'm probably thinking, “you should be.”
It’s not a sign of weakness.

Actually, you know what? Let me state that again to be clear. It’s not a sign of weakness on the part of a GM to use
other people’s ideas now and then. Instead, it’s a sign that you care enough about what you're doing that you're going
to open yourself up to what someone else might think, in order to keep things fresh.

Lastly, if someone asks me where I get my ideas, the real answer is often by opening myself up to the ideas of others.
I'll read what someone else has done and it will make me think of three different other things. Ideas are like that.
They spark more ideas. They're contagious.

You hold in your hands a contagion. Of the very best kind. Enjoy.

Monte Cook
February 2010



Introduction

Welcome to EUREKA: 501 Adventure Plots to Inspire Game Masters—and thank you for buying this book!

I'm Martin Ralya, the owner of, and one of the contributors to, the game mastering blog Gnome Stew
(gnomestew.com). Chances are, you've never heard of me, the Gnome Stew team (“the gnomes,” for short), or
Engine Publishing before. And that’s okay—the web is a big place, and there are thousands of GM:s out there who
don’t spend much time online, don’t read blogs, or have just never stumbled across our site.

The nine authors of this book are all veteran GMs with years of practical experience under our belts, and we’ve been
writing about game mastering online since May 2008 (and in some cases, before that). We’ve written over 650 arti-
cles to date, with more coming out every week. We don’t think we know everything there is to know about GMing
(that’s not possible), but we do know adventures, and we wanted to share our love of the craft, science, and art of
creating and running fun adventures with you.

When it comes to gaming, we're all passionate about different things, but we also share a common passion:
system-neutral material for GMs. System-neutral material is usable with nearly any RPG, rather than being de-
signed for a specific game system. “Likes long walks on the beach and system-neutral gaming products” wouldn’t
sound good in a personal ad, but it’s what drove us to write this book.

Conventional wisdom in the RPG industry is that system-neutral books don’t sell, but we emphatically disagree.
Gnome Stew, which publishes only system-neutral content, is the most widely read game mastering blog on the
planet, and we believe that GMs everywhere have an appetite for material they can use with more than one RPG.

Our goal in producing Eureka was to create a book that could find a home on the bookshelves of GM:s all over the
world—on every GM’s bookshelf, really. That’s why we supported the three largest “umbrella” genres in gaming
in a single volume, rather than splitting them up, and why we made it easy to adapt plots from one genre to an-
other. Whether you exclusively run one RPG or system-hop regularly, trying out new games with your players, and
whether you homebrew every scenario you run or use published adventures, Eureka has something to offer you.

At bottom, this book is about inspiration. You can run these plots as written, bend them to your own purposes, mix
elements from one plot into another, lift ideas for homebrewed adventures, or anything in between. We want this
book to inspire you, to fuel your creative fires and get you past “GM’s block,” and to give you ready-to-use adven-
tures for those nights when the gang shows up unannounced and wants you to run a game for them. It’s intended
to illuminate your way, just like the iconic light bulb that represents the sudden arrival of a fantastic idea. There’s
no wrong way to use this book.

To call Eureka alabor of love would be an understatement: From our personal “Eureka!” moment (“Hey, I have this
idea...”) on June 26, 2009, to the time of publication, it took us twelve months to produce this book. We juggled
full-time jobs, kids, writing Gnome Stew, and, of course, gaming, to polish Eureka until it gleamed.

We hope you like it, and that it earns a spot on your bookshelf.

Martin Ralya
May 2010
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E :ureka is designed to be easy to use: Just pick an adventure plot, flesh
out the details to suit your game, and you're off. But 501 plots is a
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lot of adventures, so we've provided a wealth of simple, practical game
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mastering advice and information about these plots to help you get the
most out of Eureka.

This chapter is divided into six sections: Anatomy of a Eureka Plot,
Turning Plots into Adventures, Adapting Plots to Your Game, Genres,
Tags, and Themes. They're all intended to give you a good idea of how best
to use this book, and they provide heaps of advice on doing just that.

Eureka is intended to become a part of your games for years to come.
It’s one hell of a big sandbox, and we hope you enjoy it.

Artist: Avery Liell-Kok
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How to Use This Book

} 7 oudon’t need to read this chapter to enjoy the plots contained within EUREKA: 501 Adventure Plots to Inspire Game Masters in
your game—we designed this book to be easy to pick up and use without any fuss. But if you’d like to know more about the

way Eureka’s plots are structured, how to turn them into full-fledged adventures, and how you can adapt plots to different genres,

this chapter offers a wealth of advice and information.

Finding the Perfect Plot

f youre reading Eureka for inspiration and don’t need a

specific kind of plot to use in your ongoing game, just dive
in: Start at the beginning or flip to a random page, and enjoy.
Chances are you'll find a plot that sparks your imagination in
short order.

If you're looking for an adventure that fits specific criteria,
we've provided four tools to help you find the perfect plot:

+ Theme: Every plot has a theme, and there are 36 themes
altogether. You can read about themes later in this
chapter, and jump to a specific theme using the table of
contents.

+ Primary Genre: Each plot also falls into one of
three primary genres: fantasy, sci-fi, or horror. These
“umbrella” genres each get their own chapter in Eureka,
with 167 plots per chapter. There’s an index for genres
(p. 295), which covers both primary and sub-genres.
Descriptions are provided later in this chapter.

+ Sub-Genres: Alongside the primary genres are 19
sub-genres like Traditional Fantasy and Space Opera.
The index by genre, which starts on p. 295, is a good way
to find plots that can be easily adapted to the specific
sub-genre you need.

+ Tags: Tags are short descriptors that call out specific
elements within a plot, like intrigue for adventures that
feature conspiracies and scheming. All 42 tags are de-

scribed in this chapter, and the tag index (p. 298) will
help you locate plots by tag.

COMMON ABBREVIATIONS

The following abbreviations are used throughout this book:

+ GM: Game master

+ GMing: Game mastering

+ NPC: Non-player character
+ PC: Player character

RPG: Roleplaying game

« Sci-fi: Science fiction

*

The abbreviation Al for “artificial intelligence” is also used
in some sci-fi plots.

TERMINOLOGY AND GENDER

ou’ll notice that Eureka uses the term “GM” throughout.

This is because GM is the best-known and most univer-
sal term available, and isn’t intended to exclude the use of
this book with games that favor a different term. Even if your
RPG of choice calls the GM something different, the meaning
is generally the same: This is the person who runs the game,
plays the NPCs, and creates the adventures. The same is true
of “adventure,” which is the most common term for what hap-
pens during a gaming session, and “party,” which is used to
describe the PCs as a group.

In writing Eureka, we also aimed for roughly 50% usage of
“he” and 50% usage of “she” (and related terms, like hers and
his). Because layout considerations often dictated plot order,
youwon't find strict alternation from plot to plot, but the over-
all distribution should be close to 50/50. The only exception
is the themes, which are identical to the original titles listed in
Thirty-Six Dramatic Situations; we left those alone because we
like the quirky qualities of that book, theme titles included.

CHAPTER 1: GMING ADVICE

he first section in this chapter, Anatomy of a Eureka

Plot, explains the common structure underlying the
plots in this book and gives you an overview of the tools we've
included to make those plots easy to use.

Turning Plots into Adventures offers up a comprehensive
look at how to go from adventure plot to full-fledged adven-
ture. From tweaking the setting to expanding scenes and add-
ing game mechanics, this section will have you making the
most of Eureka in no time at all.

The third section, Adapting Plots to Your Game, is all about

turning a fantasy plot into a sci-fi adventure, altering horror
plots to fit into your fantasy game, twisting sci-fi elements to
make them work in your horror campaign, and changing up
plot details to suit your story, the PCs, or the game world. You
might be surprised at how easy this is, and we’ll show you how
to do it in this section.




The Genres section describes the three primary genres (fan-

tasy, sci-fi, horror) and 19 sub-genres used in Eureka. Each
plotincludes a list of which genres it’s easily adaptable to, and
those genres are intended to cover just about every RPG out
there.

The next section, Tags, drills down a bit further. Every Eureka
plot is identified and categorized by a number of tags that de-
scribe elements within that plot, like epic impact for a plot that
can dramatically change the scope of your game. Descriptions
of the various tags are provided here.

Lastly, in the Themes section we take alook at the 36 themes
that tie Eureka’s plots together, from “Revolt” to “All Sac-
rificed for a Passion.” There are at least four plots for every
theme in each primary genre, and themes form the basis for
the overall structure of this book—plus, theyre a great way to
get inspiration for your game.

Anatomy of a Eureka Plot

Because we want this book to be as useful to you, the GM,
as possible, we wrote Eureka’s 501 adventure plots in
a specific way. We created a template to use as our starting
point, and diverged from it only when doing so produced a
better plot. Our design goals were to make this book useful to
every game master and to make it as easy to use and versatile
as possible.

Eurekais a GM’s toolkit for adventure-building, and knowing
what goes into each plot will help you decide which tool to
use, how to use it, and which plots you want to use it on. Here
are the common elements of every plot in this book.

THEME

Thirty-six themes are used throughout Eureka, with one
theme per plot. Sometimes the theme is front and center,
while in other plots it stays in the background. You can use
themes to find the perfect plot (for example: One of the PCs
hasjust discovered that her brother is now her bitter rival—an
excellent time to check out plots based on the theme “Rivalry
of Kinsmen”), as inspiration, or as one more tool for evalu-
ating a plot’s suitability for your game. For a complete list of
themes, see the Themes section of this chapter.

TiTLE

Each plot has a unique title, and you can find all 501
plots listed by title in the index that starts on page 302.

Every plot also has a unique number, 1-501, for easy reference.

CHAPTERS 2, 3, AND 4:
ADVENTURE PLOTS

The meat of Eureka is the massive collection of plots con-
tained with the Fantasy, Sci-fi, and Horror chapters—167

per chapter, for a total of 501 plots. If you ran one plot every
week, never missing a week, you’d be running Eureka adven-
tures for almost 10 years straight—nine years and 33 weeks,
to be exact. (Take Christmas and your birthday weekends off,
and you've got the full 10 years covered.) We hope that this
book will be useful to you for the rest of your GMing career.

CHAPTER 5: INDEXES

Last but not least are Eureka’s four indexes, which will let you
locate plots by genre, tag, author, or title. You can use them to
look up plots you've read before or to discover new ones; the
latter is a special strength of the tag index, as you can pick a tag
and quickly check out all of the plots that feature that tag. The
same is true for genres: If you want to find plots that are easy
to use in a superhero campaign, for example, the Supers entry
in the genre index will get you where you need to go.

THE ADVENTURE PLOT

This section contains a brief dissertation on the wave theory
of subluminal travel in highly etheric environments. Just kid-
ding—this is the meat of each plot: the actual plot. It’s a big
topic, so it’s covered in depth in its own section below.

EASILY ADAPTED TO

Every plotin Eureka falls into one of three intentionally broad
genres—fantasy, sci-fi, or horror—and with minimal work,
you can adapt any Eureka plot to multiple different genres.
Those sub-genres appear in this section of every plot entry,
and are indexed at the back of the book (p. 295). With addi-
tional elbow grease, you can adapt nearly any Eureka plot to
just about any genre you like; the ones listed here are just the
genres that require the least tweaking. For more about genres,
see the Genres section of this chapter.

TAGs

Every significant element of an adventure appears here as a
tag—essentially, a flag to tell you what to expect from the plot.
Tags cover locations (like planet-based for sci-fi), goals (like
bearers, which denotes that the PCs need to get something
from point A to point B), play styles (intrigue, for plots that
feature schemes and conspiracies), and more. You can use tags
as a discovery mechanism: Every tag is indexed beginning on
page 298, making it easy to find more plots featuring that tag.
Tags can also tell you that a particular plot won’t be useful to

\ W
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you right now—for example, the isolated area tag means you
might have to do a lot of work to adapt that adventure to your
campaign if your PCs are currently knee-deep in a city-based
plot. Tags are listed and described in the Tags section of this
chapter.

Those are the basics—here’s a more detailed look at the plots
themselves.

WHAT MAKES A EUREKA PLOT?

Eureka plot is one that contains a hook, enough

background to provide context, ample material for an
evening of play (about four hours) and any twists, GMing
notes, or other elements that you might need.

It’s impossible for us to know exactly how much adventure
material equates to one session of play for your group—there
are just too many variables, including your players, your game
system of choice, and whether youre running an ongoing
game or a one-shot. Taking this into account, we used a rule of
thumb that applies to most gaming groups: three to five meaty
encounters, or extended scenes, equals one adventure. You also
need some “connective tissue,” like PCs bantering with each
other, descriptions of travel, and minor side scenes around
those encounters, but that tends to arise naturally during play.

We shake this formula up as needed in Eureka. For example, in
a sandbox-style plot where the PCs are presented with a range
of options and their actions determine the entire course of the

adventure, we provide enough material to fill your sandbox,
but not necessarily in encounter format. As with every aspect
of this book, it’s the results that matter. Our aim for each plot
was simple: You should be able to read the plot, flesh things
out to suit your campaign (adding stats or other mechanics as
needed), and be ready to play in about an hour.

Because we're providing the main ingredients and leaving the
preparation of the dish to you, we tried to make that process
as hassle-free as possible. For that reason, you won’t find any
proper names in Eureka plots, since you'll be replacing Eu-
reka’s generic characters with the NPCs that appear in your
own game. You also won’t find any game mechanics or ma-
terial specific to any one roleplaying game, because we want
Eureka to be useful to as many GMs, and for as many games,
as possible.

Similarly, what we provide in each plot is just one option—
one way things could go in the actual adventure. Unlike a sim-
ple adventure hook, which leaves all the heavy lifting to you,
we’ve done the heavy lifting: Each Eureka plot is the skeleton,
or outline, of a complete adventure. In order to provide that
skeleton, we’ve made assumptions about how things will turn
out, written complete encounters, and otherwise included ele-
ments that represent one way to turn each particular plot into

a full-fledged adventure.

If you see something you don't like in a plot, you don’t have to

abandon the whole thing—just change that element. This can

be something simple, like the gender of a key NPC, or it can
be something major, like the fact that faster-than-light
travel doesn’t exist in your campaign setting. Whatever
the case, remember that these aren’t our plots, they’re
yours. You can use them however you like, and every
element of every plot in this book can be used, abused,
bent, changed, tweaked, or otherwise altered to fit your
game.

Our principal goal is to provide you with inspiration
(“Eureka!”) in the form of a hook, background, major
milestones and scenes, and ideas about how to put all
that together into a complete adventure. Reading any
Eureka plot once should give you enough ideas for sev-
eral encounters, as well as for how to get your players
involved in the adventure and how things might shake
out.

We can’t read your campaign notes or climb inside your
head, so we’ve done the next best thing: provided all of
the basic building blocks for a fun adventure, 501 times.
We hope you enjoy Eureka—these are your plots now.

Artist: Laine Garrett




Turning Plots into Adventures

he 501 adventure plots in this book are like powdered

drink mix: All of the essential ingredients have been con-
densed into a small package, but before you can drink it you
need to add water, expanding the powder into a full pitcher
of something delicious. In about half a page per plot, we've
provided the building blocks for creating an adventure, but
Eureka’s plots need to be fleshed out in order to be used at the
gaming table.

When you're done turning a plot into an adventure, that plot
will be your adventure. Eureka’s essential ingredients will
have been transformed into notes, maps, statistics, and other
game elements—and we’ll cover how to do all of those things
in this section.

Once you've selected a plot (aided by the indexes in the back
of the book), remember the golden rule: It’s your plot now,
and you can do whatever you like to it in order to make it work
in your game. Now you're ready to make that plot your own.

CASTING

Eureka plots don’t include proper names, with occasional
exceptions for organizations and the like. You won’t find
scheming cultists named Bob, noble elves named Bobolas,
or brash space smugglers named Bob Solo. This isn’t because
we're lazy, but because we wanted to make these plots as easy
to use in your game as possible. You get to define the key
characters, giving you a chance to work in existing NPCs and
making Eureka plots feel like part of your campaign, not just
side adventures.

As you read a plot, think of NPCs you already have in your
campaign that would be a good fit for this adventure. Con-
sider the following three questions:

+ Would the NPC be involved in a plot like this one?

+ Does this NPC have the abilities/powers/skills to do
what’s required?

+ Am I comfortable with what might happen to this NPC
as aresult of how this adventure plays out?

Ifyou can answer “Yes” to these questions, then you've identi-
fied an NPC that’s a good fit for the plot. You can cast all of
the major NPC roles in a plot this way, create all of them from
scratch, or use a mix of existing and new NPCs. Eureka plots
are intentionally light when it comes to describing NPCs,
so that you'll have the most latitude in creating or assigning
NPCs to the roles you need to fill.

The same is true for monsters and other adversaries: We
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limited details in order to give you the broadest canvas to
work with in choosing the creatures that best fit your game.
With a little re-skinning or remaking of plot elements (as de-
scribed in the Adapting Plots to Your Game section of this
chapter), you should be able to work in creatures specific to
your campaign and game system so that they fit seamlessly.

LOCATION

Location is really just another form of casting, but in this
case youre looking for the geographical backdrop for the
plot, rather than characters. As with NPCs and adversaries,
Eureka plots are deliberately vague about locations—you
won'’t find place names, detailed kingdom or star system
write-ups, or other intrusive details in these plots. Instead,

you'll find general descriptions like “the next kingdom,” “a
large city,” and “a frontier world.”

When you read a plot, think about where in your campaign
setting it would work best. If some of the geographical ele-
ments described don’t quite fit, change whatever you need to
in order to suit your game. One caveat, though: Some plots
include geographical features that are important to the story,
and these will be harder to change without reworking the en-
tire plot. There’s a whole category of tags devoted to setting, so
ifa plot works best in a remote area, the isolated area tag makes
it easy to tell that it will be trickier to use this plot while the
PCs are in a major city.

If you do have to change one of these critical setting ele-
ments, look at the role it plays within the plot and try to select
an element that plays a similar role in your game world. For
instance, if the plot calls for the party to cross a treacherous
mountain range, but the PCs in your game are currently deep
in the jungle, you might use a raging river or a fetid, monster-
haunted swamp in place of the mountains. Those are both still
obstacles, like the mountains, but they’re a much better fit for
your game.

CONTINUITY

Much like casting NPC roles, you want to make sure
that the assumptions made in an adventure plot match
your game. It’s almost impossible to write a good plot with-
out making an assumption or two, and in most cases we kept
things general enough that you shouldn’t need to worry too
much about those assumptions. There are times when things
just won’t match up, though, and in those cases you'll need to
make some changes.

For example, you’ll find royal titles like king and duke in many
fantasy plots. If you're not running a game that’s loosely based
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on medieval Western Europe, those titles won’t work as-is. In
a feudal Japanese campaign, for instance, “king” would be-
come emperor and “duke” might become shogun. These are
cosmetic changes that don’t take much time at all to make.
(This is re-skinning, as described in the next section of this
chapter.)

Sometimes larger assumptions are present, particularly in
sci-fi plots. For example, sci-fi plots with the interplanetary tag
often assume that the PCs have ready access to a starship, and
that faster than light travel is available—common elements in
many sci-fi RPGs. If either or both of these things aren’t true
in your game, you'll need to edit those plots accordingly.

If a sci-fi plot calls for the PCs to fly their ship to a nearby star
system, but your PCs don’t have their own ship, you have a
couple of options. You could introduce a plot element to pro-
vide them with one, like an NPC ally who offers to take them
there, or you could move their destination to a distant loca-
tion on the planet that the party is already on. That will allow
them to take terrestrial transportation, avoiding the need for
a ship entirely. These kinds of changes might require altera-
tions to the storyline, casting, setting, or some combination
of all three.

If you need to make adjustments to maintain continuity, con-
sider the purpose of the original plot element. If the starship
was present so that the PCs could get into a spectacular space-
based battle, you might want to replace that element with one
that still allows a similar battle to take place—like an airplane
or a dirigible. If the starship was included solely so that the
PCs could wind up in a distant system, far from any aid, then
isolation is the key ingredient, not the starship. If the point of
the journey was to give the PCs time to find out about a traitor
in their midst, then however you get the party from point A
to point B, it needs to take long enough for them to make the
same discovery.

Hoox AND OPENING

Once you have cast all the NPCs, picked out a location,
and ensured continuity, the next thing to look at is how
the plot opens, including the hook. In writing Eureka, the
opening was often the most difficult part: Not knowing any-
thing about your campaign, we tried to strike a balance be-
tween keeping things general while being specific enough to
create a fun, useful plot. Some plots include an opening that
acts as a hook, while some present a hook but rely on you to
work it into your game; others do a bit of both.

The hook s the thing that makes the PCs want to get involved,
and that gets your players engaged in the plot. It’s the body
in the haunted house, the weird sensor readings coming from
the nearby star system, or the mysterious scroll that the PCs
find, which describes a vast treasure that could be theirs

for the taking. The way you deliver the hook is through the
opening of the adventure.

The goal of the opening is to start the adventure in the way
that makes the most sense given the nature of your game and
your players, and that delivers the hook effectively. You know
your campaign, the world, and where you left off last session
(and likely where things are headed, too), and you know your
players. You want to guide the PCs to the hook in a way that
feels natural; if you force the hook upon them, the plot will
feel railroaded or scripted, and you're likely to put off your
players. It should make sense for the PCs to be interested in
following up on the hook. Once the hook has gotten the PCs
involved in the plot, you're on your way to a fun game session.

If the hook focuses on one of the PCs, rather than the whole
group, select the character who would be the best recipient.
For example, in a horror plot the hook may involve one PC
getting a call from the police about a strange murder; if one of
the PCs is an ex-cop, she should probably get the call, rather
than the biker (or the vampire).

FORESHADOWING

ecause Eureka is designed to be picked up and used

without requiring much prep time, most of the plots in
this book don’t involve elements that you need to foreshadow
orsetup in advance. Any exceptions are called out in the plots
themselves. There are some plots, however, that will work best
if you use foreshadowing to make them a part of your cam-
paign before you run them in your game.

If you choose several Eureka plots in advance, you can spend
some time coming up with ways to foreshadow them in your
campaign. Have the PCs meet a key NPC a few sessions be-
fore she turns up dead, hear rumors about werewolf attacks
out on the moors before finding themselves stuck there over-
night, or fight mutated forest animals before learning of the
source of the mutations. Foreshadowing will make the adven-
tures that you've foreshadowed feel like a natural part of your
campaign, conveying the impression that the game world is
dynamic, with events proceeding apace behind the scenes.

EXPANDING THE ENCOUNTERS

In about half a page, each Eureka plot describes the
encounters or major scenes that make up a one-session
adventure (or provides enough material for you to assemble
encounters, as in a sandbox-style plot). This should give you
enough detail to spark your imagination, but not so much
that you feel constrained by what’s already been provided.
In order to turn these brief descriptions into full-fledged en-
counters, you'll need to expand on the scenes we've included.
This might involve jotting down notes, fleshing out a location,
writing key lines of dialogue, drawing a map, creating props,
or any number of other traditional GMing activities.
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Depending on your personal game mastering style,
you might need three paragraphs of notes or five pag-
es when running an adventure. If youre comfortable
improvising, you can even run many Eureka plots
as-is, with no prep whatsoever. There’s no right or
wrong way to turn these plots into adventures—just
consider your players and their play styles, trust your
instincts, and do what feels right to you.

Most of the plots in this book are designed to be
played in a single session (about four hours), but
many of them can be expanded into story arcs by
turning individual scenes into adventures in their
own right. Add a complication or two, work in an ar-
duous journey, a nail-biting chase, or a few investiga-
tive scenes, and the bare bones of a Eureka encounter
can become an entire adventure.

GAME MECHANICS

Because Eureka is intended for use with nearly
any RPG, none of the plots in this book include
game mechanics. To use one of these plots in your
game, you'll need to add appropriate mechanics:
stats for creatures, abilities for NPCs, difficulties for
skill checks, and whatever else is needed to suit your
game of choice. Most plots give you a starting point
for many of these things in the choices that have al-
ready been made. For example, if a fantasy plot fea-
tures orcs (and assuming you stick with orcs, rather
than remaking the plot around, say, intelligent dire
wolves), then you just need to pull the stats for orcs
and you're ready to go.

As youre expanding encounters, think about the
mechanical aspects that might be involved. Breaking
into a military complex to hack a hardened comput-
er network, for example, is likely to entail sneaking
past guards, picking or disablinglocks, scaling walls,
and ultimately an extended hacking scene. If you
don’t have time to prep everything in advance, don’t
worry—just fall back on the systems your RPG pro-
vides. When the PCs need to pick a lock, look up the
difficulties associated with lock picking and choose
one that seems appropriate; the rules in that section
should tell you everything else you need to know.

Artist: Philip Miller
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WHAT Mi1GHT GO DIFFERENTLY?

Most Eureka plots describe a likely progression for the
adventure to follow, but that’s only one way that things
could go. Your players will surprise you by handling things
differently, blazing their own trail, or otherwise throwing you
curve balls. If you know your group well, you can probably
anticipate some of the points in the adventure where these
surprises are liable to pop up.

Take some time to consider what your players will do at dif-
ferent points during the adventure, and jot down a few notes
about how you can respond and what elements of the plot will
need to change depending on how things shake out. There’s no
perfect system for this, but there is one key principle to keep
in mind: It doesn’t matter whether the adventure turns out the
way you expect it to, it only matters that everyone around the
table has a good time.

THE ENDING

he closing of an adventure can be tough to predict in

advance. You can usually make a pretty good guess how
things will wrap up, though, and there’s one key goal to keep
in mind: The ending of the adventure is just as important as
the opening. When the adventure is over, you want your play-
ers to feel a sense of completion and satisfaction. How you
bring it to a close plays a large partin that.

Eureka plots almost always include a possible ending (and
sometimes more than one, like success and failure), but no
amount of prep can account for the actions of your players.
If improvisation under pressure isn’t your strongest GMing
skill, you may want to write some notes about the more likely
outcomes for the adventure, accounting for how the campaign
will continue in each case.

For example, an adventure centered on finding a powerful ar-
tifact has two likely outcomes: the PCs find the object, or they
fail to acquire it. If they succeed, then the campaign progress-
es, but what if they fail?> Can you give them another crack it
at, or set them back but provide another means to accomplish
the same goal? A few notes about both outcomes will help you
decide what to do in the heat of the moment, and will also help
you deal with other surprises as they come up.

CONSEQUENCES

fter the adventure is over, it’s important to consider the

longer-term ramifications of the outcome on your game
world and the campaign as a whole. Just as foreshadowing
helps to breathe life into the game’s setting, showing the im-
pact of an adventure’s outcome in future sessions will make
your players feel like the world is a living, changing place, giv-
ing them a deeper connection to the campaign.

After wrapping up a session, make a few notes about the
outcome of the adventure while things are still fresh in your
mind: NPCs who died, survived, or now have a different at-
titude towards the PCs, what changed in the world as a result
of the PCs’ actions, etc. Then as you develop other adventures
(whether from Eureka or elsewhere), work those elements
in as you go: NPCs who turn up again, news stories that
mention the PCs, vengeful former allies who now feel ma-
ligned, changes to the local economy, and the like. Your play-
ers will greatly appreciate the connection to their past, and it
will deepen their commitment to the current adventure.

REUSING PLOTS

Even though Eureka provides 501 adventure plots, there’s
no reason you can’t reuse a favorite plot with a new group,
in a new game, or even in the same game. If you're reusing
the plot with a new group (at a convention, for example), you
don’t need to worry about anyone recognizing it. Think about
things that went right or wrong the first time around, make a
change here and there to emphasize the former and avoid the
latter, and you're good to go.

Using the same plot more than once with the same gam-
ing group, however, can be trickier. To pull it off, you need
to file off the serial numbers in such a way that even if your
players notice that the underlying structure is the same,
everything else is so much fun that they don’t feel cheated.
Use the techniques described in the next section of this
chapter to re-skin, remake, and replace plot elements as
needed, and, just as you would with a new group, adjust the
plot to focus on what went well the first time around.

Artist: Laine Garrett




Adapting Plots

he adventure plots in Eureka are specifically designed

to be usable with nearly any RPG, no matter what genre
your game of choice might be or what system you prefer.
Although we've broken plots down into one of three broad
genres (fantasy, sci-fi, and horror), every one of these plots can
be adapted to multiple other genres, as well as mined for great
ideas to include in your game. Eureka is all about inspiration
and ease-of-use.

You'll be pleasantly surprised at how easy these plots are to
adapt to your game. If they don't fit perfectly, all you need to
do is “drift” the plot a little bit (or sometimes, drift it a lot). So
what is drifting? It’s a gaming term that refers to adapting a
game element from one game to another, and while it’s most
often applied to game mechanics, it also applies to genres and
plot elements.

There are many reasons why you might want to apply this
technique to Eureka’s adventure plots:

+ Adapta plot to a different genre or sub-genre
«+ Alter a plot to better fit the story you want to run

» Tweak a plot to utilize elements like NPCs and locations
that are already found in your campaign

« Fita plot to the particulars of your favorite game system

+ Change a plot to suit the unique elements of your game
world

+ Useaplotcross-genre to provide aunique play experience

No matter the reason, the important thing to remember is that
every plot has something to offer for your game. The monster
rising from the lake in a horror plot might become the alien
in your interstellar sci-fi campaign. The planetary governor
from a sci-fi intrigue plot could become the chancellor in your
next sword and sorcery session. The dark woods surrounding
the castle in a fantasy adventure might be the inspiration for
the setting of your modern horror game. Every plot in Eureka
contains something you can use—all you have to do is find it.

THE GOLDEN RULE FOR
ADAPTING PLOTS

f you find a plot you want to use as-is, go for it—no drift-
ing or adaptation is required. But if you read a plot you love
that doesn’t quite fit into your game, it’s time to make a few
changes. While we can't tell you how to adapt a plot to your

to Your Game

specific game and campaign, we can give you plenty of advice
to point you in the right direction, starting with the golden
rule of plot adaptation:

These plots are meant to fit into your game, not the
other way around. Change anything you need to change
to make them work for you.

Never hesitate to change any element of any plot in Eureka.
You know best what will work well in your game, so trust your
instincts, have fun, and make the most of the wealth of plots
in this book.

RE-SKINNING, REMAKING, AND
REPLACING PLOT ELEMENTS

en you adapt a plot, youre generally doing one of

three things: re-skinning it, remaking it, or replacing

plot elements. All three are simple techniques—here’s how to
handle them.

Re-Skinning

Every plot in Eureka is written with a core story in mind.
Think of that story as the skeleton and the flesh of the plot. The
rest of the plot is the skin—the outer shell. Using this analogy,
many of the changes that you’ll make when tweaking these
plots will fall into the category of re-skinning. Re-skinning is
changing the outer shell of a plot to fit a different genre or play
style, but leaving the core elements unchanged.

Here are a few examples of re-skinning:

+ Change the orcs in a fantasy plot into brutish aliens liv-
ing on a frontier world, making the plot usable in a sci-fi
game

» Turn a horror plot’s zombies, which were created by a
nuclear accident, into zombies that were produced using
magic in a fantasy adventure

+ Replace the feuding elves and dwarves in a fantasy plot
with rival doomsday cults, and use that plot in your hor-
ror game

These kinds of changes are easy to make, and often you'll only
need to re-skin one or two elements of a plot in order to make
it usable in another genre.
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Remaking

S ometimes re-skinning isn’t enough, or won’t produce
exactly the kind of plot you need for your game—that’s
where remaking comes in. If re-skinning is changing only the
outer layer, or trappings, of a plot, remaking is changing some
aspects of the plot’s core: the skeleton and the flesh.

For example, using a horror plot centered on killer bees
swarming around cell phone towers in a sci-fi game is simple,
and requires only re-skinning: Change the cell towers into
some sort of futuristic communications array, and you're all
set. But if you want to use this same plot in a fantasy game, a
little remaking is in order.

If you turn the cell towers into magical beacons, that won’t
address the fact that they need regular maintenance in order
to advance the plot—so you might also add a magical power
source to each tower, one that needs to be replaced or re-
charged regularly (something only the PCs can do). But what
if you're running a low-magic game? Instead of magical bea-
cons, you could use signal mirror towers staffed by villagers.
This in turn might mean that instead of the local lord hiring
the PCs to deal with the killer bees (analogous to being hired
by the cell phone company in the original plot), it’s the villag-
ers who recruit the party.

By the time youre done remaking a plot, it might bear little
resemblance to the plot you started with—and that’s just fine.
You still saved time by starting with a solid, inspirational core
concept, and the end result is a perfect fit for your game, your
campaign world, and your gaming group.

Replacing

W‘hen it comes to adapting a plot for use in a different
g

enre, sometimes re-skinning and remaking elements
aren’t the way to go. You might be better off replacing a plot
element with something that already exists in your game, or
with a common element from the new genre. Replacing a plot
element with something else is simply a matter of determining
the purpose it serves in the original plot and replacing it with
an element that suits the same purpose in the new genre.

For instance, if the governor NPC in a horror plot is mainly
present to quarantine the town where the PCs wind up, and
your fantasy campaign includes powerful merchant guilds, re-
place the governor with the head of one of the guilds. Orif the
point of a starship in a sci-fi plot is to get the party from point
A to point B, replace it with an airplane for use in a modern
horror game or a sailing ship for a fantasy campaign.

Analogs for plot elements are just as easy to come up with in
sub-genres, as well: a star cruiser in a steampunk game be-
comes an airship or a train, nanites become sprites, a keep

in the wilderness turns into a remote space station, a genetic

virus becomes magical plague, or a demigod turns into a pow-
erful AL All you have to do is make sure that the new element
matches the purpose of the old one.

Sometimes the difference between re-skinning a plot element
and replacing it is subtle, but it usually boils down to this: If
the change also alters something significant about the way the
plot unfolds (you can’t have space pirates attack an airplane,
for example), that’s replacing. If the alteration just makes the
plot element look different, that’s re-skinning.

ADAPTING PLOTS TO OTHER GENRES

Sometimes the elements that you need to re-skin, remake,
replace, or otherwise change in order to make a plot fit an-
other genre will be clear upon a first read-through. In other
cases, it will require a little digging to root them out. We’ve in-
cluded two handy tools with every plot to help you with this:
the “Easily adapted to” section, which spells out which genres
and sub-genres require the least tweaking, and the “Tags” sec-
tion, which lists the major elements of the plot.

Using Tags

T ags can help you identify the key ingredients of a plot,
and they’re especially helpful for drifting. They signal
elements that may help you draw a connection between one
genre and another. For example, the artificial life form tag indi-
cates that a plot prominently features mechanical entities, and
also signals that this plot might work well in a fantasy game
involving magical constructs, a horror campaign featuring re-
animated life, or a sci-fi game about blurring the line between
Als and human beings.

Modern Elements

W‘hen drifting plots from one genre to another, it’s good
t

o remember that because they’re written by modern
people, all of the genres utilized in roleplaying games include
modern elements. Fantasy settings are based on modern
thoughts about medieval worlds, and no matter how realistic
to a time period we strive to make a setting, it will still incor-
porate modern ideas. Sci-fi settings are based on modern ideas
extrapolated into their future forms, or a core concept recast
in the light of different imagined elements. While we can
imagine many ways the world will be different in a sci-fi set-
ting, we include many things exactly as they are now. Horror
settings are usually modern worlds with some element made
more foreign and threatening to the human psyche, or they
isolate us from the comfort and safety of our lives.

Every genre and sub-genre contains modern elements. Some
modern elements and concepts will exist in the same ways in
different genres, and when drifting plots you can use these ele-
ments as flags to pinpoint genre similarities.




Sub-Genres

ile the three genres we used to categorize Eureka’s

plots were selected to cover the widest range of RPGs

and campaign settings possible, many sub-genres feature

tropes that are closely tied to their settings. Even so, don’t

rule out a plot just because it seems like your favorite RPG’s

sub-genre is too restrictive to accommodate that plot. Every

sub-genre is based on or derived from a more expansive genre,

and they often include elements of other genres. In fact, some

sub-genres actually make it easier to drift plots for use in your
game.

Because of its technological elements, a steampunk setting
might be a better fit for a sci-fi or horror plot than a traditional
fantasy setting would be. A sci-fi setting featuring unexplained
powers offers ready connecting points for a plot dealing heav-
ily with magic. An adventure plot featuring zombies can work
justaswellin a post-apocalyptic sci-fi plot asit doesinahorror
game.

Similarly, many post-apocalyptic tropes work equally well in
a fantasy campaign, like isolated enclaves staving off brutal
invaders, tribal characters exploring ruined cities, and PCs
safeguarding valuable cargo on a journey through danger-
ous badlands. If you're running a dark fantasy campaign that
involves the PCs protecting townsfolk from creatures of the
night, many horror plots can be dropped right into your game
with little in the way of modifications.

Cross-Genre Re-Skinning

n interesting option for cross-genre plot usage is to re-

kin the plot but retain the core elements, which can

create a unique experience for your players. For example, be-

cause horror plots are often specifically intended to take the

main characters out of their comfort zones, using a horror plot

in a fantasy or sci-fi game will give your players a different take
on the campaign.

Incorporating this experience into other genres can shake up
your players in good ways. While they might have more in-
credible powers, or be able to deal with greater threats, isolat-
ing fantasy and sci-fi characters from help, or utilizing a crea-
ture that has the upper hand (and may in fact be unstoppable),
will provide a different play experience.

Similarly, employing modern elements and organizational
structures from a sci-fi game in a basic fantasy setting can
provide a sense of intrigue and complexity. Using a fantasy
dungeon crawl in a sci-fi campaign based around space trad-
ers will shake things up: When the planetary ruler charges the
PCs with defeating the legendary beast that’s destroying their
mining facilities, the game will take on an epic feel.

Even if you only do this sort of cross-genre re-skinning for a
session or two, a quick break from your usual play style can be
alot of fun—and has the potential to improve the play experi-
ence in all of the games that follow, too.

Genres

he 501 plots in this book are equally divided into three

primary or “umbrella” genres: fantasy, sci-fi, and horror.
These are intentionally broad categories, and if you stretch
them a bit they can cover just about any roleplaying genre.

We further identified 19 sub-genres: 14 that fit inside the big
three, and five that stand alone. Each plot in this book can be
easily adapted to at least two other genres or sub-genres. With
enough work, any plot can be made to work in any sub-genre,
but the ones we've identified in the “Easily adapted to” section
of each plot are the genres that are a natural fit.

Listed below are all of the genres used in Eureka, along with
descriptions of each. Because gaming isn’t the same as fiction,
we've defined genres according to the way theyre typically
applied to roleplaying games.

Because it’s so easy to adapt plots from one genre to another,
don’t be surprised to see a wide range of sub-genres listed
under “Easily adapted to” for most plots. By the same token,

each primary genre chapter includes numerous plots that can
easily be used in one of the other two primary genres, so don’t
limit your search for fantasy plots to the fantasy chapter, for
example.

Lastly, if you want to track down plots that can be easily
adapted to a particular primary or sub-genre (all plots flagged
as Swashbuckling or Post-Apocalyptic, for example), you’'ll
find an index by genre on p. 295.

FANTASY

As a primary genre, fantasy covers a wide range of play
styles, core concepts, and settings. Generally speaking,
fantasy plots feature supernatural elements in a mythological
or idealized medieval setting. They tend to include medieval
or archaic weapons and armor, magic and magic items, mon-
sters, and sentient non-human species (dwarves and elves,
for example). The four fantasy sub-genres are distinguished
mainly by tone.

t JalquD R

Jwer)

PV SuLioysew

IIIA




Advice

Game Masteri

£
=

Chapter 1

Grim and Gritty Fantasy: The odds are stacked against the
PCs. Death is a very real possibility, magic and wealth are of-
ten rare, and cultural elements may be brutal and ugly (slav-
ery, for example).

High Fantasy: The PCs are powerful and heroic, and are gen-
erally involved in an epic struggle against evil forces. Magic,
wealth, and exotic locations are common features of this
sub-genre.

Swashbuckling: Pulp fantasy (including the sword and sor-
cery genre) featuring over-the-top action, where the focus is
usually on the PCs rather than on world-spanning conflicts.
Characters often have flexible morals.

Traditional Fantasy: The default genre for many fantasy
RPGs, defined by iconic elements of fantasy fiction like elves,
dragons, and spellcasting, as well as roleplaying-specific ele-
ments such as dungeon crawls. Usually includes elements
from the other three fantasy sub-genres, without wholly em-
bracing any one of them.

ScCI-F1

Sci-ﬁ is an incredibly broad primary genre. Generally
speaking, sci-fi plots feature futuristic settings and situa-
tions, often utilizing advanced technologies or theoretical sci-
entific discoveries. They may include such elements as alien
races, portable energy weapons, interplanetary or interstellar
travel, or even psychic powers.

Cyberpunk: Cybernetically enhanced PCs operate for and/
or against powerful mega-corporations in a near-future dys-
topia. The PCs tend to have loose moral standards, and adven-
tures are often structured as missions. Fantasy elements are
sometimes featured as well.

Hard Sci-fi: Hard sci-fi takes place in a futuristic setting in
which scientific and technical accuracy is important. Fan-
tastic elements like alien species and faster-than-light travel
either don’t exist or are dealt with as realistically as possible.

Post-Apocalyptic: Set in the near or far future after an epic
cataclysm, either man-made or natural. In play, post-apoca-
lyptic games generally deal with survival in a world of limited
resources and knowledge, and can resemble Grim and Gritty
Fantasy (or even Traditional Fantasy).

Space Opera: Adventurous or pulp sci-fi with larger-than-
life characters, settings, and storylines. Space operas tend to
include fantastic elements like anthropomorphic alien races,
and they usually take a casual approach to science.

Steampunk: Sci-fi that involves 19* century or Victorian-
era technologies, real or imagined, such as steam-powered
mechanical computers. Steampunk games often contain
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elements of fantasy and feature the theme of rebellion, and
may embrace or parody Victorian attitudes.

Supers: The PCs are superheroes, beings with powers and
abilities far exceeding those of the common man or woman
in their setting. Costumes, strong moral codes, secret identi-
ties, and super-villains worth fighting are common features in
Supers games.

HORROR

Like fantasy and sci-fi, horror is a broad genre that covers
a range of styles and themes. Generally speaking, hor-
ror plots evoke a sense of fear or dread through the use of an
unknown or overpowering antagonist. Supernatural and dis-
turbing elements are common features of this genre. As writ-
ten, all horror plots in Eureka are set in our world sometime
in the last 150 years or so, and the majority of them assume a
modern setting.

Action Horror: The antagonists may be big and scary, but in
an Action Horror plot, the PCs can fight them. In film, zom-
bie movies and slasher flicks both fit the bill; in RPGs, pulp-
inspired Lovecraftian tales can also be Action Horror.

Gothic Horror: A combination of the romance and horror
genres, with the goal of creating an emotional atmosphere of
dread or foreboding. Terror, a sense of mystery, and hauntings
are common features of this sub-genre.

Supernatural: Supernatural horror is characterized by ele-
ments of horror, magic, and fantasy placed into a modern set-
ting. Strange and bizarre happenings, psychic powers, the oc-
cult, and monsters hidden among us are often featured.

Victim Horror: The antagonists are far more powerful than
the PCs, and the fun is in surviving—or at least attempting to
survive. Ultimately, struggling against evil or uncaring forces
in this type of game is futile, but the characters are driven to
try despite the odds.

OTHER

Not a genre itself, “Other” covers those smaller genres
that don’t quite fit into any of the three primary genres,
but also aren’t big enough to be primary genres.

Anime: Borrows elements from Japanese-style animation
and comic books, such as anthropomorphic animals, school-
aged children, and giant robots. What counts as anime is
highly subjective; anime plots can be fantasy, sci-fi, horror, or
“other.”




Comedy: This can be a genre or a style of play applied to
other genres (you can run a comedic fantasy campaign, for
example). As a genre, it includes everything from parodies of
existing genres and tropes to outright slapstick. There are a
tew pure comedy RPGs, but not all that many.

Pulp: Characterized by over-the-top action and a relaxed ap-
proach towards realism and believability, pulp games are gen-
erally set in our world from the 1930s onwards. Characters,
situations, and settings are larger than life.

Romance: Interpersonal romantic relationships are at the
heart of the game, with a focus on roleplaying. These relation-
ships bloom, change, and/or die, and can be played out as the
centerpiece of an adventure or featured as recurring elements.

Western: Generally (though not always) set in the American
West in the late 19 century, this genre features a frontier
mentality, rugged individualism, and oftentimes a sense of
rebellion against creeping societal norms—plus gunfights,
horse rustling, and panning for gold.

Tags

“Tags” are short descriptors attached to plots in Eureka, like
deadline for an adventure with a time constraint or madness
for a plot that features insanity or possession. They let you
know the key elements of any plot at a glance, and they serve
three main purposes: searching, discovery, and inspiration.

If you want to find a specific kind of plot, or plots that contain
similar elements, check out the tag index at the back of this
book (p. 298). Chances are we've used a tag that will be help-
ful to you in locating the right sort of adventure plot.

If you like a particular plot but can’t work it into your game at
the moment, that’s where discovery comes in. Read over the
tags for that plot, and then look up the tags that jump out at
you in the index—you're likely to find another plot you like
that matches your needs.

Finally, if you've been struck with option paralysis or just
don’t know where to turn, you can use tags as a source of inspi-
ration. Find a tag you haven’t used recently, or one that makes
you think, “Hmm, I could do something cool with that,” and
then peruse the index for plots that share that tag.

Tags are loosely grouped into six main categories: challenges,
creatures and enemies, features, NPCs and relationships, play
style, and setting. Most plots feature a tag or two from each
category, but this isn’t a hard-and-fast rule.

One type of tag doesn't fit any of the categories: the author
tag, which is always the first tag listed and is in the format
“(AA)”—where AA is an author’s initials. Because each of
Eureka’s nine authors has their own GMing style and ap-
proach to adventure-writing, you may find that plots by one or
more writers match your personal GMing tastes more closely
than others. You can look up plots by author in the index that
appears on page 307.

Below is a complete list of the 42 tags used in Eureka, broken
down by category.

' it
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CHALLENGES

hese tags describe the types of challenge, test, or signa-
ture event that define a plot, as well ways that plot might
impact your game.

bearers: The PCs must carry an object (usually a MacGuffin)
to a destination

deadline: Includes a deadline or other time constraint that
must be met

difficult choice: The PCs must make a hard choice—one
with no clear best option

epicimpact: The plotislarge in scale and will have a dramatic
impact on your game

epic challenge: Features powerful adversaries or very

difficult trials (“high-level”)

escort mission: The PCs have to guide an NPC to a
destination

exploration: This plot includes searching, mapping, or
otherwise exploring an area

mass combat: Features one or more large-scale battles
race: Includes arace, chase, tracking, or escape scene
siege: Involves besieging or defending an area

travel: Long distance, extensive, or otherwise significant
travel is featured

CREATURES AND ENEMIES

Most plots focus on PC races (humans plus others de-
pending on your campaign setting), but they often
involve monsters and other creatures. Whether friend or foe,
those creatures are called out as tags.
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Chapter 1

artificial life form: Robots, Als, or other techno-critters are
featured

monster: Monstrous or alien creatures are involved
spirit: Features insubstantial, ephemeral, or ghostly entities

villain: This tag indicates the presence of a clear master
villain for the plot, regardless of what aspect that villain takes

FEATURES

his is the most general category, and covers plot elements
that don’t really fit anywhere else.

madness: Involves madness, possession, or unnatural
behavior

magic: Includes magic as a prominent feature, not just an in-
cidental element; most fantasy plots have “baseline” magic,
and so won'’t include this tag, while nearly any sci-fi or horror
plot that features magic will have this tag

mature themes: Contains concepts, imagery, or scenes
that may be inappropriate for some gaming groups and for
younger gamers

rebellion: Features characters acting against an established
order

trade: Centers around trade or other economic matters

twist: Please don’t reveal the secret ending to your friends

NPCs AND RELATIONSHIPS

he nature of NPCs who are central to a plot, the relation-
ship the PCs have with other characters, and social ele-
ments like religion are all covered by the tags in this category.

alliance: The PCs work closely with one or more NPCs

betrayal: PCs are betrayed, used, or otherwise maligned by
someone they trust

innocent: NPCs in danger include children, the helpless, or
other non-combatants

politics: Politics, political figures, or the aristocracy are
featured

relationship hook: Includes a PC-NPC relationship (family,
friend, etc.), most often as part of the plot hook

religion: Religion or religious figures are involved

rivalry: Includes NPC or background-based rivals as a
prominent feature
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PLAY STYLE

While any plot can be adapted to any play style, some plots are
designed to work better with one play style than with others.
Plots that prominently feature a particular play style (or more
than one) are called out with these tags.

combat-heavy: Features multiple combat scenes or
especially intense fights; plots with just one combat scene

won’t usually have this tag

intrigue: Conspiracies, skullduggery, or other social machi-
nations play a prominent role; all plots with this tag will also
have the social tag

investigative: This plot is primarily investigative in nature,
with lots of detective work

roleplaying-heavy: Features plenty of roleplaying interac-
tion, or heavy or intense roleplaying scenes

sandbox: An open-ended scenario where the PCs are pre-
sented with several options and their choices drive the action
(as opposed to a more linear adventure)

shady: The PCs must cooperate with unsavory individuals or
commit acts of a questionable nature

social: Primarily social in nature, or contains major social
scenes

stealth: Subterfuge and stealth are involved

tactical planning: Features a meaty fight or fights that the
PCs know about in advance, giving them time to concoct
plans

SETITING

The scope or nature of the plot’s assumed setting is delineated
by these tags. Most plots can be easily shifted from one set-
ting to another, but if you're short on time, a setting tag that
matches up with your game will be a timesaver.

city: Takes place in a large city or other significant settlement

dungeon crawl: Features the exploration of a dungeon,
ancient ruins, a military complex, or a haunted mansion
(any dungeon analog, regardless of genre)

interplanetary: Travel between planets is involved; this tag
only applies to sci-fi plots

isolated area: The plot takes place in an isolated or remote
location, or a place that’s otherwise difficult to reach

planet-based: Used for sci-fi plots only, this tag is applied to
plots where the PCs never leave the planet (or space station)
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ureka’s adventure plots are grouped by theme
within each primary genre, and there are 36 themes
altogether. Why 362 We have a charmingly nerdy answer
for you: because the themes are drawn from a 1917 book
entitled Thirty-Six Dramatic Situations. Written by Georges
Polti, Thirty-Six Dramatic Situations puts forward an intrigu-
ing idea: There are only 36 basic plots, or dramatic situations,
for dramatic works—period. In other words, every plot ever
written can be distilled down to one of these 36. How can you
not dig a concept like that?

Weloved thisidea for two reasons: first, because it’sincredibly
ballsy, and second, because it gave us an underlying structure
that ensured that we didn’t accidentally write more or less
the same plot 501 times. As we wrote, we discovered another
benefit of using Polti’s situations: nearly all of them revolve
around people, which is ideal for gaming purposes, since all
gaming revolves around the player characters.

The core concept behind Eureka emerged more or less
fully formed: Let’s write a book that provides complete
adventure outlines, not just hooks, and base the plots on the
Thirty-Six Dramatic Situations. It grew from there, but the
kernel of thatidea never changed. Here’s how we tweaked that
concept to produce a useful, versatile gaming book.

STRUCTURE

Each one of Eureka’s 501 adventure plots—167 for each of
the three primary genres, fantasy, sci-fi, and horror—has
a theme, and they’re roughly evenly distributed: Within each
broad genre, all 36 dramatic situations appear four times, and
some appear five or more times. Before we started writing
Eureka, we created a matrix that broke all 501 plots down by
author and situation, and then made sure that each author
wrote plots in all three genres and wrote a plot for every dra-
matic situation (and more than one plot for several of them).

That planning enabled us to ensure that no one author was
writing all of the plots related to a specific theme, or even all
of the plots built around one theme within a particular genre.
We aimed for variety because we believe that variety is one
of this book’s greatest strengths as a GMing tool: Even with
just 36 underlying themes, you won't find two plots among
Eureka’s 501 that look exactly alike.

In fact, youwon’t even find two plots based on the same theme
within the same genre that are identical—but don’t take our
word for it: Flip to a random page and read all of the plots for
one theme, and you’ll see how much variety there is. Polti’s
theory—that there are just 36 plots out there, period—may

Themes

be ballsy, but based on what you'll see throughout Eureka’s
adventure plots, there’s something to it.

In writing Eureka, we took plenty of liberties with the list of
dramatic situations. We don’t necessarily agree with Polti’s
premise, but this isn’t a guide to playwriting or a drama text-
book—it’s a gaming book, and it’s designed to make your prep
simpler and your games more fun. So we used the 36 dramatic
situations as a starting point, and called them themes. In some
plots, the theme comes through more strongly than it does in
others, but it’s always discernable.

We also used or discarded the components Polti attached to
each dramatic situation, like a “Persecutor, a Suppliant and a
Power in authority” for situation number one, Supplication, as
we saw fit, all in service of a better gaming experience. Taking
these kinds of liberties gave us the creative freedom to write
plots that will be fun to GM and play, without worrying too
much about how closely we followed Polti’s guidelines.

We didn’t discard Polti’s focus on people, though. Since your
game revolves around the PCs, and since their stories, as well
asyour campaign world, are enriched by and intertwined with
those of the many NPCs that populate your campaign, plots
that are driven by people are a natural fit. The people you’ll
find in Eureka’s adventure plots don’t always get along—
hell, half the time they’re stabbing, betraying, sleeping with,
haunting, or stealing from each other (or all of the above)—
but they’re never dull, and they always make good fodder for
adventures.

Thirty-Six Dramatic Situations is in the public domain;
you can read it for free online (here’s one place to do so:
archive.org/details/thirtysixdramatiOOpolt) or buy a print copy
for a reasonable price if you prefer the dead-tree version. It’s a
slim little book, and the bulk of it is taken up by descriptions
of the 36 dramatic situations. Drama students, fiction au-
thors, playwrights, and lots of other folks have made good use
of Polti’s list over the years—and if you poke around, you’ll
even find other ways that it’s been applied to gaming.

THE 36 DRAMATIC SITUATIONS

Aj you’'ll see from the list below, there are some quirks
o Polti’s list of dramatic situations. For example, are
“Self-Sacrifice for an Ideal” (no. 20) and “Self-Sacrifice for
Kindred” (no. 21) really all that different? Maybe not, but
we're fans of Polti’s list in all its quirky glory—and after read-
ing Eureka, we hope you will be, too.



http://archive.org/details/thirtysixdramati00polt

The 36 Dramatic Situations

1. Supplication
2. Deliverance
3. Crime Pursued by Vengeance

4. Vengeance Taken for
Kindred upon Kindred

S. Pursuit

6. Disaster

7. Falling Prey to Cruelty or Misfortune
8. Revolt

9. Daring Enterprise

10. Abduction

11. The Enigma

12. Obtaining

13. Enmity of Kinsmen
14. Rivalry of Kinsmen
15. Murderous Adultery
16. Madness

17. Fatal Imprudence

18. Involuntary Crimes of Love

GO FORTH AND CREATE

19. Slaying of a Kinsman Unrecognized
20. Self-Sacrifice for an Ideal

21. Self-Sacrifice for Kindred

22. All Sacrificed for Passion

23. Necessity of Sacrificing Loved Ones
24. Rivalry of Superior and Inferior

25. Adultery

26. Crimes of Love

27. Discovery of the
Dishonor of a Loved One

28. Obstacles to Love

29. An Enemy Loved

30. Ambition

31. Conflict with a God
32. Mistaken Jealousy

33. Erroneous Judgment
34. Remorse

35. Recovery of a Lost One
36. Loss of Loved Ones

Whether you base your next campaign on Eureka plots, work them
in periodically, or use this book solely as a source of inspiration,
you now have all of the tools you need to transform Eureka’s plots into
your adventures. We hope that you’ll use Eureka to create adventures that
your players will never forget. So pick a plot, grab your rulebooks and a
handful of dice, gather your players around the gaming table, and prepare

to have a blast—adventure awaits!
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ether you love the dungeon crawls and treasure hunting that are

the hallmarks of Traditional Fantasy, High Fantasy’s epic deeds,

or the bloody struggles found in Grim and Gritty Fantasy games, Eureka

has it all. Within this chapter you’ll find 167 fantasy plots, all written to

be adapted to multiple genres and designed to be easy to drop into your
ongoing campaign.

You can run these plots as-is, tweak them a little to fit your campaign

world, or pluck out individual ideas and use them as the basis for creating \
your own adventures. We've sorted them by theme, tagged them to make 1
it easy to find the type of plot you need, and listed the genres where they ‘ \
work best. ’

Epic quests, mad wizards, romance gone wrong, betrayals most foul,
orcish armies sweeping across the land, dark doings in the dead of night— —
these adventure plots will have your players in the thick of the action in ,, 4._

|

nothing flat.
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Chapter 2

Supplication

Falsely Accused

1

ne of the PCs’ friends is arrested and charged with

leading a group of bandits who operate out of a nearby
forest. He was found unconscious next to the bodies of three
slain woodsmen, covered in their blood, with evidence of a re-
cently abandoned bandit camp in the area. He’s innocent, but
while the local lord is inclined to believe the man there’s little
he can do: The evidence is compelling enough that the popu-
lace expects him to execute the accused man. The accused im-
plores the PCs to go into the dark, dangerous woods and find
proof of the real bandit leader’s identity—or better yet, bring
him to justice. The lord allows them one week to do this.

The real bandit leader lives in the city—he’s actually a villain-
ous noble, and makes regular visits to the woods in disguise
to lead his band of thugs on vicious raids. He framed the ac-
cused man because the bandits had—without permission—
stolen from a local baron whose fortune was made in timber;
the slain woodsmen were the baron’s men. If the plot goes as
planned, the noble won't face any retribution from the baron.

The forest itself presents several complications. A centaur
tribe is part of what makes it a dangerous place: They attack
travelers with little provocation, and are deadly archers with

an intimate knowledge of the land. They dislike the bandits,
and if suitably convinced they would aid the PCs in finding
the bandit camp. The bandits themselves will also oppose the
PCs. As a noble, their leader was in court when the accused
man asked for the PCs’ help. He has tipped off the bandits,
who will arrange an ambush.

If the PCs investigate the woodsmen, the baron will meet
with them. He explains that the bandits stole from him, and
he wants them dead. He also reveals a clue to the real leader’s
identity: He saw one of the bandits astride a horse he would
have sworn he once spotted in the noble’s stable.

Suitable proof can be obtained by coercing the bandits into
spilling the beans about their leader, or by gaining entry to the
noble’s house. With him distracted or incapacitated, the PCs
will easily find his stolen goods. He’ll be put up for execution
as the real bandit leader, and their friend will be released with
compensation from the local lord.

Easily adapted to: Grim and Gritty Fantasy,
Pulp, Sci-fi, Space Opera, Steampunk,
'ﬁ Traditional Fantasy, Western

Tags: (MR) investigative, politics, stealth, villain

2

The Grindstone

T echnology is rare and those who have it, even in its
simplest form, have power. The miller in a remote village
has gained power over the villagers by charging high amounts
for milling their grain into flour. Recently the miller has
decided that only customers who bear his mark are allowed to
use his services. Some villagers have refused to cooperate and
mill their own grain (at a slower rate and in smaller amounts),
but the majority of the villagers comply and now beara scar on

the back of their right hand.

The miller is a necromancer who has tampered with the flour.
People who eat products made with this tainted flour slowly
fall under the miller’s spell; the scar on a villager’s hand is a
sign that the villager is completely under the miller’s control.
Villagers who refuse to use the miller’s services are taken in
the middle of the night by his drones and are sacrificed to pro-
vide blood with which the miller sanctifies the grindstone.

To kick off the adventure, one of the PCs eats some bread
made with the miller’s tainted flour and then begins behav-
ing strangely, the PCs are treated as outcasts for not having
the mark of the miller, or the PCs rescue someone from being
sacrificed by the marked villagers.

This plot is best used as a one-shot adventure while travel-
ing as part of a larger story arc. The PCs encounter a mob of
marked villagers (two to three per PC) and, regardless of how
that conflict is resolved, it puts the PCs on the miller’s radar.
Next, the marked villagers try to kidnap the PCs for sacrifice
(if the PCs are on the offensive at this point, they interfere
with the kidnapping attempt of another villager). The marked
villagers are better prepared this time, and the evil magic may
have boosted their natural abilities beyond normal levels.

Encounters with the miller outside of the mill should be brief.
His mill is heavily guarded by marked villagers. Inside the
mill, the miller has a small army of villagers who have become
ghouls and zombies. The miller will use necromantic magic in
combat. When playing the miller, be arrogant and take foolish
risks when fighting the PCs. Actions that threaten the grind-
stone will cause the miller to act with caution, though, as the
grindstone is the secret to his power.

Easily adapted to: Action Horror, Cyberpunk,
Grim and Gritty Fantasy, Horror, Post-Apocalyptic,
“ Sci-fi, Supernatural, Traditional Fantasy

Tags: (PB) city, innocent, investigative,
magic, tactical planning, tfrade, villain
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The Price of Glory and Fame

bag of bloody clothing is dropped off in town with a

ransom note attached, and the garments are recognized
as belonging to a famous party of adventurers who disap-
peared weeks ago. The party was last seen by the townsfolk
fending off a vicious pack of monsters who were stealing their
goods. People around town can be heard lamenting the fate of
these brave souls, and there is much talk about the epic battle
that ended when one of the adventurers threw a bomb into the
fray. When the smoke cleared, the monsters were gone.

To the townsfolk, the adventurers are heroes. In truth, they’re
frauds: The adventurers and the monsters worked together to
stage the whole scene. First, the monsters harassed the town.
Afterward, the party arrived and offered to save the day for a
fee that was equal to the task of rescuing the entire populace.
The people gave everything they could and the con was almost
a complete success. However, even after taking the money and
making a clean escape, the swindlers weren’t done swindling:
The party of adventurers attempted to cut out without giving
the monsters their take. Some of the party members escaped
with the money, but the monsters were able to capture a few
of them and are holding them for ransom in a cave outside of
town.

Ahooded man approaches the PCs and asks for their help. He
is one of the adventurers who escaped the grasp of the mon-
sters. Instead of fleeing with his share of the money, he wants
the PCs to help him rescue the adventurers, and promises a
reward to sweeten the pot. The hooded man asks that they set
out immediately.

A Peaceful Death

In traveling to the cave, the PCs are ambushed by monsters
that seem to have been tracking the hooded man. The hooded
man immediately kills any creature thatlookslike it’s about to
talk. A torn and bloodstained piece of paper can be found on
one of the creatures, written in a pidgin of the creature’s lan-
guage and a common language. The message is hard to read,
but says things like “money town attack,” a date and time, and
“planned run on smoke flash.”

The PCs reach the caves, which should be as labyrinthine as
the adventure requires. In the deepest section the adventur-
ers are tied up as the monsters’ leader gloats over them. If the
PCs confront him, he asks for the ransom and warns the PCs
not to underestimate his intelligence or betray him like the
adventurers did. The hooded man jumps in, trying to prevent
the monster’s leader from saying too much.

The PCs might fight the monster leader and find out about the
adventurers’ treachery; the adventurers will attempt to bribe
or kill them to keep them quiet. Alternately, the PCs might
pay the ransom and be given the adventurers, still tied up, to
blackmail or do with as they please. No matter what, the ad-
venturers are full of resentment and will do anything to keep
their treachery hidden.

Easily adapted to: Comedy, Grim and Gritty
Fantasy, High Fantasy, Post-Apocalyptic, Pulp, Sci-fi,
“ Space Opera, Supers, Traditional Fantasy, Western

Tags: (JA) betrayal, combat-heavy,
exploration, investigative, shady, siege,
stealth, tactical planning, twist

4

he PCs, who are well-established and have a heroic

reputation, are visited by an ancient creature of consid-
erable power. The creature is dying of natural causes, and its
death will come soon. Two of the creature’s enemies, a mighty
warrior and his arcane companion, have sensed its weakness,
and wish to capture it in order to sacrifice it and gain its vast
power.

This creature should inspire awe in the PCs both because of its
power and its importance in their world, like a kind and noble
dragon that has safeguarded a holy site for centuries, and this
plot will be more engaging for your players if the PCs have
encountered the creature before. It’s important to stress to the
PCs, through the creature, how bad it would be for the mighty
warrior to gain the creature’s power.

The creature asks the PCs for protection so that it may die in
peace. The party must find a location where the creature can
expire that can be easily defended, such as the creature’s lair
or the PCs’ own stronghold. The PCs must fortify the location
against possible attackers.

The warrior sends emissaries to the PCs to bargain for the
creature’s release, but the emissaries are a feint, and the
warrior’s minions launch a sneak attack to capture the
creature. The PCs foil this attempt.

After the first attack, a stranger approaches the location. The
stranger is a long-lost lover of the creature, who has come to
be with the creature before it dies. The PCs must figure out
who the lover is, and that it isn’t a threat, and then escort it to
the creature.

The warrior then mounts one final attack, this time with a
larger force that includes himself and his arcane companion.
At some point after the last attack, the creature dies. Its death
should be a peaceful one that denotes not the ending of a
mortal life, but the creature’s passing to an immortal realm—
one where the creature will await the PCs one day, in gratitude.

Easily adapted to: Anime, High Fantasy,
Sci-fi, Supers, Traditional Fantasy

“ Tags: (PV) monster, relationship hook,
roleplaying-heavy, siege, tactical planning, villain
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Fantasy

Chapter 2

Deliverance

Power Vacuum

N

he heroes are in a remote town and have recently van-

quished a local threat, such as monsters or bandits. As
they depart, they meet a man on the road who’s heading in the
direction from which they came. They strike up a conversa-
tion with the man, and find out that he’s a mercenary who is
heading to the remote town because he heard that there was
trouble in the area. After a bit of conversation, the heroes con-
tinue on their travels.

Weeks later, after completing a quest, the PCs come back
by way of the remote town. As they near the town, a group
confronts them and demands tribute: a highway tax imposed
by the new warlord of the area. The PCs will learn from the
group that the warlord is the mercenary who they passed on
the road, weeks ago.

When the heroes confront the warlord, he explains to them
that the threat they vanquished was only an advance guard,
and that others followed to avenge the fallen. For protection,
the townsfolk turned to the mercenary, who then took over
the town. He thanks the PCs for creating the situation that
has made him the warlord.

Desperation on the River

The warlord rules with a heavy hand and is filling his coffers
through crippling taxes and highway tariffs. The town is dying
under his rule, and the people are suffering. The heroes must
decide how to deal with the warlord and deliver the town from
the suffering that was caused, indirectly, by their actions.

Before the PCs confront the warlord, another wave of the lo-
cal threat that they vanquished before mounts an attack—one
that might be too much for the PCs to handle. Do the PCs
make the warlord an ally and receive his aid, or do they van-
quish him and face the threat alone?

This plot works best if you set it up during a previous adven-
ture, and then complete it after running another adventure.
The situation creates a sense of cause and effect for your play-
ers, as it was their initial actions that caused the town to suf-
fer. It’s important that you make the conversation on the road
with the mercenary memorable—and it’s ideal if the heroes
figure out the warlord’s identity before you tell them.

Easily adapted to: Action Horror, Grim and Gritty
Fantasy, Horror, Post-Apocalyptic, Sci-fi, Traditional
'ﬁ Fantasy, Victim Horror, Western

Tags: (PV) alliance, combat-heavy, difficult
choice, innocent, isolated areaq, villain
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While sheltering in an isolated river town during their
travels, the PCs learn that the town is in dire straits.
Run by a retired adventurer, the town has long been plagued
by a tribe of ogres that lives on the far side of the river. A
week ago, the ogres raided the town and kidnapped several
children; in retaliation, the townsfolk attacked the ogres and
slew several of them—including the chieftain’s daughter.

The children were rescued, but the ogres have sworn a blood
oath to destroy the town and kill the inhabitants. The mayor
has tangled with ogres in the past, and knows some lore about
their rituals and tactics; he estimates that the ogres will strike
in roughly a week. On behalf of the town, the mayor implores
the PCs to aid them—without the PCs’ help, the townsfolk
will be forced to flee their homes for good.

This is an open-ended scenario: The PCs are presented with
a problem and a few logical options for solving it, and how
they solve it is up to them. The first option is to prepare the
town for a siege—training townsfolk to fight from the walls,
shoring up fortifications, digging a moat, etc. The second is
to take the fight directly to the ogres by heading up to their

caves and wiping them all out. This will be difficult, as there

are more ogres than the PCs can safely face alone. The third
is to try diplomacy and attempt to negotiate with the ogres
to secure the town’s safety; this could involve ritual combat
between the ogres’ champion and a PC.

The ogres also have two surprises of their own. One blood-
line within the tribe tends to produce smarter-than-average
ogres, and two of them will spy on the town. If their spying
goes undetected, then the ogres will be better-prepared for
whatever the PCs choose to doj if caught, they can provide
valuable intelligence about the ogre caves and their forces, if
suitably convinced. Additionally, as part of their preparations
for assaulting the town, the ogre chief will summon and bind
a demon, promising the souls of soon-to-be-captured towns-
folk in exchange for the demon’s aid in battle. The demon will
hang back and use its powers to blindside the PCs—who are
expecting to fight only ogres.

Easily adapted to: Action Horror, Grim and Gritty
Fantasy, High Fantasy, Horror, Post-Apocalyptic,
'ﬁ Pulp, Sci-fi, Space Opera, Steampunk, Traditional
- Fantasy, Victim Horror, Western

Tags: (MR) deadline, innocent, isolated area,
sandbox, siege, social, tactical planning, villain
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The Convicted

beggar roams the nearby territories clothed in rags and
carrying a scroll containing the teachings of a good
deity. The beggar offers to work for food, shelter, and simple
goods. The services he provides are those of a highly educated
person (calligraphy, book keeping, translations, etc.) and the
beggar’s fees are not even a tenth of what others would charge
for the same work. Still, no one will hire the beggar, and he’s
driven away by all who encounter him.

The beggar is a former priest of the local good deity who was
framed by the current keepers of the nearest temple. The
beggar is now an outcast, and no one will help him or hire him
out of disgust at his alleged crime. Meanwhile, the current
temple keepers are trying to smuggle religious artifacts to a
nearby buyer in order to fatten their own pockets.

The PCs may be charged by the good deity to vindicate the
beggar, or the beggar may give aid to the PCs out of kindness
after they’ve been wounded. Regardless, once the PCs are as-
sociated with the beggar, they become outcasts as well.

The PCs witness a drunken group of mercenaries bullying the
beggar; this will help establish the true nature of the beggar,
for he will not fight back. The PCs can defend the beggar or
watch him be humiliated.

Web of Deceit

Shortly after that, a group of assassins (disguised as a circus
troupe) hired by the temple keepers to kill the beggar and
the PCs attack them in broad daylight. They use acrobat-
ics and exotic beasts to assail the PCs, while a knife thrower
focuses her attacks on the beggar. The troupe possesses clues
as to where the smuggling operation is located.

Finally, the smugglers and temple keepers will meet at the
local docks. Here the PCs can vindicate the beggar as they
fight their way through evil smugglers and treacherous priests
in order to stop a departing ship from setting sail with the
artifacts.

The most important aspect of this plot is to make the beggar
a likable and sympathetic character. Your players will find
the vindication of the beggar to be more rewarding if they
genuinely want to help him.

Easily adapted to: Anime, Grim and Gritty
Fantasy, High Fantasy, Post-Apocalyptic, Sci-fi,

f; Space Opera, Swashbuckling, Traditional Fantasy,
Western

Tags: (PB) alliance, escort mission, innocent,
intrigue, religion, social
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quick bodyguard mission in a large city has gone well:

The PCs safeguarded an exotic young girl who traveled
to the city to pick up and sell an item she inherited from rich
relatives. The PCs successfully protected both the girl and
the artifact during a nighttime attack, and escorted her to the
market where she made the sale. She paid them for a job well
done.

The next day, the real owner of the object approaches the
PCs. A powerful figure in the local government, he shows the
PCs undeniable proof that the object in question was stolen
from him just days before it was to be sold to pay off a large
government debt. The owner tells the PCs to get the object
back or be sentenced to life in jail, or worse. It’s clear that he
has enough power to make this happen.

The true story: The girl was in league with the object’s owner,
but double-crossed him and sold it to a fence—with the PCs’
unwitting help. The thieves’ guild also knew about the girl’s
planned treachery and tried to exploit her vulnerability as the
object changed hands by taking the object for themselves (the
nighttime attack) and forcing their way into the deal. Mul-
tiple factions are at work, and the PCs should feel like they’re
caught in a large and complex web. Faction members might
approach the PCs, believing they have the object; the girl may
return to the PCs, pleading for their help, and perhaps lie to
or throw herself at one of the PCs; and the fence might be

bribed or otherwise persuaded to give information. Corrupt
city guards may also apply pressure to the PCs on the object’s
owner’s behalf.

The PCslearn that the object is being put on a ship out of town
at midnight. Many of the involved parties show up at the dock
to try to claim the object. The climax could be a combat with
various thieves, guards, and other mercenaries, or it might
be a tense standoft as the PCs try to negotiate on behalf of
whatever party they align themselves with. The PCs might
even maneuver the factions against each other and claim the
object in the aftermath.

You should plan the movement of the factions beforehand.
Place clues and relevant information into the story based
on how the PCs search for the object. Your players will feel
rewarded when their ideas untangle the complex plot. Write
down clues and other information in a visible place so that
your players keep everything fresh in their minds and can
easily make connections.

Easily adapted to: Anime, Comedy, Cyberpunk,
Grim and Gritty Fantasy, Hard Sci-fi, Post-

“ Apocalyptic, Pulp, Sci-fi, Space Opera, Steampunk,
Swashbuckling, Traditional Fantasy, Western

Tags: (JA) betrayal, city, investigative, shady,
stealth, factical planning, trade, twist, villain
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Fantasy

Chapter 2

Crime Pursued by Vengeance

Stolen Dishonor

9

Most of the founding members of a famous adventuring
party have recently been murdered; the two survivors
contact the PCs for help. The PCs arrive to find them mur-
dered as well. “Your children are next” is written on the wallin
their blood. On the table next to the last two victims is a large
lens, with a folded note: “If we are killed, use this.”

The lens allows one to see scenes from a location’s past. Used
at the murder location, it shows a figure suddenly appearin a
puff of smoke, slash at the victims, then disappear. The lens
also reveals some of the conversation beforehand. Between
bouts of nervous small-talk, one victim says, “Do you think
it was that business in the pit?” The other snaps “Shut up. We
did what we had to. You were there.” It also shows the figure
writing his gory message, and his face is visible.

The “pit” is well-known as the site of first adventure the
victims embarked upon when their party was originally
formed. There, nine years ago (the length of time promises
made by demons are good for in some belief systems), they
defeated a demonic cult at the bottom of a dried-out well.
The clues should lead the PCs there, where a few critters have
taken up residence and need to be cleared out.

Justice by Proxy

At the pit, the lens reveals robed cultists chanting around a de-
mon, who asks, “What do you desire, and what do you offer?”
The leader of the famous adventurers throws off the robes
disguising him, buries an axe in the lead cultist, and bellows,
“Victory! And I offer you these souls!” He and the other party
members begin to fight the cultists as the demon shouts, “You
shall have it!” Unnoticed in the fray, but visible in the lens, the
injured head cultist drags himself off.

The murderer is the head cultist, returned to take vengeance
on the adventurers. He is trading their souls for more power.
The demon has granted him a sword which allows him to
teleport to a victim’s side, acquire their soul with one slash,
and then teleport back. His vengeance complete, the sword is
now just another sword. The head cultist isn’t difficult to track
down, as he has recently formed another cult.

Easily adapted to: Action Horror,
Grim and Gritty Fantasy, Horror, Pulp,
'ﬁ Supernatural, Traditional Fantasy

Tags: (KS) intrigue, investigative,
magic, religion, sandbox, villain
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Arelative of one of the PCs is a wealthy merchant who has
established several highly lucrative and coveted trade
routes. One day his rival, the nephew to the king, attacks the
relative and seizes his trade routes. Petitions to the king fall
on deaf ears, as the king won’t rule against his own nephew.

The relative contacts the PC for help; without his trade routes,
he’s ruined. Drawing upon their familial bond, he begs the PC
to take action against the king’s nephew. Ifhe doesn’t heed the
request, the PC turns his back upon his family—but to heed
the request is to bring the wrath of the king upon the PC and
his companions.

There is hope, however. The king’s nephew has many enemies,
from snubbed nobles to angry members of the thieves’ guild,
all of whom would like to see his downfall. The PCs must now
navigate palace back rooms and shadowy alleys in order to
seek justice by helping those that have been wronged. As the
PCs are moving about the city they’ll have at least one run-in
with the nephew’s thugs, who will threaten the PCs to stay out
of the relative’s business.

One of the nephew’s prominent enemies is the master of the
thieves’ guild, who knows of the nephew’s secret affair with

the king’s mistress, and whose brother was taken prisoner

in order to keep him quiet. Another is a noble who knows
that the nephew has been taking money from the captain of
the guard to overlook certain thefts in his district, who wants
the prized horse that the nephew seized from him. The head
of the local temple also has an axe to grind: He knows that
the nephew has been skimming donations from the temples
in his district, but can’t say anything because the nephew’s
accountant has falsified the books to make it appear that the
head of the temple is embezzling money—the true ledger
would prove his innocence.

Can the PCs arrange for the nephew’s enemies to drag him
down without the king taking action against them? This plot
works best if the relative is either someone from the key PC’s
background or an NPC established at least a few sessions
before this plot is used. It must be clear that the PCs stand
no chance of attacking the nephew outright: A direct attack
against the nephew would bring down the king’s wrath, as
well as his more powerful followers.

Easily adapted to: Cyberpunk, Hard Sci-fi,
Horror, Post-Apocalyptic, Pulp, Sci-fi, Space Opera,
'ﬁ Supernatural, Traditional Fantasy, Western

Tags: (PV) city, difficult choice, infrigue, politics,
relationship hook, religion, shady, trade, villain
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Deadly Distractions

pon hearing a town crier proclaim the murder of a

prominent public official, the PCs begin to notice eyes
turning accusingly towards them. At first, townsfolk just
whisper about them, but then they notice that a group of
mercenaries seems to be watching them closely. The situa-
tion rapidly deteriorates for the PCs when they hear another
crier loudly declare that witnesses saw people running from
the scene of the murder—people who match the descrip-
tion of the PCs. One of the townspeople points to the PCs
and screams, “Those are the guys!” The PCs are forced to act
quickly and with discretion as the town criers’ descriptions
have stirred people up all over town.

It becomes obvious to the PCs that the criers are being over-
zealous in their duties. If questioned, a crier will reveal that
he’s being paid to sensationalize the story. They will find,
however, that none were bribed by the same person. The only
commonality is the bar where all the criers were approached.

The bar is a known hideout of the real murderer: a member
of the assassins’ guild. The guild might have been hired by a
long-term enemy of the PCs, or they might just be using the
PCs as a scapegoat to draw attention away from their crimes.

More information regarding the murder and frame-up can
be obtained in the bar’s basement, where most of the dirty

The Royal Hunt

stuff—like gambling, prostitution, and back room dealing—
goes down. Entry to this area can be accomplished in many
ways: The group can talk their way in, sneak in, or force their
way past the guards, who won’t put up too much of a fight.

Once inside, the PCs see someone (the murderer) bolt
through a passage in the back. The rest of the people in the
room will attack. After the fight, the path will be clear for the
PCs to pursue the culprit, who is running through the sewers
to meet up with reinforcements. While chasing him through
the sewers, they’ll face many traps that are designed to slow
them down. If the PCs don’t catch up to him before he gets
to his destination, they’ll face a much larger force. If they do
catch up to him and stop him, he will reveal the whole plan.

Between the information discovered about the murder,
the confession of one or more of the criers, the evidence
gatheredfromthepatronsofthebar’sbasement,andthepossible
confession of the murderer, the PCs can clear their name with
the authorities.

Easily adapted to: Cyberpunk, Grim and Gritty

Fantasy, Hard Sci-fi, High Fantasy, Post-Apocalyptic,
“ Pulp, Sci-fi, Space Opera, Steampunk, Supers,

Swashbuckling, Traditional Fantasy, Western

Tags: (JA) intrigue, investigative, roleplaying-
heavy, sandbox, shady, social, stealth, villain
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member of the royal family has recently been assigned

the role of magistrate, and his first order of duty is to have
alocal brothel burned to the ground, ostensibly for the good
of the community. In truth, he patronizes the brothel regu-
larly and wants to permanently quiet the ladies in its employ
to keep them from gossiping about him. In “the interest of the
public good,” the brothel is torched with the ladies still inside.
The fact that other nearby structures will also catch fire and
many innocent people will die is an unfortunate consequence
of justice being done.

Things get started when the PCs have to fight both the
magistrate’s henchmen as well as the blaze itself. At this point,
the PCs can become the champions of the common people by
opposing the magistrate’s forces and the royal family. For a
more personal involvement, a prized possession or a beloved
associate of the PCs is within the brothel for them to rescue
from the blaze.

The people will demand vengeance, but the royal family only
removes the magistrate from his office and places him in an-
other. A traitor will reveal to the PCs that long ago, the mag-
istrate’s ancestors struck a deal with evil spirits. The spirits
would grant power and protection in exchange for the posses-
sion of a future soul from the royal bloodline, and the mag-
istrate’s soul is the one marked to settle the debt. If the royal

family executes him for his crimes, then the evil spirits collect
their payment and return to wreak havoc upon the land.

The magistrate begins to stalk and taunt the PCs. This leads
to another encounter where the magistrate attempts to frame
the PCs by having them summoned to the local palace. The
magistrate then attempts to assassinate the entire royal family
and make it look like the PCs are responsible. This results in a
three-way fight between the PCs, the magistrate’s thugs, and
the royal guards. A member of the royal family will eventually
learn the truth and will succeed in killing the magistrate, if
the PCs don’t do it first.

When the magistrate is killed the PCs will be plunged into
combat with a large demonic creature who is aided by several
imps and devils. The royal family is the target of the demon’s
wrath. Defeating the demon ensures that the royal family falls
from power, but if no action is taken, every member of the
royal family will perish.

Easily adapted to: Action Horror, Gothic Horror,
Grim and Gritty Fantasy, High Fantasy, Horror,
“ Supernatural, Swashbuckling, Traditional Fantasy

Tags: (PB) city, difficult choice, epic impact,
intrigue, magic, mature themes, politics,
spirit, twist, villain
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Chapter 2

Spreading Poison

13

Acorrupt city watch captain has been running a

protection racket, shaking down merchants and
administering savage beatings if they don’t pay up. Recently,
a merchant rebuffed the captain’s cronies, turning down their
offer of “protection,” and in retaliation they beat the man’s
wife to death. The merchant is out for vengeance—against the
corrupt captain as well as the watch as whole for not bring-
ing the captain to justice. Though not an apothecary himself,
he’s adept with poisons, and he has begun poisoning watch
members.

There have been several poisonings already, and if there are
too many more the city will find itself in a crisis, with not
nearly enough watch personnel to keep the peace. There’s
no apparent motive for the crimes, and there are no connec-
tions between the watchmen; many are well-respected, and
none were involved in killing the merchant’s wife. Additional
deaths can be used to modulate the pacing of the adventure,
giving the PCs breathing room or raising the stakes.

This adventure opens with an investigation of a crime scene.
The cause of death is obvious, as is the vector: the watch-
men’s dinner. The PCs can bring a sample to an apothecary to
identify the poison; it turns out to be rare and highly illegal,
calling all apothecaries in the city into suspicion.

Visiting a few of their shops will turn up an apothecary who
recently disappeared. The merchant bought the poison from
him in secret, and as soon as the apothecary saw how it was
being used he fled the city. Clues in his shop lead the PCs to
the guilty merchant. When the party arrives on his street, they
find the captain and his thugs shaking down another shop. If
they confront the watchmen, they’re warned off; a fight may
break out, but fighting the watch should have consequences.

When the PCs meet the merchant, he breaks down and con-
fesses his crimes. He pleads with them to see his side of the
story, and to help him bring the captain to justice—even if
it means that he himself is executed for his crimes. The na-
ture of the finale will depend on your group, but in general,
a good-aligned group will want to see justice served across
the board. Exposing the captain will force the watch to pun-
ish him for his crimes, but can also reveal corruption further
up the chain of command (leading to follow-up adventures).

Easily adapted to: Cyberpunk,
Grim and Gritty Fantasy, Pulp, Sci-fi,
ﬁ Swashbuckling, Traditional Fantasy, Western

Tags: (MR) city, difficult choice, infrigue,
investigative, politics, villain

Vengeance Taken tor Kindred upon Kindred

Caught in the Twins’ Crossfire

14

nearby tribe of orcs (or other savage creatures) was ruled

by a powerful chieftain until just recently, when the

chieftain was killed by a party of adventurers. The chieftain’s

twin children, both as ruthless and savage as their father,

blame each other for failing to protect him. This has led the

tribe to divide into two factions, each led by one of the twins.
The factions occupy two nearby camps.

Tensions have risen between the twins and a war is coming.
When it comes, a civilized town will be caught in the center
of the battle—a battle that will destroy the town and all of its
inhabitants. The PCs have arrived at the town (be it by
accident, when summoned, or after being dispatched there)
on the eve of the war.

The PCs must figure out how to save the town. There are too
many orcs for the party to face them alone, but no simple
solution exists. If the PCs do nothing, the town will be de-
stroyed, though the PCs may survive. If they support one of
the twins over the other, that twin will be victorious; the town

will then be in danger from the newly re-formed tribe unless

the heroes can strike a bargain with the winner. If the PCs
support a third party, that group will need assistance getting
afoothold in the region and dealing with both of the twins.

As the PCs tackle the problem at hand, several events will
occur over the course of the adventure: a scouting party of
orcs attacks a farm on the outskirts of town, the mayor of the
town attempts to make a pact with one of the twins for protec-
tion (not knowing that the twin won’t honor the pact because
the mayor is weak), two small raiding parties sneak into the
town and start a fight, and the town’s racist barkeep attempts
to mobilize the town to fight the orcs—an act that will, if
allowed to succeed, get the town wiped out immediately,
denying the PCs the time that they need to set things right.

Easily adapted to: Action Horror, Cyberpunk,
Grim and Gritty Fantasy, Horror, Post-Apocalyptic,
f‘ Sci-fi, Traditional Fantasy, Western

Tags: (PV) alliance, deadline, innocent,
isolated area, mass combat, sandbox,
tactical planning, villain
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A Family Affair

15

he PCs are attacked by an earth elemental, and upon

defeating the creature, they find a large medallion within
the mound of dirt that formed its body. It appears to be made
of polished black stone etched with the elemental symbol of
earth.

This medallion is a cursed item, and it can’t be removed by
normal means after it is put on, nor can it be easily destroyed.
If a PC puts on the amulet, the PC’s skin slowly transforms
into a mixture of earth and rock. After four weeks of wear-
ing the amulet, the PC’s mind is completely destroyed and she
becomes an earth elemental.

The earth elemental was protecting the hidden entrance to
an elementalist’s tomb. Upon entering the tomb, the PCs are
attacked by an air elemental that uses gusts of wind to slam
them into stone columns and walls. Hovering within the
creature is another medallion with similar properties; it turns
its wearer into an air elemental.

Deeper inside the tomb is a water elemental residing in a
room that has small holes in the walls, floor, and ceiling. This
elemental attacks by hitting the PCs with a geyser that erupts
from the holes, quickly draining down into the floor to attack
again from another surface. This elemental also possesses a
medallion.

The Devil in the Details

The final confrontation is with the fire elemental that pro-
tects the elementalist’s casket. The fire elemental is the most
dangerous foe, for during battle it burns with such intense
heat that the iron and wood supports of the tomb weaken and
the structure begins to collapse. Another cursed medallion is
found once the creature is defeated.

A PC that wears a cursed medallion knows that the
elementals are a family. The PC also instinctively knows
that in order to break the curse, all four medallions must be
recovered and laid to rest in the casket. Ifany PCs are wearing
amulets, touching the casket will work just as well for them. If
no one is wearing an amulet, the PCs must somehow deduce
how to destroy the amulets in order to prevent others from
falling under their curse.

Easily adapted to: Action Horror, Horror,
Supernatural, Traditional Fantasy

.‘ld! Tags: (PB) artificial life form, combat-heavy,
deadline, dungeon crawl, exploration,
magic, monster, tactical planning
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hree brothers own a successful shipping company

together, and all is well until the middle brother is killed
and his shares fall into the eldest’s hands. Because youngest
believes his eldest brother planned the death—and that he
may be next—he asks his wife to hire the PCs to investigate
the murder. He has no idea that his wife actually commit-
ted the murder in an attempt to win him more control over
(and thus, profit from) the company. The PCs may be intro-
duced to the plot because they booked passage on one of the
brothers’ ships, or they could be hired solely because of their
reputation. The PCs are told not to reveal who hired them.

When the wife talks to the PCs, she gives a detailed account
of the murder. She knows the place (the tower room with
delicate curtains), the murder weapon and how the brother
died (a long knife, stabbed in the back), and the approximate
time (late in the night). Her demeanor is cool, but she lets
clues slip about what really happened while trying to misdi-
rect the PCs; you should provide false leads while also pro-
viding real clues. Once the PCs start investigating, she hires
others to mislead and attack them.

The PCs will have to talk to many people and do plenty of
information-gathering. The middle brother’s servants share
hard feelings about their shabby treatment at his hands. Local
sailors reveal that during their midnight deliveries they noted

that he had women over often, and that he propositioned his
brothers’ wives when drunk. The brothers speak briefly
to the PCs, but are generally busy trying to settle a dispute
over the company: The older brother is legally entitled to full
ownership of the deceased’s shares, but the younger broth-
er wants an equal split. They both seem callous and appear
largely unaffected by the death. While investigating, the PCs
find their lives in danger: They may be attacked by merce-
naries (who were hired by way of a letter written in feminine
handwriting), discover attempts to poison them, or uncover
other covert means of deterring or eliminating them.

Clues should, ultimately, lead to the wife. The watch
doesn’t know half of the details that she did, despite their
investigations; they’re willing to follow the PCs’ lead in appre-
hending the wife, who won't put up a physical fight but feigns
innocence until all her lies are disproven.

Easily adapted to: Action Horror, Cyberpunk,
Grim and Gritty Fantasy, Hard Sci-fi, High Fantasy,

f‘ Horror, Post-Apocalyptic, Pulp, Sci-fi, Space Opera,
Steampunk, Supernatural, Swashbuckling,
Traditional Fantasy, Western

Tags: (JA) betrayal, intrigue, investigative, rivalry,
roleplaying-heavy, shady, social, twist, villain
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Orcish Blood Debt

17

he PCs are attacked by orc bandits (they need not be

orcs; choose a humanoid type that the PCs have faced
before) who fight to the death, hurling vile curses at them
during the battle. A few days later, this happens again—and
once again the orcs are no match for the PCs, but fight to the
last warrior and die screaming curses at the party.

Some time ago, the PCs killed several members of an orcish
tribe—and the rest of the tribe has sworn vengeance against
the PCs for slaying their kin. Any orc familiar with that tribe
can tell them this, and will explain that the tribe will never rest
until every last PC is dead—even their chieftain has sworn
a blood oath. The orcs have also recently made a treaty with
several ogres and giants, and can now mount a force that will
crush the PCs utterly. The PCs can try to stave off their assault,
or simply flee the region—but the orcs will not stop hunting
them. Their orcish informant suggests that they might be able
to make peace with the tribe if they surrender and offer up a
suitable sacrifice—or best them in a ritual contest.

Finding the orcs is simple enough, as they are looking for
the PCs. Whether the PCs surrender or scout out the camp

on their own, they’ll have to confront the tribe if they aim to
make peace. When they do, their surrender or offer to accept
the ritual challenge will be accepted. The challenge has three
components; if the PCs can beat each test, the tribe will con-

sider their blood debt paid.

The first test is a race. The PCs will be matched up against the
tribe’s fastest and strongest members, and both teams will
race to find a totem that has been hidden several miles away.
Sabotaging the other team is acceptable, as is fighting them
outright.

The second test is one of bravery. The PCs must enter the
lair of a dangerous monster—with no weapons, armor, or
gear—and bring out its corpse. The final test is mortal combat
against the tribe’s new champion: a truly mighty giant. With
dozens of cheering and jeering orcs, ogres, and giants looking
on, the PCs must best the giant or die trying.

Easily adapted to: Cyberpunk, Grim and Gritty
Fantasy, Post-Apocalyptic, Pulp, Sci-fi, Space
“ Opera, Steampunk, Traditional Fantasy, Western

Tags: (MR) combat-heavy, monster, race

Pursuit
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Disappearances on the River

fearsome monster has been preying on communities

along a stretch of river about a dozen miles long. No one
has actually seen it and survived, though many claim to have
spotted the creature. It’s generally agreed to be some kind of
river monster, emerging from the river to claim its prey and
then slipping back into the water.

The “river monster” can be one of a number of things, includ-
ing: an actual river monster, a powerful psychopath (human
or otherwise) who haunts the region, a band of humanoids
diverting attention from themselves so that they can kidnap
locals for their stewpots, slavers picking the region clean
before moving on, or an assassins’ guild initiation rite. As no
one knows the true nature of the threat at the outset of the ad-
venture, you can also suggest several of these options through
clues and other signs, and eventually reveal the real threat.

After the PCs are recruited to find and eliminate the river
monster, this adventure takes place over four encounters.
The first is investigating the threat, and involves interviewing
locals, examining at least one place from which someone dis-
appeared, and trying to spot a pattern in the disappearances
(time of day, location, who was abducted).

The second involves taking those clues and using them to
attempt to catch the monster in the act; how this plays out
depends on the clues you seed and the tactics the PCs decide
to employ. Part of the fun of this adventure is the planning
and guesswork involved for your players. You can build sus-
pense by having another disappearance take place while the
PCs stake out their first potential location, but be careful not
to drag things out just for the sake of it.

The third encounter involves facing the threat and learning its
true identity. If the PCs spotted the threat during the second
encounter, this time around they get a good look and know
exactly what it is. The fourth encounter is tracking down
and eliminating the threat; the nature of this encounter will
depend on what kind of threat you selected.

Easily adapted to: Action Horror, Grim and Gritty
Fantasy, Post-Apocalyptic, Horror, Pulp, Sci-fi,
“ Supernatural, Traditional Fantasy, Victim Horror

Tags: (MR) investigative, monster, sandbox,
tactical planning




Kidnapped!

19

mportant NPCs with magical abilities are kidnapped

and taken aboard a fast ship. Although nearly all of their
magical items are confiscated and they’re forced to wear col-
lars that suppress much of their magic, the NPCs find that
they can still communicate telepathically.

The NPCs are treated roughly, but are not beaten or tortured.
The prisoners receive enough food and water to survive; they
have multiple guards, none of whom they know. The ship’s
captain aggressively interrogates them about the PCs.

The PCs should be enticed to follow by whatever means
necessary. The kidnappers’ ship stays barely within range of
spells and weapons. Engagements should take place, but the
kidnappers’ ship is fast and sturdy. It also has magical defens-
es against most of the PCs’ abilities, and develops additional
defenses in response to successful tactics that they deploy.
Keep the PCsinterested and in pursuit, but don’t let them win
or lose at this stage.

The kidnappers lead the PCs on a merry chase for a couple
of days, eventually running aground on an unknown island.
The PCs can easily board the ship, not-so-easily defeat the
crew, and rescue the NPCs. The captain surrenders when he
realizes that he’s outclassed.

The Vengeful Horde

The captain is magnanimous and talkative in surrender, and
explains that a mysterious stranger offered him a pile of gold
to perform this mission. Further, he was promised that his
ship would be protected during the chase, and that he would
be met here by a larger force and offered additional gold for
his cargo. He also points out that the maps he was given of
this island are inaccurate, and show a channel where there is
none. He’ll even offer the PCs a share of the gold if they don’t
turn him in.

The captain will further explain that he doesn’t know how his
ship managed to defend itself against the PCs: It’s not a magi-
cal vessel, and he’s no wizard. However, a magical device that
allows scrying and long-distance magic can be found atop
the mast of his ship; the captain and crew were unaware of its
existence.

The island itself isn’t unusual (unless that would better suit
your campaign), and it provides enough food and water for
the PCs to resupply for their journey home—during which
they can discuss who exactly was spying on them...

Easily adapted to: Cyberpunk, Grim and Gritty
Fantasy, Sci-fi, Space Opera, Steampunk,
'ﬁ Traditional Fantasy

Tags: (KS) exploration, innocent, magic,
race, rebellion, rivalry, travel, villain
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he Vengeful Horde is a supernatural force, taking the

appearance of a host of demonic creatures, which is
released from its ethereal prison to bring vengeance upon a
person or persons. The Horde pursues its target relentlessly,
destroying everything in its path. The Horde can’t be killed
by conventional weapons or spells; it can only be forced back
into its ethereal prison through the use of a holy artifact.

While traveling, the PCs receive word that the last town that
they visited has been destroyed. Survivors say that the town
was destroyed by the legendary Vengeful Horde. After some
investigation, it becomes clear to the PCs that the Horde
has been sent after them, and that the day after they visit a
location, the Horde will destroy that location.

The PCs know of (or learn of) the holy artifact, and learn that
it’s being kept in a great temple in a nearby city. They will have
to travel there and acquire the holy artifact. The problem is
that the city is protected by the presence of the artifact, and if
the PCs take it they’ll put the city at risk of an attack by its en-
emies. The city’s elders don’t want give the artifact to the PCs.

The PCs will have to convince the elders to release the arti-
fact, or steal it, and then travel to the nearby mountain that

houses the Horde’s prison. The evil nature of the prison has
attracted all manner of fell creatures that live in the area, and
they’ll attack the PCs as the party tries to gain entry to the
prison.

The prison itself contains a number of magical and mundane
traps designed to keep people out. The PCs will have to over-
come these obstacles, deliver the holy artifact to the prison,
and complete the ritual to return the Horde to its confine-
ment. They must do so in less than a day, or the Horde will lay
waste to the city that the PCs have just left.

This plot works best using an existing city in your campaign.
The prison should be a few hours away on horseback, in
rough and difficult terrain. The question of who released the
Horde on the PCs can drive future adventures: Was it a foiled
nemesis, a rival party, a vengeful dragon, or a spurned lover?

Easily adapted to: Anime, High Fantasy,
Post-Apocalyptic, Sci-fi, Steampunk,
'ﬁ Supers, Traditional Fantasy

Tags: (PV) bearers, deadline, epic challenge,
innocent, magic
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Another 45 Miles to Go...

21

he town is abuzz with the news that a dangerous

banditwas captured—abandit with manyloyal followers
who have vowed to free him. Nervous townspeople want the
bandit held in a more secure facility, but can’t find anyone
willing to escort him to one—not even as far as the neighbor-
ing town. The area boasts only two incapable guards and it is
understood that the bandit cannot be moved without a more
capable force. A sizable reward is offered for help in escorting
the prisoner.

The PCs don’t even make it out of town before they're
harried by sniper attacks originating from rooftops and
hidden alleys. They will be assaulted with thrown knives,
poisoned arrow bolts, and other ranged attacks. There
are three snipers, all trying to draw guards away from the
prisoner in preparation for an ambush.

Before the PCs reach the predetermined drop-off point, a
bloodied scout stops them. He relays that half of the bandit’s
men wait along this path, ready to ambush the PCs, and sug-
gests a different path. The PCs should decide whether to push
through the ambush, which should be very challenging, or
take the other path. If they push through, the final battle will
be much easier, but their chances of surviving the journey to
that confrontation will be lower. If they take the other route,

Big Fish Fear Large Ponds

they’ll be pursued in a mad chase or an on-the-move combat.

If the PCs push through the attacking force at the ambush,
then they arrive at the drop-off location earlier. They're still
attacked by therest of the bandit’s men just before the drop-oft,
but they have a much easier fight due to the bandits’ thinned
ranks. If the PCs take the route suggested by the scout, then
the challenge level of this fight should be increased, as more of
the bandit’s followers are present.

The bandit can be replaced by an evil noble or NPC appropri-
ate to an ongoing story in your game. The bandit will attempt
to escape given any opportunity. A scene where the PCs have
to rest overnight with the bandit will create an atmosphere of
tension, as no one knows if the bandit’s allies will attack dur-
ing the night. Sprinkle in other encounters as needed, using
third parties, tolls on roads, or other non-bandit encounters
to try to slow the party down for dramatic effect.

Easily adapted to: Action Horror, Cyberpunk,
Gothic Horror, Grim and Gritty Fantasy, Hard Sci-fi,
“ High Fantasy, Horror, Post-Apocalyptic, Pulp,
Sci-fi, Space Opera, Steampunk, Swashbuckling,
Traditional Fantasy, Victim Horror, Western

Tags: (JA) combat-heavy, escort mission,
mass combat, sandbox, shady, travel, villain

22

band of nomads is hunted and tormented by a local war-

ord. The warlord considers it a game to block their cara-
van’s exit from his territory, driving the nomads back toward
his main camp whenever they come close to escape. He forces
the nomads to pay him tribute “for their use of his lands.”
Soon, the nomads will have nothing left with which to pay,
and they fear that the warlord will then take his payment in
blood.

Their tormentor is a small fish in a big pond. His territory re-
sides between two kingdoms with better-organized and more
heavily armed legitimate armies. The territory could easily be
overrun by either of these forces, but the warlord has thus far
stayed off their radar. The nomads were only passing between
these larger kingdoms to sell their goods.

After entering this territory, the PCs are mistaken for nomads
by the warlord’s scouts and attacked. If the PCs are victori-
ous, the nomad leader offers to hire the PCs as bodyguards to
escort the caravan off of the warlord’s land. If the PCs retreat
from this initial confrontation, a nomad scout finds the PCs
and leads them to the caravan so that the nomads may tend to
their wounds. The nomad leader offers food and healing if the
PCs agree to aid in their escape.

The PCs have to choose between fighting the warlord’s troops
along well-traveled roads or taking the older roads that the
warlord leaves unguarded—but which have been overrun by
monsters. Combat with the warlord’s troops should involve
large numbers of enemies attacking the PCs in relentless
waves. Fighting monsters on the old roads can lead to other
possible adventures, such as a dungeon crawl or a quest to slay
large, sinister opponents like trolls.

Whatever route the PCs choose, the final confrontation
should be with the warlord and his elite guard. If the PCs and
nomads leave the territory alive, they will surely tell others,
and that could result in the warlord being considered a threat
to trade.

Foster a sense of urgency by reporting how many of the no-
mads are still healthy and able after each battle. Force the PCs
to choose between moving quickly to stay ahead of the war-
lord, or moving more slowly in order to ensure that the no-
mads remain in good shape.

Easily adapted to: Cyberpunk, Post-Apocalyptic,
Grim and Gritty Fantasy, Sci-fi, Traditional Fantasy,

“ Western

Tags: (PB) alliance, combat-heavy, deadline, diffi-
cult choice, escort mission, mass combat, sandbox,
stealth, tactical planning, trade, travel, villain




Disaster

Dirty Little Secrets

While traveling, the PCs are overtaken by a squad of

armored elven soldiers. The sergeant steps forward
and begs help from the PCs. She tells of an overwhelming sur-
prise attack by orcs on an elven city, deep within restricted el-
ven lands. No one saw the orcs until they had reached the city
walls, and there are simply too many of them to turn aside.
Reinforcements keep pouring in from the south; the elves
suspect the aid of strong magic. The sergeant asks the PCs to
enter elven territory, sneak into the orc camp, and discover
or destroy the source of the reinforcements while the elves
distract the orcish forces with a counterattack from the north.

In truth, a mage of another race is leading the attack on the el-
ven city. The magic user has created a powerful teleportation
apparatus that can quickly transport entire armies to a desired
location. The initial attack on the city walls was merely an
appetizer to the real battle that will come if the mage breaches
the elven fortification—not by force, but by sneaking a portal
into the city.

The orc camp is mostly deserted, save for a handful of
support troops and a few squads of guards. The camp was hast-
ily made, and serves as a waypoint for the orcs as they travel
to the city. A trail, made by the feet of innumerable marching
orcs, leads north to the city and farther south. Messages, writ-
ten both in Orcish and in a more refined language, lay out the
attack strategy and hint at the presence of a non-orc leader.

South of the camp is a large tunnel, recently dug from the side

Artist: Hugo Solis

of a stony hill. Handlers outside of the tunnel are tending to
a few large burrowing creatures while the rest of the beasts
continue digging inside, preparing side passages off the large
main tunnel. The PCs can fight their way past the handlers
and their beasts, or avoid them through stealth. A portal is
found at the end of the main passage, and deep wheel tracks
show that a large object was taken out through a side tunnel.
Interrogation of any of the orcish beast handlers reveals that
the orc general is personally transporting a teleportation gate
into the elven city.

The general, accompanied by a squad of his finest, is larger,
tougher, and smarter than all the other orcs. When encoun-
tered, he stands proudly, the conquering hero, on top of the
portal cart. He and his squad will fight to the death to defend
the portal. Once defeated, a message can be found on the
general’s body that reveals the presence of the mage. This can
hook into other adventures or larger storylines—or for a self-
contained adventure, the mage can simply be involved in the
final combat.

Easily adapted to: Anime, Cyberpunk,

Gothic Horror, Grim and Gritty Fantasy, Hard Sci-fi,
'ﬁ_ High Fantasy, Horror, Post-Apocalyptic, Pulp, Sci-fi,

Space Opera, Steampunk, Supers, Swashbuckling,

Traditional Fantasy, Victim Horror, Western

Tags: (JA) alliance, city, combat-heavy,
epic impact, exploration, investigative,
magic, mass combat, siege, tactical planning
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Chapter 2

In the Kingdom of the Blind...

24

One night while the PCs are traveling, a witch offers to
pay them a handsome fee should they stay on her lands
and protect her from “the evil that rides the night winds.”
The phantom creatures tormenting the witch don’t kill their
opponents, but instead blind those who fall in combat against
them. Ifthe PCs save the old witch, she will bestow upon them
a protection spell to make them immune to the blindness.
(When the creatures realize they cannot blind the PCs, they
will simply try to kill them.)

If the PCs refuse the witch’s offer, they’ll be attacked by the
phantoms that very night. If they then return to the witch’s
hut, they will discover only her shredded corpse.

What'’s really going on: An evil knight, burned at the stake
100 years ago, has returned. He was executed after he nearly
overthrew the monarchy. The knight ensnared a demon and
replaced his own eyes with the demon’s to gain mastery over
the dark arts. When he was caught, he was blinded so that he
couldn’t work magic. He vowed to return one day to smite his
enemies and their descendants.

Nine out of 10 locals are now blind. The evil knight has risen
from his grave as an undead monstrosity who resides in the

No Way Out

former monarch’s castle. Other undead and demonic beings
roam the land serving his evil will. Only his destruction will
restore normalcy to the land.

The PCs must launch an assault against the undead in order
to enter the castle. Once inside, they’ll face an undead royal
family that will attack with fangs and claws, and whose eyes
have been sewn shut.

The final battle is against the undead knight in the throne
room. The knight wears the eyes of the royal family on a
necklace made of sinew, and can pluck the eyes from the
necklace to cast different spells.

Stress how all of civilization has ground to a halt due to the
epidemic of blindness. Fires blaze out of control, food is
within reach but hard to find, and people become lost in panic
and wander away from safety.

Easily adapted to: Action Horror, Anime,

Grim and Gritty Fantasy, Horror, Post-Apocalyptic,
“ Sci-fi, Supernatural, Traditional Fantasy

Tags: (PB) city, combat-heavy, epic impact,

madness, magic, mass combat, siege, villain
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he PCs are traveling through the mountains in winter

when the ground suddenly trembles—it’s an avalanche.
The PCs must quickly run or ride ahead of the wave of snow.
As they flee the avalanche, they spot a small stone house just
off the road.

The house is empty, but has a cellar door. The PCs enter the
cellar and close the door just in time as the avalanche sweeps
over the house, trapping the PCs in the cellar. They then
discover that they’re not alone: In the cellar with them are a
young woman, who cowers in one corner, and three wounded
men; the men are protecting an object wrapped in hide.

Unbeknownst to the PCs, the object is a white dragon egg.
The men fought the dragon atop a nearby mountain and stole
the egg; the dragon triggered a series of avalanches to stop
them from fleeing the area. The house belongs to the woman,
who is the dragon’s companion—a sorcerer who lures adven-
turers to her home and traps them for the dragon.

In the cellar, the PCs have a chance to talk to the men and
the woman. The woman claims to have been part of a cara-
van traveling through the mountains; the men say little, and
won’t reveal what’s under the hides. The woman should seem

innocent, but somehow not completely innocent. Exploring

their prison, the PCs discover a hidden passageway that leads
into a network of underground caverns.

They encounter a series of traps in the caverns, which the
woman avoids. Growing suspicious, the men blame her for
setting the traps, and attack her; the PCs may or may not
intervene (though most groups probably will).

The group eventually reaches a large, icy cavern. The woman
casts a light spell, revealing a wounded white dragon atop its
hoard. The men cry out and attempt to flee, but find that the
woman has magically sealed the passage, trapping them—
and the PCs—with the dragon.

Caught in the crossfire between the dragon, the egg-thieves,
and the sorcerer, the PCs have several options. Will they try to
talk their way out of this sticky situation? Search for a way to
escape, abandoning the men to their fate? Or fight the dragon,
the sorcerer, and possibly the men as well?

Easily adapted to: Anime, Grim and Gritty
Fantasy, Sci-fi, Steampunk, Swashbuckling,
“ Traditional Fantasy

Tags: (PV) betrayal, dungeon crawl, isolated areaq,
monster, shady, twist
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Forest Plague

Aplague has sprung up in the heart of a forest, and is
killing the trees that house a wild elf tribe’s village. The
plague was released by members of a rival tribe of corrupted
wild elves—they want the plague-stricken elves’land, and are
willing to sacrifice part of the forest to get it. But the plague is
more virulent than their shamans intended, and will quickly
spread to the rest of the forest and beyond.

The wild elves ask the PCs for help in saving their village, but
they don’t know the true nature of the plague; they believe it
to be a natural disaster. As the PCs approach the village, they
spot shadowy figures in the trees. The figures flee, but leave
clues behind: several bags filled with scraped-oft tree mold
and covered in elven stitch-work. The wild elves suspect a
secret benefactor who is trying to find a cure.

Speaking to the village elder, the PCs learn that a rival tribe
has approached them on several occasions to barter for their
land. They live deeper in the forest, but haven’t been seen for
months. When the PCs leave the village, they see that the
plague has visibly spread just since their arrival.

Therival settlement was abandoned in haste, with precious ob-
jects left behind—the corrupted elves fled when they realized

what they’d done. A few of their shamans stayed behind and
collected the plague mold that the PCs found, hoping to
reverse the spread of the plague and atone for their great sin.

Flushed out of hiding, they’ll share the whole story with the
PCs and offer to help in any way that they can. Their most
powerful shaman, however, fled with the rest of the tribe—
and he’s the only one who can stop the plague. The PCs must
track the corrupted elves through the forest and abduct the
shaman.

With the head shaman in tow, they return to the wild elf
village only to find that the plague has now mutated and
spread to the elves—several have died already, and many
more have plague mold sprouting from their skin. The village
wants to kill the evil shaman on the spot, and the PCs must
first convince them that he’s the key to their survival, and then
persuade him to reverse the plague.

Easily adapted to: High Fantasy, Horror, Pulp,
Sci-fi, Space Opera, Steampunk, Supernatural,
'ﬁ Traditional Fantasy

Tags: (MR) deadline, innocent, isolated areaq,
race, social, travel, villain

Falling Prey to Cruelty or Mistortune

A King’s Ransom

27

ver the past few months, the ruler of a kingdom has

been erecting temples to a new deity, and has begun to
push out the clerics of other religions. At first these changes
were subtle, but they have grown increasingly more overt and
hostile. The king recently began converting his people by the
sword, using a special group of soldiers who travel throughout
the kingdom. The clerics of the other religions have now gone
underground, as have their more faithful followers.

The ruler has refused to listen to his council’s cries for reason,
and reports are circulating about the king’s detractors van-
ishing mysteriously—including his own daughter, a princess
who is beloved by the people. The people now live in fear of
their ruler’s next demand, and it is into this charged atmo-
sphere that the PCs come onto the scene.

The PCs will discover that the ruler has been possessed
by an extra-planar creature. Years ago, in desperation to
save his kingdom from destruction by a hostile army, the
ruler made a pact with the creature: power in exchange for
worshippers. The creature has come to collect. It has stolen the
king’s soul and imprisoned it in a mystical prison in its extra-
planar fortress. The PCs must fight this battle on two fronts:

in their world, and on the creature’s home plane.

First, the PCs must stop the mass conversion of a town that is
faithful to one of the original deities. Most of the townspeople
will be killed during the conversion.

They then learn of a dark ritual that is being prepared by the
clerics of the king’s chosen deity to allow him to draw life
energy from the world to the creature’s plane. This ritual
will cause a blight to spread forth from the ritual site, killing
everythingin its path.

When the PCs seek to oppose the creature directly, it will send
forth extra-planar creatures to attack the party. In order to de-
feat the creature, the PCs need to obtain aritual that will open
amystical gate to the creature’s extra-planar fortress. The PCs
must confront the creature on its home plane and rescue the
king’s soul, which will restore the kingdom to normal.

Easily adapted to: Action Horror, Anime,
High Fantasy, Horror, Traditional Fantasy

.‘l“ Tags: (PV) epic challenge, innocent,
magic, monster, politics, religion, villain
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Chapter 2

Like Rats from a Sinking Ship

28

Ashipwreck onan uncharted island is spotted by sailors on
apassing vessel. Later, in port, the crew tells of a wrecked
ship that seemed to be crawling with strange creatures. The
insurer of the lost ship says that a phial of holy water was on
board, and thatitis the cure for an ever-worsening disease that
afflicts a member of the royal family. The insurer will pay a
great deal to get the phial before the king finds out about the
shipwreck. He will provide passage to the shipwreck if the
PCs will get the cure.

Enroutetotheisland, the PCslearn from the crew that the area
is cursed and is generally avoided, even by pirates. Closing on
the location of the shipwreck, the PCs notice dark, menacing
figures swimming toward them. They have little time to react
before the things crawl up the ship and attack, going after holy
or religious characters first. The creatures worship a dark god
whose tenets decree the death of the followers of any other
god. After defeating the creatures, the shipwreck and island
can be seen close by; creatures swarm over the wreck, but flee
at the PCs’ approach.

Boarding the sloping deck of the wrecked ship, the PCs go
below; there they find many waterlogged rooms and the oc-
casional creature picking through the pieces. The majority

withdrew, but some remain on the ship, searching for some-
thing. In the area where the PCs should find the phial, they
find only an ornate box with holy symbols on it. The box is
empty, but there are some valuable items elsewhere in the car-
go hold. If the PCs stay aboard the ship for too long, the tide
comes in and begins to pull the ship out to sea; the PCs may
find themselves trapped in a room quickly filling with water.

Not finding the phial on the ship, the island is the next logical
place to search, as many creatures fled there. In the deepest
part of the island’s half-flooded cave system, the PCs will find
the creatures’ shaman. He leads the creatures in a ceremony
meant to corrupt the vial. All of the creatures will attack
if the ritual is disturbed. To ramp up the final battle, have a
powerful sea monster or dragon worshipped by the creatures
rise up to join the fight.

Easily adapted to: Action Horror, Gothic Horror,
Grim and Gritty Fantasy, High Fantasy, Horror,

“ Post-Apocalyptic, Pulp, Sci-fi, Space Opera,
Steampunk, Supernatural, Swashbuckling,
Traditional Fantasy, Victim Horror

Tags: (JA) combat-heavy, exploration,
isolated area, mass combat, monster,
religion, siege, tactical planning
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Dreams of Water and Fire

he PCs have a series of bizarre dreams that recur night

after night for more than a week. They’re always broadly
the same: scenes of landscapes made of fire and worlds which
are entirely composed of a single ocean—and just before
the PCs wake up, the ocean begins to boil and the fires are
extinguished, sucking the life out of both worlds. Somehow,
a sense of immense pain is conveyed through these dreams.
Then one night, a new scene appears at the end: a brief glimpse
of a town that features a magnificent bridge straddling a
river—a town the PCs recognize.

The dreams are being sent by several water and fire elemen-
tals, all of whom have been enslaved in the waterworks of
this town’s wondrous bridge—an engineering marvel that
powers multiple waterwheels, stays warm even in winter, and
provides heat for nearby buildings. The builders will say only
that the bridge is “powered by magic,” but in truth a terrible
crime is being committed against the elementals: The fire
elementals are imprisoned in a magical cage just beneath the
water elementals, so that the fire boils the water elementals
and the water douses the fire elementals—but not to the point
that it kills any of them. In their suffering, they release the
magical energy that powers the bridge.

Freeing the elementals isn’t as simple as it sounds. They're
understandably angry about their imprisonment and tor-
ture, and if freed they’ll go on a rampage through the town,

killing dozens. The townsfolk are justifiably proud of their
marvelous bridge, but most would be opposed to its existence
ifthey knew the true price. Unfortunately, those with a vested
interest in seeing the secret preserved are also the people in
charge: the town elders, whose resources include the three
wizards who bound the elementals in the first place. Addition-
ally, while the elementals didn’t send dreams to the locals (for
obvious reasons), two other groups of adventurers—a merce-
nary company and a band of consummate do-gooders—have
also received these visions, and they converge on the town at
roughly the same time as the PCs.

This is a site-based sandbox adventure, wherein the nature of
the specific encounters involved is up to the PCs. Will they
free the elementals without heeding the consequences, or will
they try to convince the elementals not to attack the town
if freed? Will they try to bring the town elders to justice, or
sway the townsfolk against them? Will they ally with one or
both groups of adventurers, or oppose the mercenaries’ pur-
suit of profit as well as the do-gooders single-minded focus on
freeing the elementals?

Easily adapted to: Gothic Horror, High Fantasy,
Horror, Supernatural, Traditional Fantasy

.‘l“ Tags: (MR) alliance, city, difficult choice,
intrigue, magic, rebellion, sandbox, social




Blissful Sleep

Eons ago, a fallen angel walked among mortals, stripped
of his immortality by the gods; in time, the angel grew
old and diseased. He discovered he could postpone death by
transferring a part of his essence into a mortal through a kiss.
With this magic, the angel was restored to youth and health,
and the mortal became physically empowered for a brief
period of time.

What the angel didn’t know was that all mortals receiving his
enchanted kiss lapsed into a coma and died. Furthermore,
they spread this magical disease to other mortals through the
merest touch. In a matter of days, whole villages were infected
and wiped out.

After an entire kingdom fell, the angel, finally realizing that
he was the source of the destruction, banished himself from
all mortal contact. Still unable to face death, however, the an-
gel cast a spell upon himself and entered a magical slumber in
the capital city of the fallen kingdom. Surrounding kingdoms
quarantined all roads into the infected lands, and no one
dared to set foot into that territory ever again.

Ages passed, the quarantine was forgotten, and now adven-
turers are entering the infected lands once again. They return
with the treasures of the fallen kingdom—and they carry

the disease. They boast of how they have gained power and
strength, but after a few days they pass away during their
sleep. The epidemic spreads once again.

The PCs may have friends who become infected, or become
infected themselves. A PC can contract the disease by enter-
ing into combat against another infected adventurer, perhaps
one who is drunk with his newfound treasure and power.

Local temples and archives have some information on the
legend of the fallen angel, and suggest that the disease can-
not be cured unless the angel is either slain or redeemed in
some manner. The infected lands are densely populated by
monsters that are immune to the disease (non-humanoid
creatures should be the norm). The awakening of the fallen
angel could be used as a climactic final battle, or could result
in a quest to redeem the creature.

Easily adapted to: High Fantasy, Horror,
Pulp, Sci-fi, Space Opera, Steampunk,
'ﬁ Supernatural, Supers, Traditional Fantasy

Tags: (PB) combat-heavy, deadline, dungeon
crawl, epic challenge, epic impact, exploration,
innocent, monster, religion, social, fravel

Revolt

To Drown in Power

31

he PCs are at sea when a behemoth from the depths

attacks their ship. It swipes passengers and crew mem-
bers from the deck and swallows them whole. Many people
land in the water during this attack and will drown if unaided.
The PCs don’t have to kill the sea creature, and can drive it
off by inflicting enough damage—but regardless of the PCs’
efforts, the ship starts to sink.

The PCs can use a lifeboat to save crew and passengers from
the waters. One of the passengers who they rescue is a pale
elf. The elf explains that she has escaped the underwater
kingdom, whose tyrannical ruler sent the sea creature out to
capture slaves. The pale elf possesses a magic item that will
teleport her back home, along with a small group, and she
pleads for help in overthrowing the tyrant. Offer treasure and
glory as needed to entice the PCs to aid the pale elf.

Following teleportation, the PCs awaken in the underwa-
ter kingdom, a dimly lit land with odd vegetation similar to
seaweed. The pale elf is there, and she explains that a wiz-
ard sealed the land in a magical dome to save the people of a
sinking island. If the PCs look to the “sky,” they’ll see the
shadows of large whales, squid, and schools of fish.

The PCs are attacked by merfolk (or other human/sea crea-
ture hybrids). These creatures were tracking the pale elf, and
they attack using tridents and nets. One of the creaturesridesa
beast that appears to be part rhino and part great white shark.

Allow the PCs to explore the setting to create empathy with
the native people. Eventually, the PCs will need to infiltrate
the tyrant’s fortress. This will lead to the final encounter with
the tyrant and his elite guard. The tyrant has a magical orb
that he can use to temporarily allow sea water to fall from the
dome and crush his opponents.

The PCs can use the tyrant’s orb to raise the former island
back to the surface, or you can devise another adventure
centered on the PCs returning home.

Easily adapted to: High Fantasy, Horror, Pulp, Sci-fi,
Space Opera, Steampunk, Supernatural, Supers,
ﬁ Swashbuckling, Traditional Fantasy

Tags: (PB) alliance, city, combat-heavy, difficult
choice, dungeon crawl, innocent, isolated areaq,
magic, monster, politics, rebellion, villain
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The Unexpected Uprising

32

he PCs (who don’t have access to flight or teleportation

magic) have arrived at a city in search of information, an
object, or a person. The city is walled and is heavily patrolled
by guards. The PCs are questioned extensively before being
let into the city. They can feel the tension in the air; guards
have their hands on their weapons, and citizens avoid their
gaze.

As the PCs search the city, theyre accosted by a patrol of
guards. The guards are belligerent, and instigate a fight. When
the fight breaks out, the citizens in the area rise up and attack
the nearest guards, inciting a full-scale riot.

In the midst of the riot, a man will lead the PCs into a shop and
through a secret passage. He pledges his loyalty to the PCs,
and tells them that there are others ready to support their re-
bellion. He asks about the man who sent them—did he return
to the city? The PCs have no idea what he’s talking about.

The man will quickly realize that these aren’t the people he’s
looking for, and will explain himself. He’ll tell the PCs about
the city’s unjust ruler and the crimes that she and her men
have committed against the people. A month ago, a member of
the underground left the town with a large amount of money,
seeking to hire mercenaries to come and lead an insurgency.

The man assumed the PCs were those mercenaries. From
here, the PCs drive the action. There’s a citywide insurgen-
cy in progress, they’ve been branded as rebels, and they’re
trapped in the city—what will they do?

The following events can take place during this adventure:
A wizard with the city guard damages a large building with
innocents inside, and the PCs are asked to help rescue peo-
ple from the collapsing building; a group of women and
children are being rounded up by guards to use as hostages,
and the PCs must liberate them before they’re locked in the
dungeons; and the ruler’s elite guards are dispatched to find
and kill the PCs.

Ultimately, the city won’t be safe until the PCs have fully
joined the rebellion, stormed the evil ruler’s keep, and helped
to install the next ruler. You can run these events as three
meaty encounters, or expand them into adventures in their
own right.

Easily adapted to: Grim and Gritty Fantasy, High
Fantasy, Post-Apocalyptic, Pulp, Sci-fi, Steampunk,
“ Traditional Fantasy

Tags: (PV) alliance, city, epic impact, politics,
rebellion, sandbox, villain
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Extreme Magical Measures

1 magic, harmful and helpful, has been suppressed in a

city that would otherwise use it heavily. The suppression
was enacted by the leader of a mages’ guild in order to cripple
the magical powers of an evil beast that lurks in the catacombs
beneath the capital. As evidence of the moratorium, magic-
wielding PCs may find that use of magic becomes increasingly
difficult as they approach this place. The PCs’ magical items
cease to work entirely when they reach the area. In town,
posted notices advise that magic is currently outlawed by the

guild.

The town is full of mages sitting around and complaining. In-
clude humorous elements of mages trying simple spells, only
to be frustrated when they remember that they won’t work.
After some inquiry, the mages will reveal that the source of
the magical suppression is an artifact that the guild leader
planted to protect the city from an evil creature. They ulti-
mately decide that they’ll pay an impressive sum to the PCs
if they brave the catacombs and defeat the beast, which will
allow the mages to disable the artifact and once again have use
of all their abilities.

The catacombs are deep beneath the city. The first few levels
are mostly just stairs leading down, but the lower levels are
huge and ancient, predating humanity. You should evoke
the feeling that the artifact, being buried so far beneath the

ground, is nonetheless powerful enough to reach up into

the world above, and that the lower levels are extremely old.
In terms of encounters, the catacombs are full of traps and
strange creatures; non-magical beasts will also attack the PCs.
Whole societies of intelligent beings could be found down
here, suffering the effects of lost magic. Some “safe” areas,
however, might be immune to the anti-magic effect, present-
ing either opportunities to rest or new magical dangers.

The PCs should find the device before they find the creature.
This leads to two resolution paths: Find a way to shut off the
device, thus unleashing the creature, or find and kill the crea-
ture first, then take the device back to the mages to be dis-
abled. Defeating the creature requires good strategy and utili-
zation of other strengths—you should choose a creature that
is incredibly high in magical power but still formidable with-
out it. This scenario can be used to challenge a party heavily
reliant on magic or magical items.

Easily adapted to: Action Horror, Anime, Comedy,

Cyberpunk, High Fantasy, Horror, Post-Apocalyptic,
“ Pulp, Sci-fi, Space Opera, Steampunk,

Supernatural, Supers, Traditional Fantasy

Tags: (JA) city, combat-heavy, dungeon crawl,
epic challenge, epic impact, exploration, magic,
mass combat, monster, sandbox, siege, stealth,
tactical planning
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Dishonor among Thieves

Members of a city’s large and powerful thieves’ guild
are revolting against the guild’s leadership, and this
is causing numerous problems. Guild rules that normally
prohibit certain types of theft or protect specific groups are
being abandoned, independent cutthroats and footpads are
moving in to contest guild territory, and the city watch is
stretched to the limit dealing with thieves’ guild issues. Other
types of crime, including murder, flourish in the shadows.
Because of the secretive nature of the guild, the source of
all of these problems isn’t obvious to outsiders.

The PCs can become involved as deputized members of the
city watch tasked with maintaining order, as good Samaritans
who stop one crime only to find others taking place nearby,
as rogues with a vested interest in seeing the thieves’ guild
weakened (or strengthened), as mercenaries hired by the
guild to keep the peace, or as victims of a crime perpetrated
by a villain who is muscling in on guild territory. This plot
assumes that the PCs are broadly on the side of the law.

Use an opening scene to set the stage, revealing that
apparently unrelated problems are actually somehow con-
nected to the thieves’ guild as a whole. That scene leads into
an encounter that makes the big picture clear: two rival guild
factions trying to murder each other in broad daylight, with

the PCs caught in the middle. While the city can’t officially
engage with the thieves’ guild, the PCs can. When they share
their news with the watch or other officials, theyre offered a
reward in exchange for quietly negotiating with the leaders of
the guild to achieve peace in the city.

At the heart of the guild’s troubles is a dispute between the
current leader and the woman who wishes to replace him.
She challenged him to a duel for leadership rights and won,
but was immediately locked up, her victory unrecognized.
Her supporters led the revolt, and the two sides are now in
opposition.

The PCs must broker a peace between them and decide which
leader they would prefer to assist—and how to satisfy the
other faction. The current leader encourages more crimes, but
forbids violence entirely; the challenger has a vision of a more
brutal guild that focuses less on street crime and more on big
jobs, which might actually be better for the city as a whole.

Easily adapted to: Cyberpunk, Pulp, Sci-fi,
Steampunk, Supers, Swashbuckling,
“ Traditional Fantasy, Western

Tags: (MR) alliance, city, difficult choice, intrigue,
politics, sandbox, shady, social

Daring Enterprise

Flame of Passion

35

Asupernatural glacier that advances several feet a day has
appeared in a nearby land. Shrouded in mist, it is known
as the Icy Death, and it’s approaching the kingdom’s capital
city, crushing every field, forest, town, and living thing in its
path. The king has put his top sages to work consulting ancient
texts in order to find a way to halt its progress.

The sages have found a text that describes how sacrificing
“the flame of passion” will dispel the Icy Death, and they’ve
determined that this is a reference to the queen, who is the
flame that ignites the king’s passion. Without hesitation, she
offers herself up as a willing sacrifice in order to protect her
kingdom and its people. Leaving the city with a retinue of
knights, she heads for the glacier.

Shortly after the queen departs, the PCs arrive in the capital.
They’ve heard news of the Icy Death’s return, and consult
with the king to see if they can help. Hearing the tale of the
sages and the queen, one PC with a background in history is
concerned with the sages’ interpretation. After reviewing the
text in question, she reaches another conclusion: The flame
of passion is an alchemical formula, and she can create it with

the proper ingredients. In a panic, the king asks them to create
the flame, rescue the queen, and destroy the Icy Death.

En route to the great glacier, the PCs must fight their way
through the flood of refugees who are fleeing its approach;
they will have an encounter in which they rescue people from
peril. Mounting the glacier itself, they’ll face ice creatures
tasked with preventing anyone from escaping across its sur-
face. When they find the queen, her knights are locked in
mortal combat with more ice creatures, and the PCs can turn
the tide and rescue the queen. Once they convince her of the
sages’ error, and of their plan to destroy the glacier, the queen

and her knights will begin heading back towards the capital.

In order to use the flame of passion to dispel the Icy Death,
the PCs must now fight their way across a vast swath of glacier,
eventually reaching the ice demon at its heart.

Easily adapted to: High Fantasy, Pulp, Sci-fi,
Steampunk, Supers, Traditional Fantasy

.‘l‘l Tags: (PV) bearers, combat-heavy, epic impact,
innocent, magic, monster, politics, villain
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For Glory, Nothing More

36

One morning, a bright light shines on the horizon as if a
new dawn were breaking—only a hundred times bright-
er. A powerful breeze then sweeps across the entire country-
side, blasting open doors and lasting more than a minute. The
smell of jasmine lingers and then
slowly fades away. A new object is
now blazingupon the horizon: what
appears to be a star, twinkling on
the surface of the world. It’s bright
enough to see during the day, and it
provides a pale blue light all night
long, illuminating the darkness yet
not interfering with sleep.

What is this new “star?” Is it a
hundred miles away, or a thousand?
Is it a blessing or a harbinger of
doom? Is it magical or divine? Most
important of all: Who will be the
first to reach it?

Hooks include being hired as part of an expedition, a dream
of the star landing the night before it actually does, prevent-
ing a rival from reaching the star first, or plain old fame and
glory. On their journey to the star, the PCs should encoun-
ter hazards along their way, as well as competition in the
form of NPCs who will try to thwart the PCs” advancement.
Whether this is malicious or merely friendly opposition

Weird Science

is up to you; a mix of both may work best.

The PCs should also encounter groups that fear the star and
want to prevent anyone from reaching it, as they believe it is
an object of evil. Of course, there are
groups that worship the star as well, and
they try to prevent anyone from reach-
ing it because they believe it to be sa-
cred. The fun of this plot is that no group
actually knows what the star is, yet they
will fight one another for various rea-
sons related to the mysterious light.

The true nature of the light source is
completely up to you. Keep the focus on
the race to be first at the scene. You can
do this by having multiple teams in play
and letting the PCs gain the lead on one
team only to lose it to another.

Artist: Laine Garrett

Easily adapted to: Anime, Cyberpunk,
Gothic Horror, Grim and Gritty Fantasy, Hard Sci-fi,
“ High Fantasy, Horror, Post-Apocalyptic, Pulp, Sci-fi,
- Space Opera, Steampunk, Supernatural, Supers,
Swashbuckling, Traditional Fantasy

Tags: (PB) investigative, isolated area, magic,
race, religion, rivalry, travel
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Ascientist is experimenting on monstrous creatures,
creating monster repellents and charms to exert control
over them. He needs parts from certain creatures to complete
his experiments, but his assistants have run off due to the
danger involved. He’s currently looking for new, braver
assistants. The PCs may meet him because one of the party
members is a monstrous creature from whom he tries to take a
sample, run into him in a bar bemoaning his lack of good help,
or find themselves in an unexpected fight with a captured
creature that escapes its bonds. Once met, the scientist will
try to hire the party to help him capture creatures or acquire
certain parts and byproducts.

The experimenter will send the PCs after many different crea-
tures, tagging along and offering humorous advice: “Fourth
spleen on the left,” “The weak pointisin his pinkie,” or, “Hmm,
this beast’s sputum tastes like marmalade.” The experimenter
always rewards the party well for hunts, but is upset when
vital parts or limbs are destroyed. He should be played as an
eccentric mad scientist, unaware of the danger he puts oth-
ers in. Create hunts for creatures that are exotic, or that the
group might not usually face in other adventures—you can

even run this adventure straight from a book of monsters as

aside quest, droppingin a hunt whenever players are absent or
you need a quick adventure.

After sufficient monster hunts, the final confrontation of this
adventure arc is combat with a large, terrifying, and unique
creature. As the final piece of his project, the experimenter
needs it alive and has a sedative that can knock it out. The sci-
entist doses the creature early in the combat, but the dose is
too weak. Success will require controlling the situation and
protecting the scientist until he can get in another shot. The
creature should be capable of multiple attacks and will target
the experimenter every round if the PCs don’t control the
battle well.

Once the creature is defeated, the experimenter offers an
extra non-monetary reward to the party, such as fixing an
ailment, boosting stats, or providing a formula that grants a
monster-based ability.

Easily adapted to: Action Horror, Anime, Comedy,
High Fantasy, Horror, Space Opera, Supernatural,
“ Traditional Fantasy

Tags: (JA) alliance, escort mission, monster, race,
tactical planning, travel
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Orcs in the Dragon’s Den

half-orc stumbles into the PCs’ camp in the middle of
he night, gravely wounded, and begs for their aid. In
exchange for healing, he offers them a golden opportunity
to destroy what remains of his tribe—including their chief-
tain, a vicious killer responsible for numerous recent attacks
in the area. He explains that the tribe (which has never ac-
cepted him, treating him as the lowest of the low because of
his mixed blood) just fought a dragon, evicting it from its lair
at the price of many, many orcish lives. They took over the lair,
but the tribe has been decimated—and their chieftain is seri-
ously injured. If the PCs strike while the orcs are licking their
wounds, they can kill the chieftain and claim the dragon’s
hoard. To convince them of his sincerity, the half-orc produc-
es a handful of dragon scales covered in fresh dragon blood.

The half-orc warns the PCs about their first obstacle—scouts
on nearby hilltops and around the mouth of the lair—but is
unaware of the other two impediments to reaching the orcish
chieftain: a rival dragon who wants the lair for himself, but is
too young to claim it alone, and the destabilizing effect the
battle with the dragon had on the lair’s actual structure.

The first encounter is with the scouts, who must be eliminated
before they can sound the alarm. They are spread out, with
every scout’s location in view of at least two others, and are

adept at their craft. The PCs will need to remove them from
the picture quickly, quietly, and without alerting any of their
tellows.

Entering the lair complex is the second encounter. While
there are few defenders, stealth is still important. Observant
PCs may notice that the caverns seem unstable (weakened
by blasts of dragon breath), and can take advantage of this to
cause a cave-in—provided they don’t mind missing out on the
treasure.

In the third encounter, the PCs face the chieftain. This battle
should be challenging, as the tribe’s two war shamans are
uninjured and ready for trouble, but not insurmountable.
Midway through the battle, the cavern complex will begin to
crumble, raising two possibilities: Stranding the orcs inside
would eliminate them, but striking a bargain with the chief-
tain might allow the PCs to acquire some of the treasure in
exchange for helping the orcs escape.

Easily adapted to: Action Horror, Hard Sci-fi,
High Fantasy, Horror, Sci-fi, Space Opera,
“ Traditional Fantasy, Western

Tags: (MR) alliance, combat-heavy, monster,
stealth, tactical planning
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The Cloud Fortress

ile resting in town at the conclusion of an adventure,

the PCs hear a commotion in the town square. When

they go to investigate, they see a fortress floating in the sky—
a fortress which could only have appeared just moments ago.

Upon entering the fortress, they will find that it’s not empty.
Rather, it’s full of all manner of extra-planar and elemental
creatures. They all seem focused on the keep in the center,
which they’re taking turns attacking. The keep looks battered,
and is defended by a force of equally battered humans. The
humans spot the PCs, motion for them to come inside, and let
them into the keep.

The humans explain to the PCs that this structure is a prison,
and that it was anchored in the astral plane until one of the
creatures unraveled the ritual magic that was holding it there,
setting it adrift. The creatures can’t exit the prison because the
humans have in place a series of wards holding them within
the building. The only way for the creatures to escape is to kill
the humans and dispel the wards—setting them loose upon
the PCs’ world.

The humans are badly wounded, and have lost too many peo-
ple to both hold the keep and complete the ritual for creating
a new astral anchor. The PCs can help by taking over the for-
tifications of the keep and holding off the attacking creatures.

The creatures will attack in waves, beginning with groups of
like creatures and then desperately banding together for a
final all-out assault.

The meat of this adventure is the siege of the prison’s inner
keep. The magical ritual can take as long as you need it to take
in order to keep things tense for the PCs, and there should
be several waves of attackers before the final wave. Use the
myriad abilities of the imprisoned creatures to their advan-
tage, mesmerizing defenders, tunneling under the walls of the
keep, flying over the walls, and so forth. Providing a stockpile
of supplies and varying the number of defenders available to
help the PCs will allow you to easily scale this adventure.

If the ritual is completed, the prison will return to the astral
plane, and the PCs will be transported to the outskirts of
town—their world safe once again.

Easily adapted to: Anime, High Fantasy, Sci-fi,
Space Opera, Supers, Traditional Fantasy

.‘ld! Tags: (PV) alliance, combat-heavy, magic,
mass combat, monster, siege, tactical planning
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Gone

Abduction

40

he PCs have returned to their homeland after an

extended time away. When they arrive they notice that
one of the outlying farms has been abandoned. Farming im-
plements are scattered on the ground, doors have been left
open, and furniture is overturned.

Entering town, they find other abandoned houses in a similar
state of disarray. As they get closer to the center of town, they
find signs of a struggle: blood on the ground and overturned
carts. When they reach the town hall, they see that it has been
destroyed. Inside, the PCs find a note written by a citizen,
telling how creatures wearing the sign of a white fist have
come and taken people away each night for the past six nights.

The White Fist is a group of slavers led by a powerful ogre.
Shortly after the PCs finish the note, a White Fist slaver party
comes to town to round up anyone they might have missed;
a fight ensues. The PCs then track the slavers back to an
abandoned outpost near a river, where the larger White Fist
party is encamped.

Changelings

There they will discover that the last of the townspeople have
been taken downriver by boat. The boat has become stuck
downriver, giving the PCs a chance to catch up. They fight the
slaver crew and free a small number of townspeople. Stashed
aboard the boat is a map that indicates a large camp at the
river’s end.

The PCs arrive at the slaver fortress, where hundreds of peo-
ple are imprisoned, awaiting transport across the sea. The PCs
must then liberate the camp.

While it’s helpful if the PCs have a connection to the town, it’s
not a necessity. The town needs to be in a remote location, as
slavers never strike in an area where a large, organized army
could repel them. This also prevents the townspeople or the
PCs from going for help, as help wouldn’t reach them in time.

Easily adapted to: Action Horror, Grim and Gritty
Fantasy, High Fantasy, Horror, Pulp, Traditional
ﬁ Fantasy, Western

Tags: (PV) innocent, isolated areaq, relationship
hook, siege, tactical planning, travel, villain
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In a backwater fishing and farming town on the edge of a
cursed swamp, people are being afflicted with a strange
malady. Those affected are clumsy, forgetful, confused, and
have a feverish gleam in their eyes.

The culprits are a cluster of will-o-the-wisps living in the
marshes. After luring an unwary person into the swamp and
mesmerizing him, they secrete him away in a trance-like state,
read his mind, assume his shape, and then take his place. Af-
ter a few weeks, the wisps have drawn off enough energy from
those around them to reproduce, and have shattered into doz-
ens of immature, invisible wisps. This wakes the sleeping vic-
tims, who may remember the experience as a hazy dream, hav-
ing seen it through their connection to the wisp; the victims
then head home. However, weakened, confused, and likely
lost, they may fall victim to the other dangers of the swamp.

Interviews with the wisps in human form are frustrating.
They remember enough to seem like the person who they’re
imitating, but are forgetful and bewildered, as if they have a
tever or have sustained a blow to the head.

Wisps are unintelligent, so even though there are a few of
them still in the swamp, if a PC asks a wisp in human form
about will-o’-the-wisps, they won’t provide any answers. The

changeling routine is part of their reproductive cycle, and
humans aren’t required, or even preferred, as hosts—but the
wisps don’t know how to articulate that.

Searching the swamp for answers, the PCs discover people
released from their trance state just wandering about. With
more careful searches they find the hidden, entranced bodies
of victims who they likely thought were in town. They may
even notice that there are animals with similar symptoms to
the townsfolk. Normal swamp hazards and dangers are still
present too, and can be used to break up the investigative ele-
ments of this adventure.

Alerting the townsfolk to the nature of the problem should
allow them to guard themselves against the wisps’ lures. PCs
that are more thorough may wish to thin the wisps’ numbers
or drive them further into the swamp with a series of hunts.

Easily adapted to: Action Horror, Grim and Gritty
Fantasy, Horror, Sci-fi, Space Opera, Steampunk,
“ Supernatural, Traditional Fantasy

Tags: (MN) innocent, investigative, isolated areaq,
magic, monster, roleplaying-heavy, social, spirit,
fwist
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Season of the Beast

One of the PCs wakes up to hear a beautiful voice
singing outside of her window. Looking outside, she
sees no one—justa bird on a nearby branch. The bird is joined
by two more birds and the singing voice becomes a chorus.
The PC subsequently has many other instances of hearing
voices when no one is there, until she finally realizes the truth:
She now understands animal speech. Eventually, a rabbit asks
the PC for help in freeing another rabbit from a trap. The
rabbit will show the PC where a gold necklace is hidden if she
helps them.

After that, the PC is approached many more times by animals
asking for help. Most are incapable of comprehending the
entirety of the situation and say only that “the nature spirit”
said she would help. Eventually the PC is able to glean the
nature of her newfound ability from what little the animals
have said: She has been made an avatar of a nature spirit who
is trapped somewhere and is unable to help itself.

The tasks start out small: The PC stops a farmer from building
a dam and gets him to build it downstream. Soon, however,
they grow in scope: The PC might fight unnatural creatures
that are killing everything in a forest, or keep hunters from
discovering a secret grove and be rewarded with a drink of
magical water. Eventually, the animals reveal that the nature

Slaves to the Young Drake

spirit is trapped by a dark priest who has unearthed an evil
shrine buried deep in the woods. The priest is raising an un-
dead army and is using the nature spirit to power the shrine.

The undead are already attacking towns near the shrine,
and the PC will fend off an attack as she approaches it. The
dark priest is at the shrine, surrounded by a large number of
undead, and will fight to the death.

If the priest is defeated and the shrine destroyed, the spirit
is freed and offers to either take the power back from the PC
or let her keep it as a reward. One good tactic is to give the
PC two or three minor druidic powers and allow her to keep
one upon completion. Scaling the scope, number, and type of
encounters changes the feel of the plot; it can become a simple
mission to save a spirit or a quest to save a god. With a few
changes, this plot can work just as well for a traditional adven-
turing party, not just a single PC.

Easily adapted to: Anime, Comedy,

Grim and Gritty Fantasy, High Fantasy, Horror,
“ Romance, Sci-fi, Supernatural, Supers,

Swashbuckling, Traditional Fantasy

Tags: (JA) combat-heavy, innocent, isolated areaq,
monster, religion, spirit, travel, villain
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juvenile dragon has decided to populate her new lair with
slaves. Tickled by the idea that as a young dragon she
should be served by young humans, she begins kidnapping
local children while in human form. Once they're safely away,
she then places them under an enchantment. The first few
are set to digging out the cavern she has selected for her lair;
the next several are selected as playmates, chosen for their
amusement value. The third round will be chosen from among
noble families and held hostage as insurance against attack.

The nearby settlement is up in arms, and fear has begun to
set in. The PCs are asked to help, and they begin by talking
to parents whose children have been abducted. Their stories
are different, save for one underlying similarity: A kindly
woman—sometimes young, sometimes old, and never the
same in appearance—was present shortly before each disap-
pearance, always doing something non-threatening.

Several more children are taken that night—and unlike the
first several, who were bigger kids, these are younger chil-
dren who are known for being pranksters. The woman is still
mentioned, but now magic seems to be involved: The parents
were on their guard, yet they did nothing to protect their
children. Mix in the third round of abductions, the noble chil-
dren, for pacing if necessary.

s .""
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Likely suspects include the local thieves’ guild, though
kidnapping is usually outside their purview, a traveling fair
that recently came to town, and the “old woman in the forest,”
who is believed to be a witch who eats children. Each can shed
some light on the mystery. Fair folk suggest that the kidnap-
per wants an audience, or playmates, while the thieves point
out that no ransom has been requested. The old woman in the
forest, who is actually just a hermit, has seen the abductor,
though she didn’t know what she was witnessing.

When the PCs reach the dragon’s lair, they’ll find the children
there; the dragon is also present, currently in human form.
Stage the finale as a three-part scene: breaking the spell, res-
cuing the children, and fighting the dragon. The children have
to be freed of the enchantment, or they won't flee; this can
be done using magic possessed by the PCs or through highly
successful diplomacy. Once free, they must be taken out of
the lair safely—and of course the dragon will assume her true
form, complicating matters as she does her best to kill the PCs.

Easily adapted to: Horror, Supernatural,
Traditional Fantasy, Victim Horror

.‘ld! Tags: (MR) deadline, innocent, investigative,
magic, monster, social, tactical planning, villain
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Chapter 2

The Enigma

Surrender
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W’lthout warning, one of the PCs’ most hated foes
simply turns up on their doorstep, alone and unarmed,
and surrenders to them on the spot—no strings attached.
No group of players will take this at face value, and you have
three options: her surrender is part of a scheme, she’s mind-
controlled, or she’s sincere.

A good villain is always scheming against the PCs, and this
is what your players will think is going on. Perhaps she wants
to find out a specific piece of information, and knows her best
chance of learning itis if she gets them to let their guard down.
Or maybe she’s after something of theirs, and needs to see it
in person in order to give her wizard allies the best chance of
teleporting it away from the PCs. She has a contingency plan
for her escape, of course: a mental link to a mage who can
teleport her out, or a group of ambushers awaiting her signal.

If she has been mind-controlled, who cast the spell? Was it
another villain, or perhaps an underling looking for a particu-
larly cruel way to eliminate her? And can the PCs break the
spell? The mind control could also be due to spirit possession
(in which case the spirit might leave her body and attack the
PCs—ijoined by the villain, who sees a golden opportunity),
or to a malfunctioning magic item. Once they find out, acting

The Griffon’s Claw

on that information is an adventure in its own right.

Your players will have the hardest time believing that she’s sin-
cere, but this option opens up the most interesting roleplaying
opportunities. Why did she surrender? Was it out of genuine
remorse for her evil deeds, because of a religious experience,
or due to some other factor? How does she convince them of
her sincerity? Do they turn her over to the authorities, impris-
on her—or even execute her on the spot? And who else will
have a stake in her fate, once word of her surrender gets out?

No matter which option you choose, this plot will surprise
your players, and it has the potential to take your campaign in
a direction that they didn’t expect—particularly if they were
predicting a showdown with their nemesis in the near future.
Just be careful not to rob them of a showdown that they were
eagerly anticipating.

Easily adapted to: Action Horror, Cyberpunk,
High Fantasy, Horror, Pulp, Romance, Sci-fi,
“ Space Opera, Steampunk, Supers, Swashbuckling,
- Traditional Fantasy, Western

Tags: (MR) betrayal, difficult choice, infrigue,
madness, relationship hook, roleplaying-heavy,
sandbox, twist, villain
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For years there has been a pact between a dragon that lives
atop a mountain and the people living in the town at the
foot of that mountain: The people leave the dragon alone, and
the dragon allows the people to live in peace. When the drag-
on landed in the town square and destroyed the blacksmith’s
house with its fiery breath, it was a sign that something had
changed.

The dragon accused the town of cooperating in an attack upon
him, and of the theft of a valuable artifact. The mayor denied
the town’s involvement, but the dragon didn’t believe him.
It dropped a torn tabard bearing the symbol of a griffon
clutching an axe at the mayor’s feet, and delivered an ultima-
tum: Return the artifact in five days time or the pact is null
and void, and the town will be razed to the ground.

In the ensuing panic, the PCs are enlisted to find out who at-
tacked the dragon and to recover the artifact. They begin by
investigating the symbol, which belongs to a group of adven-
turers called the Griffon’s Claw. Townsfolk can tell them that

the Griffon’s Claw band stayed in town two nights ago, and
that they hail from a nearby town.

After a two-day journey, the Griffon’s Claw party can be
tracked down on the road to the nearest city, where they plan
to sell the artifact. They’re a stereotypical adventuring party,
and have no intention of returning the artifact, though they
will happily sell it for a steep price. If confronted about their
attack on the dragon, they’re not remorseful—after all, they
say, dragons are evil.

The Griffon’s Claw should be equal in power to the PCs, and
can be flamboyant (for a humorous adventure) or cold and
calculating (for a darker tone). The PCs can fight them for the
artifact, come up with a ruse to steal it from them, or try other
tactics as they desire.

En route back to the dragon’s lair (another two-day journey),
the PCs will encounter inclement weather, threatening their
chances of returning the artifact in time to save the town. If
they make it in time, the dragon honors its side of the bargain.

Easily adapted to: Grim and Gritty Fantasy,
Post-Apocalyptic, Pulp, Sci-fi, Traditional Fantasy,

“ Western
Tags: (PV) deadline, innocent, travel
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Darkstone City

When the world was young, a demon lord discovered a
lake of cooled obsidian deep in the mountains and,
with his own claws, carved an entire city large enough for gi-
ants from this enormous block of volcanic glass. Etched on
every surface are sigils and runes. Not only are these in some
ancient demon-cursed script, each character of which is blas-
phemous, but they are encoded as well. Keys can be found in
other sections of writing, the positions of buildings, or any
number of other forms.

All sorts of demons and spirits haunt the cursed city, but des-
perate seekers of knowledge still make their way to the for-
bidding site. It is said of the city that all knowledge is hidden
within, waiting for those who can decipher it. The PCs are in
the city because they, or an employer, have received a vision
of the city that shows them where the answer to an important
problem lies. It’s up to the PCs to steal into the city, transcribe
the cursed script, and get out alive.

Getting to the city is no small feat. It lies deep within the
mountains, and its presence has attracted all sorts of foul
beasts and warped natural creatures. The PCs will have to
contend with both the environment and the twisted fauna.

Letting Sleeping Giants Lie

Once in the city, finding the spot theyre looking for is a task
in and of itself. The city is scaled for giants and covers a large
area, and it seems to change layout from time to time. In ad-
dition, though the city is dead, its alleyways are populated by
living seekers obsessed with searching its streets, the dead
who call the city their grave, and the demons and other fell
creatures attracted to this fell place.

Once the PCs transcribe the writing they need, unless they’re
able to immediately decode and translate it, they’ll carry a bit
of the city’s taint with them. Animals will be nervous around
the scroll they carry, people will be uneasy around them, and
all sorts of foul beings will be able to sense the presence of
powerful evil. Towns and waysides turn the PCs away, and
some townsfolk will even follow them for a nighttime ambush
or roadside robbery.

Easily adapted to: Action Horror, Anime, Gothic
Horror, High Fantasy, Horror, Post-Apocalyptic, Pulp,

f; Sci-fi, Space Opera, Steampunk, Supernatural,
Swashbuckling, Traditional Fantasy

Tags: (MN) bearers, city, exploration,
investigative, isolated area, magic, monster,
shady, spirit, stealth, travel
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In an isolated hamlet, villagers begin succumbing to a
strange disease. At first, it’s like a flu or seasonal allergy, but
soon warts and other growths appear and become monstrous
mutations. The villagers send a representative to seek aid from
local governments, only to be turned away because of his
hideous appearance. The representative may approach
the PCs directly, they may hear tales of the village, or they
may encounter the village along their journeys, seemingly
stepping into a polite society of monstrous creatures.

Life goes on like normal except for the changed appearanc-
es and adaptations of the villagers. Some blame the ancient
abandoned castle up the hill. Observant PCs or villagers may
notice that fish in the river grow multiple legs or that some
animals have human faces. The crops that are nearest to the
river grow to enormous sizes, and the river runs near the
castle, leading people to believe that it’s the source of the
troubles. While in the village, the PCs see one of the villag-
ers undergo a rapid transformation, becoming a powerful
monster. The mutated villager attacks anyone in sight and
doesn’t stop until killed. This makes the other villagers fearful
for what will happen to them.

Signs of mutation get stronger closer to the castle: Plants
sprout up instantly, blocking the PCs’ way, many hostile
mutated creatures attack the party, and strange voices talk to
them from out of thin air. The trip to the castle should feel like
being in a fairytale.

The castle shows signs of great age and wear, but is intact.
From deep inside, what sounds like snoring can be heard.
Here, a malevolent, incorporeal shadow creature stands
before a sleeping giant. Nearby is an overturned jug, its
glowing water flowing endlessly into the river. The shadow
creature explains that the giant lost a drinking contest, which
the shadow engineered; it appears frustrated, but it won’t
say more until it knows the PCs’ intentions. The shadow
creature can’t touch the liquid itself, but it wants the liquid
and it knows about the village. It plans to use the mutated vil-
lagers as its personal army.

The PCs must defeat the shadow, which they can do by
waking the giant, dousing the shadow with the liquid, or
through other means as you see fit. If the giant is awakened,
he’ll defeat the shadow and cure the townsfolk, apologiz-
ing for the trouble he unwittingly caused. He may reveal a
treasure hidden in the castle as a reward.

Easily adapted to: Action Horror, Anime,
Comedy, Gothic Horror, High Fantasy, Horror,

“ Sci-fi, Supernatural, Supers, Swashbuckling,
Traditional Fantasy

Tags: (JA) combat-heavy, dungeon crawl,
innocent, investigative, isolated area, magic,
monster, spirit, villain
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Chapter 2

Delving the Old Base

W’hile traveling along a coastal road, the PCs notice a
1

arge ship headed towards their destination: a large
town up ahead. Seeing no sails or means of mechanical
propulsion, they conclude that it’s likely powered by strong
magic. Sometime after the PCs arrive, they discover that the
ship is docked and trading with the townspeople. There are
several oddities regarding the transactions that pique the
attention of the PCs: The traders are buying very little food,
none of the townspeople are allowed to carry their goods onto
the ship, and a few friendly crew members carouse in the bars
and express relief at being on the mainland and having “real
people” to talk to.

Upon interacting with the crew members, the PCs are invited
on board and soon discover the reason for the curious behav-
ior: The rest of the crew members are non-organics such as
golems, elementals, or constructs. The captain is a powerful
wizard who offers the PCs pay and passage anywhere they

Obtaining

like if they raid an old military base to acquire an artifact for
him. He explains, somewhat begrudgingly, that the mission
requires more creativity and quick thinking than his crew can
provide.

The journey to the old base takes some time, and the PCs have
plenty of opportunities to interact with the non-organics;
they’re single-minded in their tasks and literal in their speech.
The PCs find that the captain is uncooperative and unfriendly.
His aloofness may suggest ill intentions to the PCs, but is, in
fact, simply due to his preference for non-organic company.

Once they arrive, the PCs encounter an array of obstacles:
odorless flammable gases from alchemical workspaces,
flooded corridors, broken magical lifts and stairways, magi-
cal traps, and enemy non-organics. Along the way, they find
clues suggesting that the artifact is hidden on the lowest level.
To reach it, the PCs must overcome a slew of non-organics.
The creatures fight as if their lives depend on protecting the
artifact—which they do, since it acts as their power source.

The artifact is actually a cage for a living magical being.
Tapped for its life force and in constant pain, the being gives
off tremendous amounts of energy. It begs the PCs for death,
which is its only chance for release. The PCs are thus faced
with a moral choice: They must either kill the creature, be-
traying their mission and losing their pay, or inform the cap-
tain of the situation, leaving the creature in agony.

If the PCs choose the latter, they may be surprised to learn
that the captain is appalled by the nature of this magic, and
wants the PCs to return to release the poor creature. He’s still
happy to provide payment in full. Use this plot to shake up
PCs who are used to being double-crossed by employers or
are mistrustful of NPCs.

Easily adapted to: Anime, High Fantasy,
Horror, Pulp, Sci-fi, Space Opera, Steampunk,
'ﬁ Swashbuckling, Traditional Fantasy

Tags: (JA) artificial life form, combat-heavy,
difficult choice, dungeon crawl, exploration,
intrigue, investigative, isolated area, magic,
mass combat, shady, siege, stealth,
tactical planning, trade, travel, twist
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Last Ship to Leave

While attempting to leave a city by boat, the PCs are
repeatedly turned away. Boats are delayed for

inspection, they weigh anchor in the middle of the night, or
they cancel plans to travel to the PCs’ destination. Even if
the party convinces a ship to take them on as passengers, the
captain reneges on the agreement later. Everything seems co-
incidental. If the characters must leave town to attend urgent
business or to avoid pursuit, this could be much more than a
minor inconvenience.

The PCs discover that they’re being tailed and spied upon.
When confronted, the observers will put up a fight, but won’t
use lethal force and will scatter if badly wounded. If the PCs
follow, their shadows will try to lose them in back alleys and
bolt holes. If captured, they will be reluctant to talk unless
put under duress. With pressure or legwork, the men can be
identified as thugs who are often employed by alocal criminal
organization.

When the PCs are finally almost underway, a saboteur is
discovered below decks. During questioning, a second group
sneaks aboard and begins to slash rigging and otherwise
sabotage the ship. While the PCs can drive them off with a
running battle, the damage has been done and the captain
wants no more trouble. He flatly declines the PCs’ business.

Convincing the reluctant sea captains to talk is a trying affair.
Most have been bribed or threatened to ensure their silence,
so similar leverage or a few barrels of grog will need to be
applied to make them cooperate. City officials, who are
holding up ships at an unprecedented rate, are just as taci-
turn. If someone is convinced to talk, the characters can track
all the delays back to a single bureaucrat. A scathing older
woman, she refuses to explain her actions and insists that she’s
just doing her job.

She’s intentionally tracking the PCs and hampering their
travel plans, both through legal and illegal means, because
her daughter developed a crush on one of the PCs when she
met them in the city. The bureaucrat hopes that keeping the
PCs around will give her daughter enough time to work up
the courage to introduce herself. If the PCs convince her to
share her reasons, they may be able to bargain a date with the
woman’s daughter for their freedom.

Easily adapted to: Anime, Comedy, Cyberpunk,
Hard Sci-fi, Pulp, Romance, Sci-fi, Space Opera,

“ Steampunk, Swashbuckling, Traditional Fantasy,
Western

Tags: (MN) city, innocent, infrigue, investigative,
roleplaying-heavy, sandbox, social, travel
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Asking Nicely

Aplague befalls the PCs” home town while they’re away on
an adventure. When they return home, they’re met by a
man wrapped in rags; he is the last living member of the local
church. He tells the PCs not to come into the town, which is
ravaged by plague, and explains that in order to save the town
they must quest for the Salve of Purity. The Salve is located in
aremote temple, far from the town.

The PCs must travel to the temple. They’ll have at least one
encounter en route with bandits who are planning to raid their
home town, knowing that it will be undefended. The temple
itselfis located atop a mountain, and reaching it is a challenge;
tough climbing, rock slides, and bad weather all interfere with
the PCs’ mission.

Inside the temple, the PCs face several challenges designed
to test their resolve. These include a test of faith (walking
headlong into an illusion of something dangerous), a test of
their knowledge of the gods, and a test of strength (facing a
superior foe).

When they have completed the challenges, the PCs enter a
holy chamber of incredible beauty. The Salve of Purity sits
upon an altar. As the PCs approach it, an avatar of the church’s
deity appears between them and the salve. It explains to the

PCs that before they can claim the Salve they must convince
the avatar that its use is needed and that those who claim it
are worthy.

The PCs cannot harm or directly affect the avatar; no spell
will be effective, and no attack has a hope of hurting it. They
must persuade the avatar with their wits alone. The avatar
will question the value of the town and the people in it—
which, depending on the nature of the town, could make for a
difficult argument. How will the PCs convince the avatar to
give them the Salve so that they can save the village?

This scene can be tricky to resolve. You should come up
with three to five points that the PCs must make in order
to convince the avatar to give up the Salve, and allow them
appropriate checks to learn how many points they must make,
or the themes of each point. The avatar should be played ac-
cording to the nature of the deity it represents: compassionate
for a god of healing, cruel for a god of war, etc.

Easily adapted to: Grim and Gritty Fantasy,
Horror, Post-Apocalyptic, Sci-fi, Supers,
“ Supernatural, Swashbuckling, Traditional Fantasy

Tags: (PV) innocent, isolated areaq, religion,
roleplaying-heavy, travel
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The Impregnable Vault

51

he PCs are offered an unusual opportunity: break into a

local castle’s impregnable treasure vault and live to tell
the tale. The castle guards are known for their vigilance and
their brutality, and the noble who owns the castle is a cruel
man with a penchant for torturing prisoners—but the woman
making the offer is one of the most famous cat burglars alive.
She claims to know a surefire way into the vault—one that
guarantees that the PCs won’t get caught. She can’t doitalone,
and she’s only after one specific item; if they help her, the PCs
can take anything else they like from the vault.

For many groups, an offer like this might be a tough sell. You
can sweeten it by linking a PC’s background to the villainous
noble, involving the noble’s past deeds as a motivator, giving
the party areason to seek revenge against the noble, or putting
something in the vault that the PCs desperately need. The key
elements of the burglar’s plan are creating a distraction, in-
capacitating a roomful of guards, navigating a trap-filled pas-
sageway, and a performing a complex magical ritual that will
allow entry into the vault.

The distraction is a magical explosive, which the PCs must
plant near the castle gates while the burglar quietly breaches
the wall in another area. The room full of guards is centrally

located, and can’t be bypassed; the guards can be fought, mis-
led, or otherwise dealt with. The trap-filled passageway is sim-
ilarly unavoidable, but the thief will be able to aid the party in
surviving the traps. Once they reach the vault, she employs
a dangerous magical incantation that temporarily makes one
wall of the vault permeable, giving the party a few minutes
inside. This ritual nearly kills her, however, forcing the PCs
to take charge of getting everyone out of the castle without

being caught.

You have several options concerning the thief that can com-
pletely transform this adventure. Is she telling the truth, or
is she lying to the PCs? Will she double-cross them once
the deed is done? Is the object she’s after something that no
hero could abide being outside of the vault, like a doomsday
weapon? Is her plan as foolproof as she says it is? Is she actu-
ally working for the noble, testing his security and giving him
some new prisoners to torture at the same time?

Easily adapted to: Cyberpunk, Hard Sci-fi,
Pulp, Sci-fi, Steampunk, Swashbuckling,
'ﬁ Traditional Fantasy, Western

Tags: (MR) alliance, betrayal, difficult choice,
dungeon crawl, escort mission, sandbox, shady,
stealth, factical planning, twist

Enmity of Kinsmen

Pulled Back In

52

member of a powerful organization, such as a family,

guild, or secret society, bears a grudge against a PC who
belongs to that same group. Because of this member’s hatred
of her, the PC no longer has close ties to the group.

While the party is resting, an attempt is made on the PC’s
life from a distance, by way of an arrow or spell. The attacker
cannot be found. A few days later, the attacker tries again. A
third attempt follows soon thereafter, but this time up close.
When the PCs defeat the assassin, clues on his body indicate
that he was hired by PC’s foe within the organization.

A day or so later, the PC will discover that she is being
followed. This time, the pursuer is not an assassin, though the
PCs will likely suspect otherwise, but rather is the retainer of
a friendly member of the organization. He brings word that
the organization’s leader is dying and the PC’s foe is the most
likely candidate for succession.

If the PC does nothing, the foe will become the new leader
and bring the full power of the organization down upon the

PC, leaving her no peace. If the PC opposes the rival as the
next leader, a power struggle will ensue. In this case, there are
several things to consider. Would the PC actually want to lead
the organization? How would this affect her adventuring? Is
there another candidate for leader that the PC could support
instead? If so, how can the PC best lend her support? Or can
the foe and the PC make a deal, so that the foe wins leadership
but leaves the PC alone?

This plot can be an excellent way to open a campaign, as it
allows you to begin using elements of one PC’s background—
the organization and the hated foe—right out of the gate. See-
ing this immediate connection between a PC’s background
and the campaign world can help all of your players become
more invested in the game.

Easily adapted to: Cyberpunk, Grim and Gritty
Fantasy, Pulp, Sci-fi, Swashbuckling, Traditional
“ Fantasy, Western

Tags: (PV) city, difficult choice, infrigue, politics,
social, villain
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Complicated Kinship

small boy approaches one of the older PCs and claims

hat the PC is his father. The child says, “I know you!
Youre my father and you never came back! I hate you!” and
runs away. The child runs to a small alleyway behind an inn
and ducks inside the back door. He may grab something from
the PC before running, if you want to ensure that the PCs give
chase.

The boy is the bastard child of a local royal and a barmaid; he
seeks to involve the PCs in an attempt to draw out his real fa-
ther. The mother keeps the identity of the boy’s father a secret.
If the connection is discovered, rivals might kill the child or
use him for political gain.

Inside the inn, the mother shields the child as he shouts about
his real father. After quieting the boy and sending him to his
room, she apologizes and offers the PCs a free night’s stay.
She explains that the boy feels abandoned by his father and
expresses remorse at not being able to tell him the truth. She
asks only that the PCs keep her secret. An agent of a rival
noble house overhears the child and the story, and later that
night he kidnaps the child from his room.

The agent returns, demanding help from the PCs in black-
mailing the royal with the information about the child. The

child will be killed if the PCs don’t help. The PCs are to deliver
a message to the royal and demand a ransom.

Provide some way for the PCs to get audience with the royal.
When told about the situation, he asks the PCs to rescue the
child on his behalf, as the royal cares for the child but cannot
act publicly. He’ll provide details on the nobleman’s house,
including a secret passage through the wine cellar; he also
warns that the kidnapper is devious and employs many layers
of protection in his schemes. The royal will punish the noble-
man in private and reward the PCs once the child is safe.

Sneaking into the nobleman’s house, the PCs find it well-for-
tified and on high alert. Guards patrol the area, traps are set,
and the child is securely hidden. This plot can be played as a
covert, stealth-driven scenario, but if the PCs are discovered
it will quickly become a vicious fight to escape.

Easily adapted to: Cyberpunk, Grim and Gritty
Fantasy, Hard Sci-fi, High Fantasy, Pulp, Romance,

“ Sci-fi, Space Opera, Swashbuckling, Traditional
Fantasy, Western

Tags: (JA) combat-heavy, dungeon crawl,
escort mission, innocent, politics, shady,
stealth, villain

The Good, and the Bad and Ugly 54

A. friend of the PCs recently obtained his family’s ancestral

anse after the passing of his mother. He was dismayed
to discover that the house was haunted and that there had
been several near-fatal accidents. He is convinced the culprit
is the unquiet spirit of his mother, and has followed the in-
structions of numerous experts to lay her to rest, even to the
point of wooing and proposing to a young woman his mother

had especially liked.

In truth, his brothers were born as disfigured conjoined
twins, and have been hidden in the house their entire lives;
his family has kept them a closely guarded secret. Rooms and
hallways of the manse were converted to hidden chambers for
them. With no one to talk to but each other and their mother,
and nothing to do butread, the brothers have become very tal-
ented wizards. They’re also more than a little eccentric. They
believe that the house is theirs and they hate their brother,
resenting both the normal life he’s had and the fact that he’s
trying to take their home. These secrets are revealed in the
mother’s diary, which is skillfully hidden behind a locked se-
cret panel in her bedroom.

The brothers are illusionists, and the secret areas of the house
are equipped with spy holes, allowing them to create phan-
tasms throughout the house at will. Searching the manse,
the PCs will encounter ghostly phenomena, culminating

in a full-body apparition of the mother, while small objects
are hurled about, potentially injuring the PCs. This could be
treated as a fight or as a skill-based challenge.

The brothers will try to split the PCs up by manifesting phe-
nomena in different locales, thereby starting multiple simul-
taneous chase scenes. Once isolated, PCs will be led into
dead-falls or other traps and attacked by illusory “ghosts.”

Once the concealed passages are discovered, the brothers will
retreat to hidden rooms within the secret areas of the manse
and will become more aggressive. They will again try to sepa-
rate the PCs with illusions and will complement their traps
and illusory attackers with attacks through spy holes.

When the brothers are found, they’ll become belligerent and
attack if they think the odds are in their favor. They must be
knocked out or calmed so that the PC’s friend can attempt to
negotiate with them. If the brothers are killed, the friend may
hold a grudge against the PCs and become a recurring foe.

Easily adapted to: Action Horror, Comedy,
Gothic Horror, High Fantasy, Horror,

'ﬁ Post-Apocalyptic, Pulp, Sci-fi, Supernatural,
Traditional Fantasy

Tags: (MN) alliance, investigative, magic,
race, stealth, twist
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Inheriting Trouble

5SS

PC’s relative dies, leaving her land and estate to the PC.
Before the party can reach the estate, the relative’s
in-laws—who feel that the estate should have gone to them—
simply move in and take over, running off the servants and
installing their own staff and guards.

En route to the estate, the PCs hear sounds of fighting in the
woods. They come upon a battle in progress: a party of hunters
locked in combat with a group of bandits. If the PCs aid them,
the hunters don’t seem particularly grateful for their help.
They glare at the party and disappear into the woods.

At the estate, the PCs find workers making repairs, guards on
patrol (including the hunters from the forest), and the in-laws
installed as lords of the estate. They ungraciously welcome the
PCs, offer perfunctory words of consolation for their loss, and
tell the party to get off their land. The PCs won’t be able to
deter them with diplomacy, and they have bribed local
officials to declare them the rightful heirs to the estate.

The structure of the rest of this adventure depends on your
group. Some players will want to use magic or force to drive
the in-laws away, while others will work the government
angle, trying to remove them by lawful means, or by un-
covering the corrupt officials who made the takeover

“legal.” Some will try more creative solutions, like convinc-
ing the in-laws that the estate is haunted or driving off the
servants and seeing how long the in-laws can survive without
them.

Later in the adventure, while the PCs are on the estate, the
bandits will return in force with the intention of killing every
last person they find. The PCs can work with the in-laws to
beat back the attack, let the bandits and the in-laws duke it
out, or find their own solution to this open-ended encounter.
The bandits won't lay siege to the estate; instead, they’ll use
guerilla tactics to break in at multiple points and try to gain
control from within.

If resolved in the PCs’ favor, with the in-laws driven out and
the bandit attack repulsed, this adventure can change the
scope of your campaign. Owning land, keeping the estate
well-supplied, and defending it against other threats can be-
come the new focus of your game.

Easily adapted to: Comedy, Hard Sci-fi,
High Fantasy, Sci-fi, Space Opera,
“ Traditional Fantasy

Tags: (MR) befrayal, epic impact, relationship
hook, rivalry, sandbox, siege, tactical planning

Rivalry ot Kinsmen

Wizards’ Rivalry

56

wo members of a prominent wizards’ guild seek a very

rare spell component. The wizard who possesses the
component will win prestige and bragging rights. The two
mages are aware of only one place where the component can
be found: inside a ruined wizards” school. They decide to
make things interesting by turning their hunt into a contest.
Each hires a group of adventurers to retrieve the component,
and promises the use of only minor magic to “make things in-
teresting” for the adventurers.

The PCs are hired by one of the wizards to retrieve this
component for a fee. What the wizard doesn’t tell the PCs
is that there’s a second group of adventurers who are on the
same quest at nearly the same time.

The next morning, when the PCs are ready to leave for the
ruins, they find that their horses are gone; a small trick by
the rival wizard. Little things like this keep happening to
the PCs until they reach the ruins. After suffering several
magical practical jokes, the PCs reach the ruins and begin
their exploration. Along the way, they discover that theyre

not alone. Signs of battle, monster blood, doors that have

been spiked shut, and ropes hung from high ledges indicate
that others are present in the ruins.

Following one or more encounters with monsters, the PCs
reach the chamber containing the component. The other
group of adventurers arrives at the same time. How will the
PCs react? Will they try to make a deal with the other adven-
turers? Who will get the components to their patron first?

Depending on the tone of your campaign and the nature of
the other adventuring party, this plot can be serious or funny.
It can be light-hearted if the parties try to trick or steal the
components from one another, or gritty and dark if the rival
adventurers become violent and try to kill the “poachers.” If
they survive, you can also use the other party as recurring
rivals throughout your campaign.

Easily adapted to: Comedy, Cyberpunk,
High Fantasy, Horror, Pulp, Sci-fi, Supernatural,
“ Swashbuckling, Traditional Fantasy

Tags: (PV) dungeon crawl, magic, monster,
race, rivalry
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Wanted: Dead

Entering a city that they've visited before, the PCs see
a wanted poster that depicts their party. The listed
crimes—all heinous acts, including murder—are entirely
untrue, but the poster offers a significant bounty for their
heads. Give them a chance to go to ground before anyone
spots them, but not before they have a notice that nearly
everylocalis armed. Once in hiding, the party can discuss the
posters: Why are they wanted? Who did they piss off recently?
Should they present themselves to the magistrate and try to
explain the situation?

The posters are part of a plot by a group of corrupt rival
adventurers (the party’s “kinsmen,” after a fashion), who
want them out of the way so that they can fill the PCs’ shoes,
claiming glory and treasure for adventures in this region.
The rivals committed the crimes themselves and successfully
pinned them on the PCs. They’re behind the reward money,
and they’ve bribed a corrupt city magistrate to overlook the
holes in their story—and the crimes themselves—in favor of
a full-on manhunt for the PCs.

While the PCs are investigating the situation, they hear
many locals praising the adventurers who caught them in the
act—and who even now are pursuing them tirelessly. The
adventurers are believed to have followed the PCs’ trail out
into the forest, and they’re counting on citizens to stay vigi-
lant in their absence. This is largely true: The scoundrels are

Fraternal Filching

hiding out in the forest, but they're really just waiting for the
city watch or an angry mob to take out the PCs for them.

Skilled adventurers in their own right, the rivals have formed
an alliance with a tribe of kobolds in the forest, who they’ve
hired as scouts. If the kobolds spot the PCs, they’ll alert the
rivals. Though their guard is relaxed, the adventurers aren’t
easy prey—and killing them won't solve the PCs’ problem:
They must also convince the city that they’re innocent, and
that the crimes of which they are accused were actually
committed by the rival adventurers.

En route back to the city, the kobolds strike; they haven’t been
paid yet, and they’ll try to take the party’s gold to make up
for it. If the PCs took the rivals prisoner, they may be able
to resolve the situation through diplomatic means, perhaps
by convincing the kobolds that their employers are going
to get their just desserts. You can close the adventure with a
dramatic courtroom scene, if that would work well with your

group.

Easily adapted to: Action Horror, Cyberpunk,

Grim and Gritty Fantasy, Hard Sci-fi, Horror,
'ﬁ Post-Apocalyptic, Sci-fi, Space Opera, Supers,

Swashbuckling, Traditional Fantasy, Western

Tags: (MR) betrayal, city, intrigue, rivalry,
sandbox, social, stealth, tactical planning, villain
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wo boisterous brothers are working to outdo each other

by robbing caravans and travelers in a contest of thievery.
Their style is so grandiose that bookies take bets to see which
brother will acquire more stolen goods.

The PCs may discover this by witnessing a robbery, or when
a bookie asks if they encountered any thieves on their way
into town (in order to calculate an accurate tally). A bookie
could also hire the PCs to fix the results by hindering one of
the brothers, or they might simply be drawn in by the massive
reward offered for the brothers’ capture.

The brothers are amiable and refuse to rob the poor. They're
not Robin Hood-like, since they keep what they steal, but
they’ve nonetheless become folk heroes. The PCs should be
able to track down one of the brothers using information from
the bookies. He explains that he steals only from the rich, and
that he really does it for the glory—and he asks the PCs help
in outdoing his brother on the next heist, offering a bigger re-
ward than the one for his capture. The heist is a caravan of fine
goods for the wedding of a duchess. It’s common knowledge
that the other brother has his eye on the same loot.

As the caravan rolls into town a few days later, each broth-
er is preparing to relieve it of its cargo in a different way.

One brother plans to sweep in with a contingent of mounted
bandits and hold up the caravan, while the other intends to
trap the caravan on a bridge and load all of the goods onto a
waiting boat. Local law enforcement has caught wind of the
heist and will show up as well.

For the heist scene, every element of the robbery should come
crashing together in a riot of action. In the chaos, one of the
brothers will escape with the loot and retreat to a mountain
hideout. He and his followers will put up a vigorous fight
against anyone who tries to bring them in. If the brothers are
stopped or captured, local authorities will reward the PCs.
If the PCs help either brother, he’ll reward them with stolen
loot—and he pays better.

Easily adapted to: Anime, Cyberpunk,

Grim and Gritty Fantasy, Hard Sci-fi, High Fantasy,
“ Post-Apocalyptic, Pulp, Romance, Sci-fi,

Space Opera, Supers, Swashbuckling,

Traditional Fantasy, Western

Tags: (JA) alliance, deadline, innocent,
mass combat, race, rivalry, shady, social,
stealth, tactical planning, trade
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Chapter 2

Race with Two Finish Lines

59

wo heirs are positioned to inherit a small kingdom, but

it’s uncertain which of them will actually get it. There is,
however, a sword symbolizing the royal family that would se-
riously tip the balance in the favor of its owner, and both heirs
have contracted parties of adventurers to procure it from the
long-abandoned keep from which their family used to rule.

While the general location of the keep is known, its exact
location is not, and the surrounding countryside is difficult
terrain; the party will likely have to get directions from locals
or hire a guide once they arrive. If they’re behind their com-
petitors, it’s possible that anyone they get information from is
one of their competitors or has been bribed to mislead them.

The keep has been taken over by intelligent humanoid
inhabitants, and they've repaired the old drawbridge
and portcullis at the main gate. Getting in will require

outwitting them or finding an alternate entrance. The sword
itself was being held by the lord of the keep when he fell in
battle somewhere inside. It’s currently in the hands of the
biggest, meanest monster in the keep.

After the sword is retrieved, the opposing group will lay in
ambush and even endanger civilian targets, such as those at
the inn where the PCs are resting, in order to take the sword
from them.

Easily adapted to: Cyberpunk, Grim and Gritty
Fantasy, High Fantasy, Horror, Post-Apocalyptic,
f‘ Pulp, Sci-fi, Space Opera, Steampunk,
- Supernatural, Swashbuckling,
Traditional Fantasy, Western

Tags: (MN) alliance, deadline, dungeon crawl,
intrigue, race, rivalry, siege, stealth

Murderous Adultery

60

Too Much of a Good Thing

Years ago, a narcissistic adventurer married a nobleman
and used his fortune and standing to further her ca-
reer. When she was later lost at sea and presumed dead, the
noble was devastated. Sparing no expense, he hired artisans
to craft a perfect simulacrum of his dead wife. When she
unexpectedly returned home alive and well, both she and
her replacement were outraged. The distraught husband con-
vinced them to enter into a smoldering truce until a solution
could be found. Since then, two servants have disappeared,
and the house steward, fearing the worst, has written the PCs

asking for help.

When the PCs arrive, their host and his two wives are polite
but self-absorbed. They only see the PCs at dinner each night.
The noble is happy to listen to any suggestions the PCs have,
but each wife rejects any solution that reduces her claim to
the fortune or puts her influence at stake. During these meals,
the PCs may realize that the animosity between the wives is
mostly an act.

The steward is suspicious of the wives’ claim that they
discovered the missing servants stealing and discharged
them; he considered the servants trustworthy. The PCs’
search finds no witnesses to the servants’ departure, but there
are signs of violent struggle outside one of the wives’ rooms.

The wives refuse searches of their rooms, and the noble backs
them up, so the PCs will have to find a time when they aren’t
there to snoop around. Dinnertime is a good option, or they

can shadow them and wait for another opportunity. Shad-
owing them reveals that the wives spend most of their time
alone in their rooms, but for several hours a night, one will
visit with the other. One of the suites is an unremarkable,
if lavishly decorated, guest room. The other is an opulent
lady’s suite, but a careful search reveals a secret staircase
leading to the long-unused dungeons. There, guarded by
summoned monsters and the undead remains of the missing
servants, are numerous books on poisons and a series of lists
divvying up the noble’s estate between the two wives—proof
that they’re trying to kill him.

If the wives discover that the PCs are onto them and believe
they can salvage their plot by simply killing the party, they’ll
try to do so. The wives have similar skill sets but don’t have
to be identical. If the PCs manage to reveal the wives’ plans
to the noble first, the wives will first try to convince their
husband that the PCs are lying in order to have them
imprisoned or banished.

Easily adapted to: Action Horror, Anime,
Cyberpunk, Gothic Horror, Grim and Gritty Fantasy,
-ﬂ‘ High Fantasy, Horror, Sci-fi, Space Opera,
b Steampunk, Supernatural, Swashbuckling,
Traditional Fantasy

Tags: (MN) artificial life form, combat-heavy,
dungeon crawl, innocent, intrigue, investigative,
politics, shady, stealth, villain
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Love, But Not So True
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he wife of a local duke has been caught having an affair

with another noble, and the duke throws them both in
prison to await their execution. The noble’s brother uses a
magic ritual to try to break the noble out, and instead winds
up releasing all of the prisoners into the city’s sewer system—
an ancient maze of monster-inhabited tunnels. When the
duke finds out, he relents in his anger and hires the PCs to
track down his wife and as many of the prisoners as they can;
he also supplies two units of the city watch to aid them.

The sewers are a nightmarish place, overrun with wererats
and other creatures. (Mapping only a few small sections and
using skill checks or other mechanics to get the PCs from en-
counter to encounter will work just fine.) The first encounter
is arun-in with a group of prisoners who try to barter with the
PCs for their freedom. They’ll fight if the PCs and their watch
allies try to capture them, and if any are killed the survivors
will round up other prisoners and mount an ambush against
the PCs later in the adventure.

The second encounter starts with a watch unit going
missing—one moment they’re right behind the PCs, and the
next they’re simply gone. Tracking them down in the dark,
mucky sewers is a challenge in its own right. Their trail leads

700-Year Itch

to a wererat nest—an awful place, thick with the stench of rats
and sewage—where the watch soldiers are being prepared
as the main course in a wererat feast. During the battle, the
wererats will split into two groups: One group will fight the
PCs, while the others try to spirit off the watch unit so that
they can keep their dinner.

When the PCs find the duke’s wife and her lover, they implore
the party not to bring them back to the duke. They say that
the duke will kill them both if they go back, and ask that the
party instead help them escape. In exchange, the noble will
tell them where most of the prisoners went, enabling the party
to succeed at that portion of their mission. The noble is evil,
and will scheme against the PCs if they don’t accede, looking
for a chance to escape—even abandoning or wounding his
lover, if doing so will let him get away.

Easily adapted to: Cyberpunk, Grim and Gritty
Fantasy, Horror, Pulp, Romance, Sci-fi,

“ Space Opera, Supernatural, Swashbuckling,
Traditional Fantasy, Western

Tags: (MR) alliance, city, combat-heavy,
difficult choice, dungeon crawl, escort mission,
monster, politics
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he PCs are stopped in the middle of whatever task is

at hand by the avatar of a goddess. She makes much
ado about the PCs being chosen as worthy to serve her in a
most important endeavor. A wicked wench tricked her hus-
band into committing adultery, and she wants the woman to
pay. The goddess won't be placated by anything less than the
woman’s life in payment for this grave insult—and she wants
the PCs to help her collect. The goddess will gladly force the
PCs into helping if they don’t agree, using magical spells,
threats, or any means she feels necessary. The avatar tells the
PCs where the girl resides and bids them be on their way.

The PCs have little choice but to comply, but they’re unaware
of the true situation. If, on the way to find the woman, the PCs
search for information in any place where the stories of the
gods are told, they’ll hear another side to the story. In this
version, the god forced himself on the woman and forbade his
wife from taking revenge. His wife, the goddess, sees the PCs
as aloophole.

Upon reaching the town where the woman lives, the PCs
are approached by another, lesser god. He wishes to help the
PCs and avoid perpetuating this great injustice against the
woman, but he doesn’t have the power to confront the god-
dess or her husband directly. He directs them to a sunken
city, accessible through a series of caves, where they can find a
magical stone that will allow them to travel undetected by the

wife. He suggests that her husband can be reasoned with, and
might even intervene if they make their case at his most holy
temple, far from the woman’s town.

After questing for the stone, the PCs can travel safely to the
temple to plead their case. Convincing the husband should
be difficult, and may involve pandering to his outsized ego.
This can be accomplished through roleplaying or through a
tough challenge handled using your game’s resolution system.
If they succeed in convincing the husband to help them, then
he will stop the wife from interfering with the PCs ever again.
If they fail, he’ll send a great monster to attack them and then
forget all about them. Luckily, he will then move onto his next
conquest and his wife’s wrath will turn towards a new victim.

Easily adapted to: Action Horror, Anime, Comedy,
High Fantasy, Horror, Sci-fi, Supernatural, Supers,

“ Swashbuckling, Traditional Fantasy, Victim Horror,
Western

Tags: (JA) difficult choice, dungeon crawl,
epic challenge, innocent, isolated areaq,
monster, religion, roleplaying-heavy
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One Last Goodbye

63

he queen’s body has been stolen. She was laid to rest

only a week ago after being murdered in a dark elf raid;
the king has vowed revenge for this violation. He is amassing
troops in the capital city, and is calling for war.

The PCs receive word from the late queen’s handmaiden, who
offers what money she has for the PCs to retrieve the queen’s
body. The handmaiden tells them that her body is in the realm
ofthe dark elves, in the tower of a powerful wizard. If the body
is returned, war may be averted.

The PCs venture into the domain of the dark elves, seeking
the wizard’s tower. Along the way, they face underworld crea-
tures, natural hazards, and dark elf patrols; adjust the number
of encounters to the desired length of the adventure.

When they reach the tower, the must overcome arcane
defenses and traps in order to gain entrance. After a difficult
climb to the tower’s top level, they’ll face the wizard himself.
The wizard will tell the PCs that he was the queen’s lover
for many years, unbeknownst to the king. He’ll show them
proof that the queen didn’t die in a dark elf raid, but rather
was killed by the king when he found out about their affair.

The wizard sent his agents to retrieve the queen’s body so that
he could see her one last time.

The PCs must decide if they wish to leave the queen’s body
with the wizard or take her back to her kingdom. The wizard
won't fight the PCs if they want to take the body back to the
surface; he will only ask for a few moments to say goodbye to
his love.

Now that the PCs know the truth, what will they do about
it? If they say nothing, the king will wage a war under false
pretense, which will result in deaths on both sides. If they
confront the king, he’ll try to kill the PCs in order to conceal
his deception. If the king is exposed, the people will rebel
after hearing of the murder of their beloved queen.

Easily adapted to: Anime, Grim and Gritty
Fantasy, High Fantasy, Romance, Sci-fi,
f‘ Space Opera, Traditional Fantasy

Tags: (PV) difficult choice, dungeon crawl,
epic impact, exploration, intrigue, isolated areaq,
monster, politics, social, twist

Madness

Music for the Masses

64

Anew performer has been captivating audiences in the
area, and tales of his intoxicating music have spread
like wildfire. Each show throws more kindling on the flames
as fan fervor over this bard rapidly escalates. After each
successive performance there’s an outbreak of sudden ar-
guments, violence, and public intimate encounters among
those who attend. It seems the bard’s music inspires people to
uncontrollable heights of passion. The PCs may be drawn in
by noticing the ever increasing hysteria, or when one or more
ofthe PCsisin the audience for ashowand becomes a devoted
fan.

Arival bard, well-versed in magical ways, covertly approaches
the PCs. He tells them that the situation reeks of magic, and
gives the PCs a charm that will prevent them from being af-
fected. He doesn’t know exactly how it’s being done, but begs
the PCs to stop the influence of the bard’s magic before it gets
out of control. While this conversation is taking place, rabid
fans make an attempt to kill the rival bard, claiming that jeal-
ousy is driving him to undermine their hero.

Fans display kindness toward anyone expressing appreciation
of the bard’s music and disproportionate anger toward anyone
who seems ambivalent or disinterested. This results in many

interesting fights or amorous advances for the PCs to become
involved in: Fans might attack the PCs (causing a fight against
innocents that must be handled carefully), and people may at-
tempt to steal money from the party in order to throw it to the
bard. Interactions with fans should make the PCs realize that
tonight’s performance will have major consequences.

If the PCs attend a performance, the bard himself looks wor-
ried. He understands that fans’ reactions to his music are
unnatural, but can’t seem to stop playing. He plays calming
songs, but the fans scream for rousing jigs. Perceptive PCs,
or those with magical abilities, might notice that the bard’s
instrument seems to be compelling him to play against his
will. If the bard, or his instrument, is attacked, rabid fans will
attack the PCs. If the instrument is destroyed, the effect will
dissipate immediately and the people will return to normal.

Easily adapted to: Anime, Comedy, Gothic Horror,
High Fantasy, Horror, Romance, Sci-fi, Supernatural,
'ﬁ Supers, Swashbuckling, Traditional Fantasy, Victim
- Horror

Tags: (JA) city, deadline, difficult choice, innocent,
investigative, madness, roleplaying-heavy, social,
fwist




The Secret of the Madness

he PCs learn of a ruined school of magic that was once the wizards within it, and those who have entered haven’t
the greatest such school in the kingdom, now rumored  returned. The whole situation is more than any adventuring
to be home to great treasures, tomes of lost knowledge, and ~ party can resist.

a powerful artifact. No one knows what befell the school or

The expedition into the school begins without any unex-
pected problems. Monsters have occupied the lower floors,
but they’re nothing that the PCs haven't dealt with before. It
isn’t until they reach the third floor that they see signs of real
trouble: The walls are scrawled with arcane symbols, broken

magic circles are found in some of the rooms, and decayed
bodies are scattered about in the hallways.

That’s when the madness strikes. Gradually, the PCs fall
under the effect of a potent magical spell—one that spiraled
out of control years ago. As the madness creeps in it will seed
distrust among the PCs, preying upon their rivalries and
increasing tensions. While their bonds as a team begin to
crumble, the PCs must survive the more powerful creatures
that have moved onto this floor.

The best way to simulate the madness is to write notes for
each player. As each PC succumbs to the madness, give
that PC’s player her note. The note describes a prejudice or
delusion about one of the other PCs for her character to act
upon. Use, adapt, or create a mechanic that allows the PCs to
resist the actions forced upon them by the madness. The goal
is to simulate a breakdown of party cohesion that adds a sense
of urgency to completing the PCs’ mission, not to force your
players to act against their wishes.

The madness is the result of a powerful artifact that was
activated by one of the original wizards who lived in the
school. The artifact resides in the personal chambers of the
headmaster, where a number of twisted creatures have been
drawn to it. As the PCs fight the curse and continue their
expedition, they’ll uncover a wizard’s notebook detailing the
source of the delusions—as well as a possible solution that he
wasn’t able to try before he was lost to the madness himself.

In the finale, the PCs will confront the sentient artifact and
its new minions, and must overcome their own distrust of
each other in order to defeat the artifact before they find
themselves consumed by it.

Artist: Philip Miller

Easily adapted to: Grim and Gritty Fantasy,
High Fantasy, Horror, Post-Apocalyptic, Sci-fi,
Supernatural, Traditional Fantasy

Tags: (PV) artificial life form, combat-heavy,
dungeon crawl, madness, magic, monster, villain
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Madness by Design
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ith the exception of two nobles, the king’s entire court

has gone mad. The palace has been quarantined,
although the king is unaffected. No one knows what caused
the spontaneous madness, or whether it will spread further—
except the king, because he’s responsible for the “disease.” He
arranged for a magical malady to afflict the nobles because
he wants no interference when he makes several decrees that
many in the city, including the PCs, would oppose.

Two nobles proved resistant, but are quarantined, as it’s
assumed they’ll succumb eventually. One of them suspects
foul play and reaches out to the PCs. The opening scene for
this adventure is a surreptitious rendezvous between the no-
ble and the PCs. They must meet without arousing suspicions,
and without anyone knowing of their meeting, or they will
be quarantined as well. In their meeting, the noble suggests
a magical cause and notes the disappearance of the royal wiz-
ard, who is said to be “away on court business.”

Investigating the wizard’s disappearance comprises the sec-
ond major scene. During this scene, the noble that the PCs
didn’t meet with goes mad as well, and the noble they met
disappears—thrown into the dungeon on false charges, as
he appears to be resisting the madness and poses a threat.
The PCs’ investigation turns up the court wizard’s body. He

Mirror Universe

appears to have been murdered by street thugs during a rob-
bery, but the key to his palace quarters is still on his belt.

While they’re breaking into the palace, the first of the king’s
unwelcome decrees is announced. Time these announce-
ments as best fits the pacing of the adventure, releasing more
of them to give the PCs an incentive to press ahead with their
well-intentioned crime. Inside the wizard’s quarters, they find
proof that he created the madness at the behest of the king.

The climax of this adventure is presenting that proof in a
situation where the king cannot simply dispose of the PCs—
whether that’s a showdown in his court, with witnesses as-
sembled by the PCs, a private confrontation with the king
(perhaps accompanied with the threat of force), or taking the
proof to the streets and inciting the people. The end result
may well be the deposing of the king, which could have far-
reaching implications in your campaign.

Easily adapted to: Action Horror, Gothic Horror,
Grim and Gritty Fantasy, High Fantasy, Horror,
f; Supernatural, Swashbuckling, Traditional Fantasy

Tags: (MR) betrayal, city, deadline, epic impact,
innocent, intrigue, investigative, madness,
politics, shady, stealth, villain
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he PCs are hired to retrieve a magic mirror from a

dungeon. Their patron has a map of the location in
question, complete with notes on dangers, but he admits
that it’s several years old and the information “may be out of
date.” As the PCs approach the area, they learn from the lo-
cal populace that monsters have been leaving the dungeon
and destroying or attacking anything and anyone they come
across. They claim to have burned those corpses that didn’t
simply melt away on their own. They’re concerned because as
the monsters become more aggressive, animals have started
acting skittish, plants have begun to grow strangely, and many
people are having nightmares with alarming frequency.

As the PCs make the final approach to the dungeon, they’re
attacked by a native herd animal. It seems to be in great pain,
and its neck is twisted so that its face stares skyward. Its fur
covers tentacle-like protrusions that grasp weakly at anything
that touches its body. If the PCs kill it, it collapses, its skin
tears open, and several mutated organs clumsily flee its worm-
riddled corpse on insectile legs. Similarly twisted creatures
are found inside the dungeon.

The map is roughly accurate, but as the PCs near their goal
the walls will become progressively more spongy and moist
until chambers seem completely organic, pulsing with life,

and cease to bear any resemblance to the map. In these final
chambers, the PCs will have to contend with trap-filled rooms
featuring acid-filled pits and tentacles arcing with electricity.

The mirror is found in a chamber that appears to have been
gripped by a great hand and pulled like taffy. Made of a green-
flecked golden metal and reflecting a misty vortex in which
forms drift at the edge of sight, it hangs half-embedded in the
wall, as though the wall were growing around it. Its surface
teels almost like a liquid. If a PC pushes his hand through, he
risks attack by something on the other side. As the PCs try to
take it, they’re attacked by a mass of squirming tentacles and
claws from within the mirror. The PCs can either defeat this
monstrosity or try to free the mirror and escape.

If asked, the PCs’ patron will indicate that he intends to find a
way to destroy the mirror. A good hook for future adventures
is to have him be lying about this, or simply fail to destroy
it, which will result in the surrounding region being slowly
warped by the mirror.

Easily adapted to: Action Horror, Anime,
Grim and Gritty Fantasy, High Fantasy, Horror,
“ Pulp, Supernatural, Traditional Fantasy

Tags: (MN) dungeon crawl, magic,
tactical planning, travel, twist




Fatal Imprudence

The Importance of Proper Wording
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he PCs hear a proclamation that all valiant souls should

aid the churchin the recovery ofa stolen object, and when
they inquire about the details of this holy quest they’re led to
the priest who issued the proclamation. He begs them to be
discrete about the true nature of the quest, and explains thata
scroll of prophecy has been stolen; it foretells of a great doom
that would be caused by a yellow-haired child. The church
wants the prophecy returned, but its wording is so vague that
church officials fear what might happen if it becomes popular
knowledge: riots, people murdering yellow-haired children,
and blood running in the streets.

The priest can share two pieces of information to help the PCs
start their hunt: Four men were seen near the temple before
the theft, and only a handful of fences would be able to move a
stolen holy relic. He asks the PCs not to reveal anything about
the prophecy during their search.

Three of the four thieves have been spending their time in a
local bar, arguing about what to do with the prophecy. They
speak in code, so the PCs might encounter them and feel
something is suspicious but not put things together. One of
the thieves has a yellow-haired son and wants to destroy the
prophecy. Two of them want to ransom it back to the church,
while the fourth thief, the leader, is pondering the problem on
his own but keeps tabs on the other three.

Too Late!

Visiting a fence who deals in relics, the PCs learn that a ship-
ment was expected and that it hasn’t been received. If they
play their cards right, the fence will offer to hire them to re-
trieve the relic. The fence can also tell them more about the
thieves, as can other local crooks and ne’er-do-wells.

If the PCs confront the thieves, they will flee. If cornered,
a few will fight but the thief with the yellow-haired son will
surrender. He’ll reveal that he wants the prophecy destroyed
to protect his son. Before he can disclose the location of the
prophecy, the leader will kill him with a crossbow shot and
escape into the area’s maze of alleyways.

A map to the thieves” hideout can be found on one of them,
leading the PCs to the leader. When the PCs show up, he’ll be
scooping up the band’s loot and getting ready to leave town.
The leader can be intimidated or bribed into giving them the
prophecy. He’ll fight if pressed, but prefers to avoid combat.
The PCs should be aware that he still has knowledge of the
prophecy and could retell it, and that he’s not to be trusted—
making him a potential liability.

Easily adapted to: Anime, Grim and Gritty
Fantasy, High Fantasy, Pulp, Sci-fi, Space Opera,
“ Swashbuckling, Traditional Fantasy

Tags: (JA) city, deadline, difficult choice, innocent,
investigative, race, religion, social, villain
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he PCs are approached by a messenger from a nearby

town who asks for their help. A band of goblins (or other
small humanoids) has been raiding the town regularly and
terrorizing its citizens. En route to the town, the PCs face a
challenge that significantly delays their arrival: a flooded river
or other natural hazard, an ambush set by goblin skirmishers,
or a fight with other hostile creatures.

When the PCs arrive in town, they find the townsfolk
distraught, and not just because of the goblin raids. Because
of their delay in reaching the town, a local would-be hero de-
cided that the goblin problem couldn’t wait any longer, and he
set out to take them on himself. The residents beg the PCs to
deal with the goblins and rescue their foolhardy friend.

Arriving at the goblin lair, the PCs must get past entrance
guards in fortified sniper positions. If not defeated quickly,
the guards will sound an alarm, alerting all the goblins in the
lair and bringing reinforcements.

Within the lair, the PCs will have to fight additional
goblins (especially if the alert was raised) as they search for

the would-be hero. Depending on the tone you settle on for
this adventure, he could be dead, captured, or alive; if alive,
he’ll insist on fighting alongside the PCs. With or without
the would-be hero, the PCs must ultimately face the goblin
warlord. If allowed time to prepare, the warlord and his cro-
nies will barricade themselves in a defensible position with
a stockpile of oil that can be turned into bombs and used in
traps.

If the PCs return with the would-be hero alive and well, the
town will hold a feast in their honor and expect to hear tales of
their heroics. If he’s dead, the PCs will be asked to attend his
funeral and say a few words at the grave site. If the PCs are fa-
miliar with the town, this adventure will have more impact—
doubly so if the would-be hero is a friend of theirs.

Easily adapted to: Action Horror, Grim and Gritty
Fantasy, Horror, Post-Apocalyptic, Pulp, Sci-fi,

f} Space Opera, Supernatural, Supers,
Swashbuckling, Traditional Fantasy

Tags: (MN) alliance, combat-heavy, deadline,
dungeon crawl, escort mission, relationship hook,
social, travel
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One-Way Trip
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few months ago, a party of evil adventurers discovered

along-forgotten tomb complex—one that history books
described as being packed from floor to ceiling with priceless
treasures. They entered, but never returned. Several other
adventuring parties followed them in, never to be seen again.
The last to dare the tomb was the dilettante son of a noble
family, not a true adventurer. He too failed to return, and his
family is offering a substantial reward for his rescue—or the
recovery of his body.

Despite the ancient tomb’s fearsome reputation, when the evil
adventurers discovered it they found it to be free of threats—
so they hatched a plan. They snuck back out, spread the word
about the tomb’s treasures, and laid in wait for others to follow
them. One by one, they killed every adventurer who entered
the tomb, including the dilettante, claiming their victims’
magic weapons and other treasure for their own. However, a
tribe of goblins stumbled across the place and decided to take
up residence. They reactivated many of the tomb’s deadliest
traps and boxed in the evil adventurers. The two groups are
locked in a stalemate: The goblins control the entrance area,
including a series of deadly traps, and the adventurers are
trapped in the deepest part of the tomb.

The PCs will first encounter the goblins, who have relaxed
their guard somewhat. They can be bargained with: They want
the evil adventurers dead so that they can claim the tomb for

themselves, and if they don’t have to starve them out, so much
the better. They can also be slain, though this will require run-
ning their gauntlet of fiendish traps.

The second encounter in this adventure involves traversing
the “no man’s land” between the goblins and the adventurers.
The PCs will discover many bodies of fallen adventurers, as
well as the dilettante’s corpse. A few traps must be bypassed,
aswell as undead adventurers who have risen due to the magic
of the tomb.

With the goblins dispatched or turned into allies, the PCs
must face the evil adventurers. In their desperation to escape
the tomb, they delved even deeper, awakening an ancient
monster that had been held in place by a powerful enchant-
ment. The adventurers will try to bargain with the PCs to be
allowed to escape, though few good-aligned groups will do so
once they know why the villains are so eager to flee. If pressed,
they will fight—and they’re well-armed with the spoils of
their looting. For a bigger finale, have the monster break free
during the climactic scene.

Easily adapted to: Action Horror, Grim and Gritty
Fantasy, Horror, Traditional Fantasy

ﬁ Tags: (MR) combat-heavy, dungeon crawl,
exploration, sandbox, social, villain
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Angry Waters

n the middle of a terrible storm, the heroes come upon a

large town and take shelter in the local tavern. The tavern
is mostly empty and the barkeep is thankful for the company,
but warns the PCs that he can’t cook anything for them that
requires water. The town’s well has become poisonous, mak-
ing everyone in the area sick and killing several townsfolk.

Three days ago, a foul rain fell from the skies, burning any
exposed flesh that it touched and killing the local crops and
livestock. When the poisonous rain passed, a heavy del-
uge of normal rainfall began; it hasn’t let up since. The dam
upstream of the town is near capacity and there are fears that
it will break sometime in the next few days, wiping the town
off the map. People would leave, but they’re too sick or too
afraid to abandon their homes. It should be clear to the PCs
that this isn’t a natural occurrence. In order to help the town,
they’ll have to discover what really happened.

The innkeeper gives them their first clue: Seven days ago a
traveler came into town, ate at the inn and then left later that
night, never to be seen again—and he was a cleric of the god of
water. In a fit of drunken rage, the captain of the guard killed
him and hid his crime by burning the body—an affront to the
stranger’s deity. Now the god of water is punishing the town,

and if amends aren’t made the deity will destroy the whole
town in a great flood.

The PCs will discover the cleric’s possessions in the inn,
including some divine scrolls that the innkeeper couldn’t
decipher. Exploring the town, they find signs of violence in
the shrine to the water god, including a town guard emblem
near the site. Outside of town, they find the cleric’s charred
remains hidden in a hunting cabin. During their explorations,
the PCs will be harassed by the town guard; in a separate en-
counter, they’ll be attacked by thugs hired by the captain of
the guard.

The heroes will then need to bring the guard captain to justice
and give the cleric a proper burial according to the precepts
of his faith. If they do this, the well will return to normal, the
rain will let up, and the waters behind the dam will magically
recede to their normal levels, making the town safe again.

Easily adapted to: Grim and Gritty Fantasy,
High Fantasy, Post-Apocalyptic, Sci-fi,
fg Traditional Fantasy, Western

Tags: (PV) deadline, innocent, investigative,
religion




Involuntary Crimes of Love
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First Date

In a busy port city, an ancient wereshark and her adolescent
son are posing as a young noblewoman and her younger
brother, and they’ve embarked on a bloody campaign to con-
solidate her political power in the city. Her plan is to bewitch
her innocent son so that he attacks the children of prominent
families, and she hopes that these attacks will awaken his
innate rage and toughen him up as a man. He knows he’s a
wereshark, but he rarely acts on his animal instincts.

The PCs are helping the city watch investigate series of
mutilations. The crimes all took place in small studios rent-
ed by women whose descriptions match the appearance
of the victims. Each is well-stocked with expensive wine
and art, and each studio is also thoroughly destroyed and
drenched in blood. The victims’ clothes are in surprisingly
good condition, indicating that their bodies were dressed
after their deaths. At each victim’s house, the PCswill find love
letters, art, and an invitation to model from a secret admirer.

During their investigation, the PCs discover that a young
woman in the area who fits the profile has just left for a ren-
dezvous. Bursting in on the scene, the PCs find a naked young
woman desperately trying to fend off a wereshark in hybrid
(bipedal) form. Once the PCs have wounded the wereshark,
he reverts to human form and collapses. The party
escorts him to prison.

Under questioning, the wereshark is shocked
to hear what he has done. He admits to suf-
fering blackouts during recent trysts with a
handful of women, but insists that the women
solicited him and claims to have letters at home to
prove it. The woman says that she arrived at the stu-
dio to model and found a note that apologized for
her host’s tardiness and requested that she be ready
to model upon his arrival. When he showed up, he
made unwelcome physical advances, and when she
rejected him he become angry and transformed
into a hideous monster. Both the wereshark and
the woman mention that a local courier service de-
livered the letters that brought them together.

The courier service is staffed by the mother’s min-
ions, and when the PCs show up they lure them
into a water-filled basement where her fish-man
servants are lying in wait. Ransacking the courier
office yields papers referring to the son as “the
mistress’ brat,” as well as the mother’s address.

At the weresharks’ home, more fish-men keep the PCs busy
while the mother bars the door, sets fire to the building, and
flees.

Exiting the inferno, the PCs follow alarms and watchmen to
the city’s prison, where the mother is trying to free her son.
They flee towards the sea, relying on their natural regenera-
tion to ignore wounds and slowing pursuit with the mother’s
dark magic. If they aren’t brought down before they reach the
water, they will likely escape.

.z ié;dqu

The mother can be used as a powerful nemesis in further ad-
ventures, while the son will either follow in his mother’s evil
footsteps or become an ally if the PCs treated him well.

Easily adapted to: Action Horror, Anime,
Cyberpunk, Gothic Horror, Grim and Gritty Fantasy,

“ High Fantasy, Horror, Pulp, Sci-fi, Space Opera,
Steampunk, Supernatural, Supers, Swashbuckling,
Traditional Fantasy, Victim Horror
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Tags: (MN) city, combat-heavy, innocent,
investigative, madness, monster, race, villain
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Chapter 2

Stolen Treasure
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he PCs come across a group of bandits pulling a wheeled

cage with a woman inside. The woman is well-dressed
and attractive, and she implores the PCs to intervene and set
her free. If they do (running off the bandits with relative ease),
she thanks them and explains that she comes from a town
about two weeks away on horseback, and that the people there
would gladly reward the PCs for her return.

As the PCs trek to her town, she takes a liking to one of them
and tries to initiate a relationship with that PC. This is the
crux of the adventure: The plot won’t play out well unless one
of the PCs falls for her. She reveals little about herself, saying
only that she’s just a simple servant. She insists that she must
return in order to fulfill a debt honorably, and will become sad
and withdrawn as the party gets closer to her town.

When the PCs enter the town, the locals are elated at the
woman’s return. They send a runner to the mountain “to in-
form the dragon of his treasure’s safe return,” which comes
as a surprise to the PCs. The woman then confesses that her
town betrothed her to the dragon in return for the dragon’s

protection. She has been with the dragon for five years, and
her agreement requires her to stay for another 10 years. She
was kidnapped by bandits several weeks ago, and in her ab-
sence the town was preparing to betroth another villager to
the dragon. With the woman’s return, she can now return to
the dragon’s keep.

This should cause great pain for the PC that has fallen for her.
The PCs will have to decide what they want to do about this
situation, and consider the possible consequences. The drag-
on will insist on her return, and if he is denied he’ll demand
another woman as his treasure. The townsfolk, while not fond
of ceding anyone to the dragon, receive protection from the
dragon and aren’t ready to jeopardize the arrangement. The
PCs must resolve this sticky situation.

Easily adapted to: Anime, Grim and Gritty
Fantasy, Horror, Romance, Sci-fi, Space Opera,
“ Steampunk, Traditional Fantasy, Victim Horror

Tags: (PV) difficult choice, monster, relationship
hook, roleplaying-heavy, social, twist

74

Preventing a Duel

wo young lads of noble birth are trying desperately

to back out of a publicly declared duel, but the towns-
folk are too excited about the prospect of a fight to let them
withdraw. The PCs will find that people are eager to gossip
about the origins of the dispute, but that no two stories are
alike. The proprietor of a local news publication is anxious to
uncover the truth, driven to do so either by a dedication to
honest reporting, the desire further a career, the ability use
the information as blackmail, or a combination thereof. To
that end, the proprietor is covertly hiring people to investi-
gate the situation.

In reality, the dispute is the result of a misunderstanding. In
the dead of night, one of the young noblemen spied a masked
figure sneaking away from the family’s estate. Suspecting
a thief, the brave young man embarked on a chase that took
them both all the way into town. After a scuffle, the masked
figure was revealed to be a young man from a rival house. By
this time a crowd had gathered, drawn by the commotion.
Affronted, the pursuer slapped the face of perpetrator and
challenged him to a duel. With the townsfolk as witnesses, he
was obligated to accept.

Both men now regret that encounter, as the perpetrator was
sneaking into the pursuer’s house not as a thief, but to visit
his love—the pursuer’s sister. The two nobles are now trying
to cover up the details in order to preserve the sister’s honor.

Despite attempts at sweeping this mess under the rug, many

people know some part of the story. A gardener has witnessed

the masked figure several times. At a coffee house, a dilettante
reveals that the sister has been swooning over some secret
man, while a horse groomer knows that masked passengers
pay double coach prices for covertness and that they always
travel between the same two city parks. Tailing the lovers
leads the PCs to witness an encounter between them. The
lovers flee when city guards show up and try to apprehend
them—along with the PCs. Regardless of whether the PCs
successfully fight off the guards or are captured and put injail,
one of the lovers finds the PCs and pleads for their help.

This is the crux of the adventure, and from this point events
can go in two directions. If the PCs decide to help the young
nobles, they must find a way to preserve their honor and
the secrecy of the first noble’s love. If the PCs opt to out the
nobles and reveal their dishonor, agents of the two noble
houses will work to sabotage their efforts. Bribery, threats,
fast-paced chases, and attacks are some of the methods that
might be employed to hinder the PCs. Resolution should oc-
cur after a major confrontation, or when the PCs reveal the
true story behind the duel.

Easily adapted to: Anime, Comedy, High Fantasy,
Pulp, Romance, 5ci-fi, Space Opera, Steampunk,

'ﬁ Supers, Swashbuckling, Traditional Fantasy,
Western

Tags: (JA) city, difficult choice, innocent, intrigue,
investigative, mature themes, politics, rivalry,
roleplaying-heavy, sandbox, social, twist
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Rain, Rain, Go Away

Arainstorm has raged over a small region for several days,
and the ceaseless rain is killing crops, flooding homes,
and destroying livelihoods. The villagers turn to the PCs for
help, and local lore points to an ancient storm giant who is
rumored to live atop a nearby mountain. En route to the
mountain, the PCs are challenged by the relentless storm,
which makes navigation difficult and actual travel doubly so.
The storm intensifies the closer they get to the mountain.

Ascending the mountain, the PCs are attacked by orcs. The
orcs are outmatched, and seem more intent on keeping the
party from getting closer to the top than actually trying to kill
them. This is true: They heard that the giant is vulnerable, and
hope to kill him and claim his lair. At the top, the PCs find
the storm giant, who is indeed the source of the never-ending
rain. His mate left him after they had a terrible fight, and in his
griefhe’s lashing out at the surrounding region.

The PCs can simply kill the giant, which will end the storm
and allow village life to go back to normal. If they do, the
mountain orcs claim his lair and use it as a base from which
to launch attacks on the villages. No longer be held in check
by the storm giant, they’ll devastate the region in short order.

A more interesting option is to go after the giant’s mate and
try to convince her to return. Though she did leave in part

because of their fight, she was also under the thrall of the
orc tribe’s shaman, who ensorcelled her with the hope of
achieving exactly these results. The spell will wear oft around
the time the PCs track her down (which isn’t difficult, given
her size and temperament), and if suitably convinced she’ll
return to her mate.

Back at the lair, the PCs arrive in time to spot the orcs
mounting their attack (or midway through the attack, if that
works better for your group). Orc sappers have undermined a
portion of the mountain near the lair, evening the odds some-
what, but after a furious battle the PCs and the giants will
prevail. The reunited storm giants can even be convinced to
pay tribute to the village for the damage they caused.

Easily adapted to: Grim and Gritty Fantasy,
Post-Apocalyptic, Sci-fi, Space Opera,
f‘ Traditional Fantasy, Western

Tags: (MR) alliance, deadline, escort mission,
innocent, mass combat, race, social, twist, villain

Slaying ot a Kinsman Unrecognized

Dark Changeling

76

While ridding an area of an evil witch, the PCs discover
anumber of paintings of a handsome boy growing into
a man, all entitled “My Royal Son.” The witch’s journal re-
veals that she kidnapped the king’s firstborn son decades ago,
substituting a changeling: a doll enchanted to seem like
an infant, or a sickly baby. She then raised him as her own,
using her dark magic to fill him with hatred for the king.
It’s common knowledge that the king’s firstborn son died a
few months after being born. Although he does have other
children, he was diminished by the death.

The final entry in the journal reveals that the witch knows
her end is near. Her beloved son, she writes, will carry on her
legacy by killing his siblings and ascending to throne, where
he will have ultimate authority to continue the witch’s dark
work.

The party must get to the capital city at once and prevent
the royal son from carrying out his mission by any means

necessary. He’s very resourceful, may have the ability to
change his appearance, and is unaffected by the magic wards
that bar those without royal blood from entering the palace.

The PCs may find themselves sneaking into the palace, fight-
ing the royal guards, trying to convince the guards of the plot,
or even demanding a midnight audience with the king him-
self. This shouldn’t be an easy task. If the royal son is caught,
the witch’s enchantments can be removed, but this is a long
and difficult process that will leave many scars on his soul.

Easily adapted to: Grim and Gritty Fantasy,
High Fantasy, Sci-fi, Space Opera, Steampunk,
'ﬁ Traditional Fantasy

Tags: (KS) deadline, epic impact, magic,
politics, social, villain
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Buyer’s Remorse
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n order to keep the region from plunging into war, the duke

has hired a group of mercenaries to assassinate a rival duke.
The duke believes that the assassination will trigger a civil war
in the rival duchy, perhaps resulting in a more agreeable ruler
winding up on the throne. Unfortunately, unbeknownst to ei-
ther of them, the rival duke is actually the employer’s son. The
duchess knows the truth, and she has hired the PCs to stop
the assassins as well as carry a message from her to her son.
However, unaware of his heritage the rival duke has also
hatched a plot of his own. He has dispatched mercenaries
to assassinate the other duke’s wife—his own mother, the
duchess—in the hope that her death will drive his rival mad
with grief.

To reach the duke’s son, the PCs must pass through
dangerous territory. Deception and diplomacy may help, but
with the two duchies at war they're likely to be viewed as foes
by most of the rival duke’s soldiers. The first encounter in this
adventure should be a tense confrontation between the PCs
and some of the son’s forces, which may end in a fight. The
PCs must then catch up to the duke’s mercenaries, who
don’t want to be found, and stop them from completing their
mission.

With the assassins out of the way, the PCs have to infiltrate
the son’s camp and get close enough to him to pass on the
duchess’ message. The message lays out the truth of the rival
duke’s parentage, but he won’t readily believe it—or the PCs.
The people he considered his parents are long dead, although
you might provide a midwife or other intermediary from the
time of his birth to add credence to the claim.

Loyalty

Once convinced of the truth of the message, the rival duke
will share his plot with the PCs. While he can’t leave the front,
he begs them to stop the mercenaries he sent into his father’s
duchy, who must be just a day or two away from killing his
mother. Can the PCs catch the mercenaries in time?

Easily adapted to: Cyberpunk, Grim and Gritty
Fantasy, High Fantasy, Post-Apocalyptic, Pulp,
“ Romance, 5ci-fi, Space Opera, Steampunk,
- Swashbuckling, Traditional Fantasy

Tags: (WC) epic impact, intrigue, politics,
roleplaying-heavy, social, stealth, fravel

Artist: Laine Garrett
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Astealthy, masked figure trails the PCs for a time, then
attacks without warning. If the man is wounded, he
attempts to flee. If he gets away, he begins stalking the PCs
again as soon as he’s healed up. When the PCs finally unmask
their stalker, theyre shocked to discover that he’s a close
relative of a party member. If their attacker survives, which
is the recommended outcome, he remains single-minded in
his determination to slay his kinsman—struggling against
any bonds, spitting expletives, and escaping at the earliest
opportunity.

Searching the relative reveals that he is tattooed with the
symbol of a clan of notoriously persistent assassins. If other
members of the clan observed the relative’s capture, they may
attack the PCs to protect him.

After talking to family members, the PCs discover that their
would-be assassin claimed to have been wronged by his PC
kinsman months ago. He has since been consumed by the
desire for revenge. He disappeared shortly after making dark

declarations against the PC. In truth, he was brainwashed by
the assassin clan—his kinsman never wronged him.

In time, or through magical assistance, the PCs can return
the brainwashed relative to a normal state. He joined the clan
voluntarily, and over time they conditioned him to hate the
PC; ultimately, they ordered him to kill his kinsman as a test
of his loyalty. The fact that the relative is free of their control,
however, doesn’t mean that the assassins will let one of their
number escape so easily. The PCs may have to destroy the en-
tire organization in order to prevent the assassins from mak-
ing regular attempts on their lives.

Easily adapted to: Action Horror, Anime,
Cyberpunk, Grim and Gritty Fantasy, Hard Sci-fi,
“ High Fantasy, Horror, Post-Apocalyptic, Pulp, Sci-fi,
- Space Opera, Steampunk, Supernatural, Supers,
Swashbuckling, Traditional Fantasy

Tags: (MN) betrayal, combat-heavy, difficult
choice, investigative, madness, relationship hook,
roleplaying-heavy
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A Second Chance

his adventure begins in a cemetery on a stormy day,

where the lord (or lady) of the land stands before a grave
site and makes a vow. The PCs are the noble’s retainers, and
the noble is repentant: It was by his hand that the person
interred here was a slain. Worse still, he later learned that the
person was a blood relative. The noble swears to the gods that
if given a second chance, the killing blow would not come
from his hand. Thereupon the heavens open up, releasing a
downpour of ferocious magnitude, and there is a brilliant and
searing bolt of lightning.

In the next moment, the PCs and their liege appear in a
courtyard. The once-slain kinsman stands before them,
making unreasonable demands of the noble. It’s clear the PCs’
liege lord doesn’t recognize his kinsman as such, and sees him
only as a rival noble clamoring for war. Nevertheless, the PCs
remember the grave site and this person’s ultimate destiny.

As the adventure unfolds, the PCs experience a situation that
has transpired before. Their liege orders them to infiltrate
the kinsman’s fortress, elude the guards and the bloodthirsty
twin mastiffs that roam the estate, reach his private quarters,
capture him, and return so that their liege lord may exact jus-
tice on the man.

Knowing that how these events transpire represents a
second chance for their liege, the PCs must work at some kind

Thief of Destiny

of reconciliation—even though their liege might interpret
anything other than outright obedience as betrayal. Their
liege isn’t easily convinced of his blood ties to the rival, so the
PCs should work to locate proof that they are kinsmen and
find a way to present that information before events spiral out
of control.

This could involve another raid on the kinsman’s fortress to
retrieve long-lost birth records, which were inscribed in a
holy book now entombed in the patriarch’s crypt; the crypt
is protected by the ghostly souls of their ancestors. They
might instead seek out a priest who knows how the bloodlines
connect, but who resides in a wilderness retreat that can only
be reached after an arduous and dangerous trek. The PCs
could also consult a mountaintop oracle; he will direct the
PCs to recover an heirloom inscribed with the lost family
history.

Only once the noble decides not to kill his kinsman will the
timeline correct itself, returning the PCs and their liege to a
slightly changed world.

Easily adapted to: Action Horror, Comedy,

Grim and Gritty Fantasy, High Fantasy, Horror,
'ﬁ Sci-fi, Space Opera, Steampunk, Swashbuckling,

Traditional Fantasy

Tags: (TT) alliance, difficult choice, escort mission,
infrigue, magic, politics, roleplaying-heavy, social,
stealth, twist
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'When one of the PCs was born, the local midwife
prophesied great deeds. Before the PC turned one year
old, a visiting wizard overheard the tale and decided to steal
the blessings of the prophecy for his own. The wizard crept
into the sleeping child’s room and took a lock of his hair to use
to create a duplicate.

Years later, the PCs cross paths with a powerful wizard in
red and silver robes and a knight in enchanted plate armor.
The knight acts as the wizard’s bodyguard, and his (or her, if
the prophesied PC was female) visor is down. Having been
ordered by the wizard to stay silent, he doesn’t speak during
the encounter. The wizard offers to auger the future for the
PCs, and proves his abilities by divining a minor detail about
each of them. His offer of augury is made to all of the PCs,
but perceptive characters will notice that he pays particular
attention to the duplicated PC.

For a small fee, he promises to tell each PC something
useful about their future. (Rolling a die before telling each
fortune may help create the illusion that the wizard is actually
performing magic.) Assuming the duplicated PC accepts,
when the wizard divines that PC’s future he proclaims
that the PC will die in his or her next battle. He offers to
ward off that fate by siphoning that possible future into a

brass amulet that he carries for just such a purpose. If the PC
accepts, the wizard will perform a warding ritual—and this
time, actual magic is involved: The PC’s destiny is transferred
into the amulet.

After parting ways with the PCs, the wizard and the duplicate
(who is now wearing the amulet, which channels the PC’s
destiny into him or her) commit a daring theft. When the
PCs pass through the same area, town guards attempt to
arrest them for the crime. This pattern will recur as often as
needed for pacing until the PCs track down the wizard and
the fated PC’s duplicate. Each encounter can involve mystery,
intrigue, diplomacy, or combat as you see fit.

When the party confronts the wizard, he won’t give up the
amulet without a struggle. If the duplicate dies while wearing
it, the duplicated PC’s destiny dies at the same time, making
a confrontation tricky. What will the duplicated PC do about
his or her clone? Can the party afford to leave the wizard and
the duplicate alive?

Easily adapted to: Anime, High Fantasy, Horror,
Supernatural, Traditional Fantasy

.‘ld! Tags: (SM) rivalry, roleplaying-heavy, sandbox,
social, tactical planning, twist, villain
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Chapter 2

Self-Sacrifice for an Ideal
Speaking Truth to Power
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he local lord’s reputation for harsh taxation and political

oppression is rivaled only by his reputation as a diehard
supporter of both king and country. His zealous support is the
only reason that he is tolerated by the king, but things have
changed over the past year.

Taxes have increased while roads, bridges, and garrisons are
in worse repair than ever. Finally, in the middle of a busy
market day, a local farrier climbs atop his stall and loudly pro-
tests the latest tax increase. A crowd gathers, egging him on,
but the lord’s men break it up.

That night, the PCs hear about or witness the farrier being
beaten to death by the lord’s men. His last words are, “What’s
in the horses’ hooves? And what’s in the stables? Only a
traitor’s got business there!” If his body or the crime scene
is investigated, the party will find a number of small pieces
of dark flint, some of them bloody, wrapped in a cloth. The
flint comes from an area of nearby high hills that stand on the
border of a hostile neighboring country.

In the lord’s stables are a few horses with bandaged hooves.
There’s also a newly built section of the stable with locked
doors. Peeking through gaps in the boards reveals a number

Tower of the Necromancers

of new wagons built to carry heavyloads across rough terrain.
Bypassing the locked doors reveals two wagons full of road-
building supplies and plans for a road from the neighboring
country through the flinty hills to this area.

The local lord is committing treason by building a road for an
invading army; in return, he will receive a post in the invader’s
government. The PCs need to get this information to the king
or his agents before being caught.

While the PCs are in the stables, a group of foreign soldiers
disguised as workers stumble in, laughing and talking with
strong foreign accents. If the PCs are caught, the soldiers will
draw weapons and attack while one runs to sound the alarm.
The PCs must then escape the town while it’s in “lockdown”
mode. Even if they defeat the soldiers, they must still get
word, and preferably evidence, to the king while evading the
traitorous lord and his men.

Easily adapted to: Cyberpunk, Grim and Gritty
Fantasy, Post-Apocalyptic, Sci-fi, Swashbuckling,
Traditional Fantasy

v

Tags: (KS) city, epic impact, innocent, infrigue,
investigative, politics, rebellion, social, trade,
travel, villain
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rom within the infamous Tower of the Necromancers,

wizards discharge the magical waste from their vile
experiments into a river that serves as a nearby village’s water
supply. In addition to the effects of pollution (diseases, curses,
deformities, and afflictions), necroplasmic goo from the river
animates roaming undead like wights, skeletons, and other
horrors.

The town’s elders have lodged complaints with their lord,
but he relies on the tower to reinforce his army with magical
support, and resists taking action against the wizards. The
PCs can become aware of the town’s situation after putting
down a roving band of undead horrors that is terrorizing the
region, or when a loved one (or one of the PCs) is affected by
the tainted water.

When word comes that the lord’s own liege plans a visit on
another matter, the more outspoken activists in town hatch
a plan and present it to the PCs. If the PCs stage a raid on the
necromancers’ tower during the royal visit and gather proof
that the wizards are deliberately causing harm, then the
lord will have no choice but to intervene and order the wiz-
ards to find another outlet for their arcane runoff. Of course,

there is one little problem: The wizards have anticipated this

maneuver. They’ve hired assassins to eliminate the PCs and
have secured any incriminating evidence deep within their
tower.

Possible encounters include fighting off a group of undead
horrors, battling assassins in the town’s narrow streets, or
coordinating a first strike and attacking the assassins on the
tower grounds. The PCs will also need to neutralize a magical
barrier that separates the necromantic workshop from the rest
of the tower, overcome the cadre of apprentice necromancers
and their magically summoned monsters, and then destroy
the workshop itself. Ultimately, they must confront the lord
with embarrassing evidence during an audience with the vis-
iting royal.

The PCs face overwhelming odds, and they may need to sac-
rifice much to bring about this confrontation. What are they
willing to give up in order to save the town and its inhabitants?

Easily adapted to: Action Horror, Cyberpunk,
Gothic Horror, Grim and Gritty Fantasy, Hard Sci-fi,
High Fantasy, Horror, Sci-fi, Steampunk, Traditional
Fantasy

Tags: (TT) epic challenge, investigative, magic,
monster, relationship hook, social, tactical planning
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Sagacious Writ

young adventurer was granted a small and troubled

province to rule, and although he did his best the land
fared poorly. His people starved, revolted against him, or
both. He wrote letters asking for guidance from other lead-
ers with prosperous lands. While this helped, his people were
still restless. When one of his mentors passed away, she willed
him a magic parchment that detailed the wisest laws he could
enact.

For years, he copied and enacted these suggestions and his
lands prospered. Studying the scroll’s laws, he has written a
book on governance for his descendants. He now wishes to
pass the scroll on to another benevolent but hopeless bureau-
crat. He has advised a likely candidate for years and has asked
the PCs to visit his protégé to make sure he deserves the scroll.

The protégé is paranoid from years of his subjects making
threats against him, so even with an introduction from his
mentor he’s distrustful of the PCs and requires them to prove
their intentions. He’ll send them to deal with a gang of bandits
who have taken possession of a bridge to an isolated part of his
kingdom. They’ve fortified the bridge with cover positions for
snipers and are demanding tolls from passersby. Their main
camp is just a short distance away, so if theyre attacked they
can easily summon reinforcements.

The protégé will next send the PCs to mediate a tax dispute.
A village is refusing to pay the tax due on their barley,
claiming that they harvested only enough to eat and replant.
Investigating, talking to villagers, and visiting other towns,
the PCs discover that the village’s terrain isn’t suited to the
crop they were assigned. The protégé will drop the tax, ask the
PCs how he is to avoid making similar mistakes in the future,
and enact any reasonable suggestions.

Now comfortable with the PCs, the protégé will invite them
to dinner, during which he’ll be happy to discuss whatever
they like. Using their abilities or through roleplaying, the
PCs must satisfy themselves that the protégé is worthy of the
scroll. During dinner, he will offer knighthood to any of the
PCs who are not already in the employ of another lord.

As written, this adventure deals with evaluating a single pro-
tégé, butit could easily be adapted into a story arc or campaign
by giving the PCs multiple candidates to choose between.

Easily adapted to: Action Horror, Anime,

Comedy, Grim and Gritty Fantasy, High Fantasy,
'ﬁ Horror, Post-Apocalyptic, Sci-fi, Space Opera,

Steampunk, Swashbuckling, Traditional Fantasy

Tags: (MN) intrigue, politics, roleplaying-heavy,
sandbox, social
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The Last Stand

'While the PCs are staying with a local lord, a group of
d

emons is unleashed against his castle—and the only
priest strong enough to dismiss them is half a night’s ride
away. The lord manages to send a messenger to the priest, but
the PCs and the lord’s guards need to hold oft the demons un-
til he arrives. Everyone else is sent into the dungeons, where a
secret passage leads to safety.

The PCs and a handful of defenders must hold off the demons
in order to allow people to escape. The PCs should understand
that the odds of defeating the enemy are remote; the best
they can hope for is to hold the demons off long enough for
the priest to arrive or for the people to get to safety. This plot
also works well if the PCs have loved ones among the fleeing
people: The PCs are, in effect, sacrificing themselves for the
ones they love.

Part of the fun of this scenario is the planning. You should
have a detailed map of the castle and surrounding environs so
that the PCs can accurately plan their defenses. When the de-
mons attack, they should hit hard. The PCs will need to hold
them off as long as possible before falling back. Hopefully,
they can keep the demons at bay until the priest arrives.

The first major encounter is all planning: How will the PCs
defend the castle? The second encounter is the demons’ first

wave; these could be scouts, skirmishers, and outriders or a
sizeable portion of the main force, depending on what suits
your campaign. The third encounter is the main assault:
Demons are everywhere, trying multiple approaches to break
into the castle and overwhelm the defenders. If the PCs
repulse the main assault, the demons can regroup for another
attack before the priest arrives. Getting the priest into range
to banish the demons is the final, climactic encounter.

You can also run this adventure as a purely military scenario
(swapping the demons for conventional forces) or with the
foe being a single terrifying monster or a small band of mon-
sters, which is a good option if you don’t want to run large
numbers of combatants. For an interesting twist, have the
escapees cloaked by magic—a magic that could be overcome
if the monster can bring all its senses to bear against the
fleeing people.

Easily adapted to: Action Horror, Anime,
Gothic Horror, Grim and Gritty Fantasy,

“ High Fantasy, Horror, Supernatural, Swashbuckling,
Traditional Fantasy, Victim Horror

Tags: (WQ) alliance, combat-heavy,
epic challenge, isolated area, mass combat,
monster, siege, tactical planning
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C enturies ago, an ancestor of the current king was
instrumental in defeating a terrible demon, and it has be-
come the sacred responsibility of his line to keep the demon
from threatening the kingdom again. Though the demon can
never truly bekilled, its soul has been kept beneath the palace,
bound in magical chains, ever since its body was destroyed.

The king summons the PCs and delivers terrible news: A theft
has occurred that threatens the safety of the entire kingdom.
The Blade of Stars, the sword that slew the demon’s body cen-
turies ago, is missing. If it isn’t returned to the binding circle
that holds the demon’s soul prisoner, the chains will become
weaker every day until the demon can break free.

The PCs must track down the thieves and recover the blade.
The king will allow them to commandeer a measure of the
crown’s resources in pursuit of their quest. The thieves fled by
ship and sailed for the northlands. The fleeing ship has quite a
lead, and tracking it over the open sea will require ingenuity.

When the PCs catch up to the thieves, their leader—a sorcer-
er who stole the Blade of Stars to enhance her own magic—
whips the waves around the king’s warship into a frenzy, al-
lowing her ship to escape. When the PCs pursue her on land,
she calls a blizzard down upon them, again driving them back.

Self-Sacrifice

A Concubine’s Dilemma

After battling the sorcerer and her band, the PCs recover the
blade. When they return the blade to its place in the binding
circle, the chains strengthen—but not enough. The king’s
wizards are at a loss. Returning to the king’s audience cham-
ber to claim their reward, the PCs are instead greeted by the
high priest. He tells them that the king’s god appeared in the
ruler’s dreams, and has demanded a sacrifice of royal blood
in order to permanently bind the demon’s soul. The king has
refused, and is in seclusion. The high priest asks the PCs to
convince the king to make this sacrifice for his people.

The deity may be satisfied with royal blood from further down
the line, but only a member of the king’s direct line (the king
or one of his children) is guaranteed to be considered an
acceptable sacrifice. There’s no easy solution: Sacrificing the
king’s children will earn the PCs his undying enmity, and con-
vincing him to sacrifice himself will weaken the kingdom—
but someone must die to save the realm.

Easily adapted to: Action Horror, Anime,
Gothic Horror, High Fantasy, Horror,
f‘ Supernatural, Traditional Fantasy

Tags: (SM) deadline, difficult choice, politics, race,
social, fravel, villain

tfor Kindred
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A. local ruler desires a particular woman and wishes to

ake her his concubine, so he throws her husband into
prison and forces the woman to join him in order to keep her
husband alive and well. The concubine wishes for them both
to be free, but she has a dilemma: If her husband is freed first
then she will likely be killed, but if she’s freed first then he will
likely be executed.

Unbeknownst to the concubine, one of the servants has
learned of her dilemma and wants to help. The servant seeks
out the PCs and asks for their aid, noting that the concubine
has been gifted with expensive jewelry and would gladly part
with it in return for their aid. The PCs’ problem is making sure
that both husband and wife can be freed without harm com-
ing to either of them.

The first part of this adventure is observation and informa-
tion-gathering. The PCs must reconnoiter the ruler’s palace
and the prison, likely using deception to gain entry. The ruler
is quite fond of his concubine and not only will he not sell her
atany price, he’ll also become jealous of anyone else who pays

her too much attention. Thus, an offer to buy her will be met
with suspicion and possibly violence.

Once the PCs have managed to map the appropriate areas of
the palace and prison, as well as their environs, then they will
have to carry out their plan. This will likely involve stealth as
well as combat: sneaking into the palace to spirit the concu-
bine away without alerting the ruler’s guards, and then break-
ing into the prison to free her husband, also without getting
caught. Getting both the concubine and her husband out of
the palace in one piece, and without being fingered for the
crime, composes the finale of this adventure.

Easily adapted to: Comedy, Cyberpunk,
Grim and Gritty Fantasy, Hard Sci-fi, High Fantasy,
“ Post-Apocalyptic, Pulp, Romance, Sci-fi,
- Space Opera, Steampunk, Swashbuckling,
Traditional Fantasy

Tags: (WC) alliance, escort mission, innocent,
intrigue, investigative, mature themes, politics,
social, stealth, tactical planning
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No Greater Love

humanoid (orc, hobgoblin, etc.) has taken up residence

on the outskirts of a small town, where she and her
pre-teen son fit in as best they can and try to help out the lo-
cals with their specialized knowledge and unique perspective.
They caused quite a stir when they first arrived, but quickly
settled into a comfortable routine. Their quiet life is disrupted
when the community is stricken by a string of bad luck. Peo-
ple begin to turn the mother into a scapegoat for their woes:
Her fences have been torn down, and someone even tried to
light her house on fire. Recently, her son was viciously beaten.

Walking into town one day as a thunderstorm is brewing, she
recognizes one of the PCs as a friendly face and hands him
a sealed letter that says, “Open afterwards.” She then says,
“Thank you for everything,” and strides off.

A few moments later, as the storm starts to rage in earnest,
the humanoid stands in the middle of the town square and
begins to curse the townspeople. She claims responsibility for
all of their bad luck, and even claims to have slept with halfthe
married men in town. An angry crowd gathers as the storm
breaks, and they stone her to death. The PCs can intervene,
but the woman will be killed before they can protect her.

The letter is brief: “I had no choice. They would have come for
both of us. Please go to the copse behind my house where my

son is waiting. Take him to this place. Tell him I love him.”
This is followed by a crude map showing a route leading out
of town to a residence in a major city. The son is sitting in the
copse by a large sack, eating lunch. When the PCs approach,
he says, “Mother said to wait here for someone. Are you them?
Where is she?”

On their way out of town, the PCs must guard the son from
the townsfolk, who will pursue them and demand his head.
Once they’re clear of the town, they’ll find the city much more
accepting of the son and the special talents he possesses. In
fact, the city folk are so covetous of the humanoid that some
will offer to purchase him for large sums. If the PCs ignore
the offers and take him to the destination indicated on the
map, they will find a kindly, childless couple who are willing
to raise him as their own. If the boy is sold, he will run away
to try and live with his own kind and the buyers will demand
their money back.

Easily adapted to: Grim and Gritty Fantasy,
Post-Apocalyptic, Pulp, Sci-fi, Space Opera,
“ Steampunk, Traditional Fantasy

Tags: (KS) alliance, escort mission, innocent,
mature themes, roleplaying-heavy, social,
stealth, travel
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Say It Ain’t So, Pa

mysterious and elusive bandit leader has become a thorn

in the local duke’s side, raiding tax collectors and wealthy
land owners. The duke wants the leader and his brigands
captured and order restored before this little irritation sparks
a full-blown rebellion.

Talking with tax collectors and nobles reveals little. The tax
collectors know they’re not popular, but the duke’s projects
require funding. The noblemen and gentlewomen consider
themselves blameless, though even their own servants dislike
them—the nobles hold to the oldest privileges and make little
effort to be liked.

Capturing and interrogating a bandit reveals a loose network
of angry locals, crushed under the heavy burden of the duke’s
taxes—which have doubled over the last five years. The ban-
dits are not a group that acts as one, though independent
bands do communicate with one another. Many of the groups
speak of the inspiring words of the man they call “the First
Rebel.”

After the PCslearn of the First Rebel, the duke tells them that
he, too, has had a breakthrough: His men tortured a bandit
from another area, and he now knows the First Rebel’s iden-
tity. He seems to expect the PCs to know the man’s identity
as well, and he questions them on the topic, paying particular

attention to one PC. Then he asks the PCs to aid him in their
arrest of the First Rebel, who is actually that PC’s father. (You
can substitute another relative, instead: A mother or sibling
will have the same intensity with a different feel. A more dis-
tant relative may be a safer choice, as some players won't like
having a parent or sibling involved in this plot.)

The PCs can pose as rebels and gain entry into a local band.
There’s a meeting between bands scheduled in a few days, and
when they attend they recognize the PC’s father, and in turn
are recognized by him. They may see the justness of the fa-
ther’s cause and decide to join him, or they might decide to
stay loyal to the duke and attempt to take the father prisoner.

Whichever route they take, they will come into conflict with
the duke again. If they become rebels, this can substantially
alter your campaign, taking things in a new direction. If they
stay loyal, the duke may demand that they watch the father’s
execution, or perform penance to make amends for his crimes.

Easily adapted to: Grim and Gritty Fantasy,
High Fantasy, Horror, Post-Apocalyptic, Sci-fi,
f‘ Swashbuckling, Traditional Fantasy, Western

Tags: (SM) difficult choice, epic impact, politics,
rebellion, relationship hook, roleplaying-heavy,
shady, social, twist

. Kseiue:[




. — - ’ - ; v _1

Fantasy

N
i
(P]
<d
[
&
<
O

None Shall Pass
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D eep in the ruins under a large city, a hole leading to some
nefarious underworld constantly spawns demonic
creatures. Positioned at a choke point between the rift and
civilization, an ancient, divine hero holds back the waves
of evil. A few elders in the city above know of the hero’s
existence, and adventurers occasionally bring tales of his
fight to protect his descendants to the surface world. Below
the hero’s position lie even older ruins, overrun with demonic
forces and littered with the corpses of would-be heroes. The
PCs seek a treasure that lies below the hero’s chokepoint, and
must venture underground to find it.

Reaching the hero requires navigating the labyrinth above
and braving the hazards within. This dungeon is a mix of
ancient ruins, natural caves, monster burrows, and sewers
all jumbled together. The deepest layers are the natural cave
formations where the rift on which the city was inadvertently
built is located.

The hero waits within a small natural cavern that forms
a choke point between the lower and upper levels of the
dungeon. He is beset regularly by the wretched creatures
from below. The hand of his god keeps him healed, elimi-
nates the need for sustenance, and slows the advance of years.
When not fighting he will be happy to discuss his charge with
anyone who asks, and he’s grateful for the company, especially
if his visitors lend their swords to his cause. He warns against
going any deeper into the caverns below: Not only are they

The Shield of Forever

crawling with the vilest beasts, but the tricks employed by
some of his foes obligate him to slay any who try to pass from
below unless they can prove their nature beyond the shadow
of a doubt.

Below the hero lies a wealth of ancient treasures for the
taking, including the item the PCs need to recover. In these
lower halls, evil creatures are everywhere and the PCs run the
risk of not only being slain but also of being corrupted and
possessed. To successfully recover the item, they must both
survive the lower halls and find some way to prove their true
nature to the hero so that he will allow them to pass on their
return journey.

A grander goal is to try to close the rift itself and thus per-
manently end the threat. While this may be possible, doing
so requires the PCs to divine and execute a solution while
defending themselves at the very heart of the dungeon.

Easily adapted to: High Fantasy, Sci-fi,
Space Opera, Steampunk, Swashbuckling,
“ Traditional Fantasy

Tags: (MN) combat-heavy, difficult choice,
dungeon crawl, exploration, monster
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patron of treasure hunters summons the PCs to his villa

nd asks them to undertake a mission to recover a fabled

artifact: a shield known to have healing properties. He says he

sought the PCs out because he has lost contact with the previ-

ous expedition he sent for the treasure—an expedition led by
arelative of one of the PCs.

He doesn’t know where along the trek the relative disap-
peared, only the starting point. It will be necessary, he says, to
retrace the first expedition’s tracks and find the clues needed
to reach each successive destination while encountering the
same obstacles as the previous expedition.

As the PCs retrace the previous expedition’s steps, they find
the bodies of its members at every stage of their journey. They
also encounter bodies encased in ice and guarded by a magical
creature that ensnares unwary prey in an ice prison, a group of
evil dwarves mining a cliff face and gleefully burying travelers
amid the rocks below, and finally a large, underground cham-
ber inhabited by fanatics. The fanatics once possessed the key
granting entry to the vault containing the legendary shield,

and they’ll attack all treasure-seekers because the relative’s
party stole the vault key from them.

Eventually, the PCs will catch up to the sole survivors of the
expedition: the relative and one other person. The wards
surrounding the legendary shield require a living soul in ex-
change for the power of the aegis, so someone must stay be-
hind while the others escape with the shield.

Who will make that sacrifice? Or will they leave the artifact in
place for all eternity, as those who devised the trap intended?
And what of their patron: How will he react to news of the lost
expedition or the artifact itself?

Easily adapted to: Grim and Gritty Fantasy,
High Fantasy, Post-Apocalyptic, Pulp, Sci-fi,
“ Space Opera, Traditional Fantasy

Tags: (TT) difficult choice, investigative, magic,
relationship hook, trade, travel




All Sacrificed tor a Passion
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My Country, ‘Tis of Thee

demon in the guise of a man has infiltrated the kingdom,

and through his powers of deception he has wooed the
queen and placed her under several magical charms. In so
doing, he has slowly taken power for himself. Under the de-
mon’s influence, the queen has rebuffed those closest to her
and welcomed untrustworthy advisors. These newcomers are
robbers clothed in silk who owe allegiance only to the usurper.

Those close advisors to the queen who have attempted to warn
her against relinquishing too much authority to this man have
been banished or punished. An investigation into the situa-
tion reveals that the demon’s thugs brazenly invaded an exiled
advisor’s estate, prompting a hasty rescue of his family; later
they learn that a meditation chamber exists deep under the
castle, guarded by minor demons and traps and filled with
unholy relics. The PCs also turn up clues pointing towards a
mirror of revealing, an artifact that displays the true nature
of anything or anyone caught in its reflection, and they learn

The Bishop’s Rod

that the queen’s handmaiden fled after she spied the demon in
his true form. She now hides from a coterie of demon-spawn
that was sent to kill her.

This is a sandbox adventure: Once in possession of some or all
of the above clues, the PCs can come up with their own way to
try and resolve the situation, likely involving several encoun-
ters. It will take a daring plan to unmask this scoundrel as the
demon he truly is. Whose passion is strongest—the demon’s
lust for power or the PCs’ love of queen and country?

Easily adapted to: Action Horror, Gothic Horror,
Grim and Gritty Fantasy, High Fantasy, Horror,

“ Romance, Supernatural, Swashbuckling,
Traditional Fantasy

Tags: (TT) betrayal, epic impact, intrigue,
investigative, magic, monster, politics,
sandbox, social, spirit, stealth, villain
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bishop (or a similar figure, like a master wizard)

summons his subordinate, one of the PCs, early in the
morning on a feast day. He tells the PC that a great vision was
revealed to him last night: the location of a holy rod that is
sacred to their church. Great cunning and sturdy hands will
be required to recover it, and he tasks the PC with arranging
an escort for the journey to the artifact site several hundred
miles away. The PC and the escort (which includes the other
PCs) will accompany the bishop.

On the journey, the bishop has nightmares each night. If
asked, he explains that his nightmares are of heretics claiming
the artifact first. This is a lie. In truth, he’s filled with guilt and
is steeling himself for the terrible thing he feels he must do:
sacrifice the priest PC in order to acquire the rod. The bishop
knows that the artifact, which is genuine, can only be claimed
by one willing to give her life for god, and he’s too much of a
coward to do so himself.

After morning prayers one day, the bishop warns the PCs that
he foreseesthat they will be attacked at noon. The attack comes
on schedule: Heretics who worship a dark cult dedicated to
the bishop’s god swarm the party, targeting obvious members
of the faith before anyone else. During the battle, the enemy
leader raves about the “Rod of Mastery” having returned to
earth. After the dust settles, it’s clear that without the bishop’s
warning, the party would likely have been defeated.

The next obstacle is to pinpoint the location of the holy rod.
The bishop’s vision revealed the rod in a cave above the group’s
destination. While searching the area, they encounter other
priests of their faith who also seek the rod. Some are members
of dark cults who may attack the party, set ambushes, or hide
and follow the PCs.

When the party finds the rod, they see that it’s surrounded by
a hazy red energy field. Direct approaches have no effect—
the field can’t be breached. At this point, the bishop will try to
incapacitate the party so that he can sacrifice the priest PC.
That sacrifice will dispel the field, allowing the bishop to take
the rod. If he fails, a fight will break out.

Presuming the PCs defeat the bishop, the rod is—for the
moment—unattainable. But dozens of other groups are
converging on the party’slocation, and it’s possible the bishop
had other allies, allowing this plot to become the springboard
for future adventures.

Easily adapted to: Anime, Grim and Gritty
Fantasy, High Fantasy, Horror, Sci-fi, Space Opera,
“ Supernatural, Traditional Fantasy

Tags: (SM) alliance, betrayal, difficult choice,
escort mission, race, religion, rivalry,
roleplaying-heavy, siege, tactical planning,
fravel, twist
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Chapter 2

Forever Yours
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he characters discover a magical ring with many de-

fensive and utilitarian properties in a treasure horde.
Upon picking it up, the PCs hear occasional sniffles and
sighing. The ring is intelligent and can speak, but it’s reluc-
tant to communicate unless cajoled. It holds the soul of a
young poet who, unable to accompany his love on her ad-
ventures, sold everything he owned and paid to have himself
imbued within a powerful item—this ring, which was to be
delivered to her. Instead, he’s spent years in treasure piles
or in the possession of a series of increasingly more horrid
adventurers. He begs the PCs to help reunite him with his lost
love.

Following up on his tale, the PCs will discover that the soul
in the ring isn’t exactly the man he described himself to be.
The crafter of the ring admits that he sold it to an adventurer
after he never received payment for its creation. Hunting
down the poet’s parents reveals that they were outraged to
discover that their son financed his cockamamie scheme by
selling not only his own possessions and home, but theirs as
well. While they stopped the sale of their home in time, many
of their possessions were never recovered. Those familiar with
the poet’s work regard him as a talentless hack, and many who
knew him considered him to be a spineless, irritating whiner.

The Price of Love

During the PCs’ travels, the ring will be stolen by a pixie or
other capricious spirit. Though the ring teleports back to its
rightful owners, the pixie is determined and harasses the PCs
until they convince it to leave them alone.

If the PCs take too long to find the poet’s beloved, he will
become annoyingly vocal and harass them incessantly. If
treated badly, or if he becomes convinced that the PCs are
making no attempt to help, he’ll do his best to make life as
miserable and difficult for them as he can—even going so far
as to alert foes to their presence and deliberately attract the
attention of thieves.

When the PCs find the poet’s lost love, she wants nothing to
do with the ring. She launches into a lengthy rant about the
poet’s ability to annoy her decades after she fled from his
constant harassment. After this confrontation, the ring will
have a change of heart and will ask the PCs to deliver him to
an adventuring bard who could make use of his magic and
who might help him improve his poetry.

Easily adapted to: Anime, Comedy, Grim and
Gritty Fantasy, High Fantasy, Horror, Sci-fi,
f‘ Space Opera, Steampunk, Supernatural,
- Swashbuckling, Traditional Fantasy

Tags: (MN) bearers, investigative, sandbox,
social, spirit, twist

94

Everyone knows the story of the warrior-priest whose
power protects the city. Since he forswore all earthly
pleasures and dedicated himself to his deity, he has been
undefeated in single combat and mass warfare. His divinely
granted power has kept the city safe for the last 20 years, and
hasinspired many to dedicate theirlives to a greater cause. He
is a hero in the truest sense of the word.

But now, all of that has changed. The warrior-priest has taken
a consort, a stunningly beautiful and enchanting woman,
and the deity has withdrawn his favor. The PCs become
privy to this sensitive information, and the local ruler asks
their help in keeping it secret. If enemies of the city or of the
warrior-priest’s deity find out, they will use this vulnerability
to their advantage.

Initially, a spy tries to get this information to his boss. The
PCs may notice someone leaving in a hurry after learning of
the affair, or may be sent to catch him. This happens more
than once over the course of the adventure.

The warrior-priest’s consort is actually an avatar of the
goddess of beauty and vanity, though he doesn’t know it.
She’s merely showing off her power and means no ill will to-
wards the city or the warrior-priest, and she isn’t evil. In her

presence, her appeal is undeniable. Outside of her presence,

it’s impossible to understand why the warrior-priest would
give up so much for her.

If confronted, she uses her considerable influence to calm
those around her so that she may continue her game in peace.
If the danger that she has caused to her new lover can be
proven to her, she’ll break her spell and leave as gracefully as
she can. If physically attacked, she’ll retaliate, revealing that
she’s much more than human. Defeated or revealed, she’ll
release the warrior-priest from her spell, but whoever attacked
her will owe the goddess a debt for their offence.

Free of her spell, the warrior-priest will go on a quest for his
redemption. In his absence, the PCs are asked to help keep
up appearances, preferably with one of them appearing as
the warrior-priest. If word gets out that the warrior-priest is
absent, the city will need to be defended from raiders,
infiltrators, and possibly even infernal beings.

Easily adapted to: Anime, Comedy,
High Fantasy, Post-Apocalyptic, Romance,
f‘ Sci-fi, Traditional Fantasy

Tags: (KS) betrayal, city, combat-heavy,
epic challenge, epic impact, intrigue,
investigative, magic, mature themes,
religion, rivalry, roleplaying-heavy
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Divine Retribution

he high priest of a local temple broke his vows and had

relations with a pilgrim, who then departed the city. In
retribution, the temple’s vengeful deity has begun hammering
the city with disasters. The high priest has prayed for penance,
but his god has informed him that he must bring the pilgrim
back to the city and that both of them must beg for penance in
order for the disasters to cease.

This adventure begins shortly after the PCs enter the city,
when a disaster strikes; this can be a freak weather condition,
pestilence, a swarm of vicious animals, or an earthquake—
whatever best fits your campaign. During the disaster, the
PCs learn that this isn’t an unusual occurrence: The city has
been suffering strange and deadly occurrences for the past
week. The PCs’ actions or their reputation bring them to the
attention of the high priest, who asks them for an audience.

The high priest explains his transgression and his god’s de-
mand. He can’t leave the temple, nor would he know where
to go if he could. He’s uncertain about pilgrim’s identity, but
knows which group she was traveling with, what she looks
like, and that she has a distinctive birthmark on the back of
her neck. The PCs will have to hunt this group down, identify
the pilgrim, and convince her to return to the city and seek

forgiveness. En route, they’ll encounter at least one threat:
bandits, monsters, severe weather, or some other challenge.

Unfortunately, the pilgrim turns out to be a married
noblewoman, and public knowledge of her tryst (about which
she has no remorse) will likely plunge the region into war.
She also has no intention of returning to the city. The PCs will
have to find some way to change her mind, or they may end up
dooming the city—and possibly surrounding communities as
well, if the god’s wrath grows.

If they do convince her to return, then they may abate
the divine wrath but now have a temporal concern: The
noblewoman’s husband demands satisfaction for her
crime, and will accept a duel between the PCs and his own
champions in lieu of his wife’s execution.

Easily adapted to: Gothic Horror, Grim and Gritty
Fantasy, High Fantasy, Horror, Pulp, Romance,

f‘ Sci-fi, Space Opera, Steampunk, Swashbuckling,
Traditional Fantasy, Victim Horror

Tags: (WQ) alliance, deadline, difficult choice,
epic impact, escort mission, infrigue,
investigative, mature themes, politics, religion,
roleplaying-heavy, social, spirit, travel

Necessity ot Sacriticing Loved Ones

Appeasing the Chimera
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Achimera rules over the countryside from its roost high on
a bluff overlooking the village. To appease the chimera,
the villagers hold a lottery once a year to select three sacrific-
es. These three people trek up the bluff on the night of the first
full moon each summer, and the chimera consumes them.

A few villagers have had enough of this barbaric practice
and have sent emissaries to hire a group of mercenaries—
the PCs—to put a stop to the chimera once and for all.
Not everyone, however, agrees with the decision.

The villagers who orchestrate the lottery rig the drawing in
order to settle scores within the community or to protect their
loved ones from the chimera’s teeth. When they learn why the
PCsare in town, they don’t stand idly by: They hire sellswords
of their own and put the PCs’ names into the lottery.

During the course of the adventure, the PCs may encoun-
ter a sheriff and several deputized citizens tasked with tak-
ing the PCs into custody on trumped-up charges, a dark elf
scouting party that emerges from the chimera’s lair on the

eve of the sacrifice, and an evil wizard who likes things just
as they are and tries to prevent any interference. Inside the
well-guarded lottery office within the town hall, the PCs can
find ledgers, extra chits with certain names on them, a drawer
holding chits withheld from the lottery, a magical device that
skews the results, and any number of other indicators that the
drawing is far from fair.

Alittle investigation into this arrangement reveals something
more sinister than a chimera getting a free meal. The chimera
is only the tip of the iceberg—merely a guardian at the mouth
of a great underground complex. Deep within the bluff,
cultists and dark elves are gathering their strength for araid to
capture villagers and farmers and take them as slaves.

Easily adapted to: Action Horror, Gothic Horror,

Grim and Gritty Fantasy, Horror, Post-Apocalyptic,
f‘ Pulp, Sci-fi, Space Opera, Supernatural,

Swashbuckling, Traditional Fantasy

Tags: (TT) deadline, innocent, isolated areaq,
monster, sandbox, shady, stealth
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My Brother’s Keeper
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n order to stop an enemy invasion, the king acquiesced to

his son’s demand that he be allowed to lead an elite unit
into battle. The king’s army won, but the prince’s unit was
utterly destroyed and the prince is believed to have been
killed. The king was devastated and gave up his throne to his
other son, who has turned out to be a tyrannical ruler.

The crown prince didn’t die. He was captured and nursed
back to health, but was kept as a hostage by the leader of the
enemy army. Thisleader believes that the new king, the crown
prince’s brother, would prefer that his brother were actually
dead, and thus has kept the first-born’s fate a secret to be used
to his advantage.

The second-born son has learned about his brother’s
existence and is worried that it may harm his claim to the
throne. The king hires the PCs to find and execute his brother,
who he claims attempted to betray their father and now lives
in the enemy kingdom as a reward for his treachery. The king
also claims that his brother is using his knowledge of the
kingdom to help the enemy plan a successful second attack on
his domain.

The PCs will have to travel through enemy lines and assault
the castle where the first-born is being held prisoner. They

should encounter an enemy force while crossing their lines
and then face a heavily defended castle. Stealth will be their
ally for the second encounter, as they sneak into the castle to
locate the crown prince. If they don’t question their mission
once they actually meet him, they’ll unwittingly destroy the
kingdom’s last best hope for a good king. If the PCs learn the
truth, then they’ll have to help the first-born son escape from
prison and return home to stake his claim to the throne.

As an interesting twist, both brothers genuinely like each
other and neither is willing to murder the other with his own
hands (although they don’t have a problem doing it by proxy).
This could make the adventure’s finale a social encounter that
features a debate between the brothers—with the PCs caught
in the middle.

Easily adapted to: Grim and Gritty Fantasy,
High Fantasy, Pulp, Romance, Sci-fi,
'ﬁ Space Opera, Steampunk, Supers,
- Swashbuckling, Traditional Fantasy

Tags: (WQ) difficult choice, innocent, intrigue,
investigative, politics, social, stealth,
tactical planning, travel, twist
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All the King’s Men

or several years while the king was off conquering a

distant land, the kingdom’s prince has ruled in his
father’s stead. The prince has governed justly and well, unlike
his father, feeding the poor from the royal granaries during a
famine and imprisoning cruel lords favored by his father when
they treated the people poorly. News arrives that the war is
won, and the king is due to return home within a few weeks.
This sandbox-style scenario is intended for PCs who are well-
established in a particular kingdom (ideally, some will be
courtly nobles or advisors), and it can significantly alter the
future of that domain.

With the king on his way, many advisors attempt to persuade
the prince to retain the crown. A few cynically prepare for a
return to the old ways, and hide documents that show them
in a less flattering light. The prince is reluctant to betray his
father’s trust and resists calls to fight. Creative advisors, like
the PCs, might convince the prince to propose that the king
govern the conquered lands while the prince continues to rule
their homeland in his name.

Persuading the people to stand by their prince takes effort:
While he’s widely loved, few want to risk the civil war that will
resultif the king reclaims his throne and they have defied him.
A few nobles loyal to the prince communicate regularly and
are ready for action. They will abide by the prince’s decision,

whatever it may be. Sufficient force can bring the king to the
negotiating table: He doesn’t want to cripple his army in a
civil war.

The king’s first action when he comes ashore sets events
in motion. Having been kept apprised of some of what has
transpired in his absence, he commutes the sentences of
the cruelest lords who were imprisoned by his son. Then he
summons them to a full council session in order to learn
exactly what his son has been up to for the past few years.
Though shaken, the prince doesn’t want to release the impris-
oned lords.

Whichever side and whatever course they take, the PCs will
drive this adventure through their actions. The consequences
of civil war should be clear, as should the consequences of a
return to the king’s old ways. Faced with terrible choices, what
will the PCs do?

Easily adapted to: Cyberpunk, Grim and Gritty
Fantasy, High Fantasy, Post-Apocalyptic, Sci-fi,
ﬁ Steampunk, Traditional Fantasy, Western

Tags: (SM) alliance, difficult choice, epic impact,
innocent, intrigue, mass combat, politics,
rebellion, sandbox, social, tactical planning
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Kill Me a Son

royal advisor meets with the PCs to tell them of the king’s
worrisome recent visit to the oracle. The oracle’s answers
are usually riddles, and often point to unexpected solutions to
the petitioner’s problems, but this time everything is different.

The oracle said, “The king must kill his firstborn in ten days’
time, or all is lost.” No ambiguity, no riddle, and no hope. The
prince is a fine young man, and none of the issues facing the
kingdom require such a drastic measure. But the oracle has
never been wrong before. The king cannot disobey the oracle,
but neither will he kill his own son. The advisor suspects a
conspiracy and begs the PCs to uncover the truth.

The oracular procedure begins when the petitioner brings
a living sacrifice and a valuable gift to the temple. He then
crawls into the oracle’s chamber, prostrates himself, and
asks one question of the oracle. The petitioner must remain
prostrate until the answer is complete and leave immediately
afterwards. The king entered as he had many times before, and
heard the answer clearly. He even rose and asked, “Are you
sure?” The oracle nodded, dreamily.

The king has been infected with an exotic ear parasite which
repeats anything spoken into its nest while blocking out all
other words. The guilty party is the king’s animal handler,
who planted the parasite, accompanied the sacrificial lamb,
and made the false prophecy. He is a follower of a dark power,

swayed by the promise that the next monarch will elevate his
station.

The PCs may consult the oracle, and may speak with the
priests and priestesses of the temple, but won't be allowed to
inspect or directly question the oracle or the chamber. There
is nothing unusual at the temple.

Asked about the event, the king mentions that the oracle’s
voice seemed to have an unusual quality, and absently tugs
at his ear. If the parasite is found, the king will eventually
remember tripping over a goat in the stables, and the animal

handler who helped him up.

Ifthe animal handler suspects the PCs are on the trail, his cult
will send assassins to stop them. The nest can be found on him
orin his lodgings. The handler has an uncanny knack with an-
imals, and will use it to defend himself or get away.

Easily adapted to: Action Horror, Anime,
Gothic Horror, Grim and Gritty Fantasy,

“ High Fantasy, Horror, Supernatural,
Traditional Fantasy

Tags: (KS) deadline, difficult choice, innocent,
intrigue, investigative, magic, mass combat,
monster, politics, religion, rivalry, shady, siege,
social, villain
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The Missing Prodigy

remote village and a nearby temple have an agreement:

Each year the temple chooses one of the village’s young
people to come live and work at the temple, and in exchange
the temple provides free services to the village. This year the
temple has selected the sherift’s daughter, a promising young
healer. However, the girl disappeared during the night on her
trip to the temple, leaving her escort baftled.

The sheriff, who has had an oppositional attitude towards
the temple since they failed to save his wife’s life during
childbirth, refuses to help find his daughter only to have her
become a slave to the temple. This stance has put him under
heavy suspicion. Unbeknownst to everyone, the daughter was
approached in the night by a fey elf who overheard the girl’s
escort discussing her skill as a healer. He asked her to help his
village, which is suffering from a plague. The daughter agreed,
and she’s currently combating the elves’ disease, though she is
unable to do more than alleviate the suffering of the victims.

If the PCs manage to track the girl back to the well-hidden
elven village, the elves are reluctant to let them enter due to
the disease, but will agree to send the girl out to meet with
them. She tells them that she has no desire to leave, and that

she feels the best service she can provide the temple’s god is
to stay and help the suffering elves. She won’t leave unless the
PCs force her to, though she will be happy to write some let-
ters to her father and the temple explaining the situation as
long as the PCs promise to keep the location of the village a
secret.

If the PCs offer to help investigate or fight the plague, they’ll
be cautioned of the danger but allowed to provide their aid.
However, the disease only affects those of magical blood, so
the PCs may be immune (as is the girl). With proper knowl-
edge, the disease is revealed to be a magical curse bestowed by
a foul black unicorn that lairs nearby. If the PCs track down
and destroy this dangerous beast, the plague will break within
a few days.

Easily adapted to: Anime, Grim and Gritty
Fantasy, High Fantasy, Sci-fi, Space Opera,
“ Steampunk, Swashbuckling, Traditional Fantasy

Tags: (MN) difficult choice, exploration, innocent,
investigative, isolated area, monster, race, religion
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Chapter 2

Rivalry ot Superior and Inferior

Staking Claims

101

n isolated kingdom has been plagued by a fearsome

monster (such as a dragon or the equivalent) for a many
years. The king has decided that it’s time to stop placating the
beast and destroy it once and for all. Unfortunately, the cure
may be worse than the disease: Once the monster has been
defeated, a number of lesser, but still quite dangerous,
contenders will try to claim its hunting grounds.

The PCs are hired by the king to go to the monster’s lair and
slay it. The lair is located deep within a dangerous region of
the kingdom (as few would build settlements so near to the
creature), and the PCs will face at least one ambush by the
region’s monstrous denizens en route to the lair. The lair itself
is a high mountain cave that’s protected by a crumbling for-
tress; the fortress is inhabited by lesser creatures that either
serve or are ignored by the main monster.

Once the PCs have slain the great beast, they return to the
palace as conquering heroes. Unfortunately, the king then

Contested Ground

receives news that two new monsters have invaded the
kingdom—and a third is on its way to the palace itself. The
king asks the PCs to beat back the attack on the palace, and
then put down the other two monsters before they leave the
kingdom in ruins.

If the PCs are from the kingdom, then one of the new
monsters will attack the PCs” home manor or village, making
things personal. You can also have an NPC lay the blame for
the destruction of her community on the PCs, providing fuel
for future adventures.

Easily adapted to: Action Horror, High Fantasy,
Horror, Sci-fi, Space Opera, Supernatural,
f! Traditional Fantasy

Tags: (WC) epic challenge, epic impact,
isolated area, monster, politics,
tactical planning, trade, travel, twist
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M elven warrior is disturbed by the encroachment of
umanity: Her sacred woodlands are being overrun by
ignorant heathens. Her unusual hair, which is made of moss
and twigs, signals her favor in the eyes of the goddess, and she
commands a large and growing group of followers. Opposing
her is a young baron, desperate to clear more of the forest to
create new farmland. He’s haughty but genuinely cares about
his people, and the expanding human population needs to eat.

The PCs become involved in this power struggle when they
come across a macabre scene while traveling through the bar-
ony: a group of woodcutters who have been slaughtered and
impaled on stakes of freshly cut lumber. The dead are all hu-
man, but elven blood mingles with human blood in the grass,
suggesting that there was an attack and elven casualties were
removed from the scene. While the PCs are investigating, a
group of human knights ride up. Shocked and outraged, they
decry the violence.

Once convinced that the PCs weren’t involved, the knights
ask the party to accompany them into the forest to track down
the murderers. Along the way, they fill the PCs in on their side
of the conflict between the baron and the elven leader. A few

miles into the forest, animal sounds suddenly cease, and arain

of arrows hails down around the explorers. Non-human PCs

may receive different treatment, and any PC may be able to

convince the elves not to kill them all—but the knights and
the elves fight each other without mercy or quarter.

What happens after the attack depends upon your group. If
the PCs side with the elves or the humans, their course is
clear: The elves will use terror tactics and guerrilla warfare to
drive off the humans; the humans will clear-cut the forest and
sow fields to grow food for their people, killing any elves that
get in their way. Some groups will elect to act as peacemakers,
seeing the bloodshed on both sides as a senseless waste oflife.

A major scene should bring things to a head. Either the elves
strike a human keep, sparking all-out war, or the humans head
into the forest and sack an elven temple with the same result.
If war sweeps across the region, many innocent lives will be
lost on both sides.

The war will continue unless the PCs throw themselves into
the battle on one side or the other, or coordinate peace talks
between the elves and the humans. Each side is strongly con-
vinced of the justness of their cause, and disdains the other
side. Achieving a compromise will not be easy.

Easily adapted to: Anime, Grim and Gritty
Fantasy, High Fantasy, Post-Apocalyptic, Sci-fi,
f‘ Space Opera, Steampunk, Traditional Fantasy,
- Western

Tags: (SM) alliance, deadline, difficult choice,
innocent, mass combat, politics, religion,
sandbox, social, tactical planning
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The Wizard Who Lost His Staff

103

Not all wizards are created equal, and that’s certainly true
of the misfit mage who has sought out the PCs. This
wizard wishes to employ the PCs to recover his lost staff—the
only thing that gave him any credibility as a mage—and he
can pay generously.

If asked how he lost his staff, he shrugs and says it was stolen
by a showy rival who’s always looking for opportunities to lord
it over him. Embarrassed, the misfit wizard won’t easily admit
that his rival stole the staff while the magically inept wizard
was doing the one thing he does do well: seducing his rival’s
wife. The cuckolded wizard could, philosophically speaking,
be justified in stealing the misfit’s staff—not that the misfit
would ever admit that to the party.

As an additional torment, this rival has sold the staff to a local
pasha who fancied it as a prize. The misfit mage suggests that
recovering the staff from the pasha should be easier than get-
ting it back from another wizard. The PCs can try to resolve
this situation in any number of ways. However, if the superior
wizard learns that the PCs are actively trying to recover the
staff, he tries to intervene.

The PCsmight decide to enter the pasha’s compound disguised
as servants, in which case they immediately fall under the
direction of the chief steward. He sets them to scrubbing pots
and cleaning statuary—which, if played smartly, grants them
access to the pasha’s harem. They could meet a mystic who
offers them the use of his flying carpet to aid in a rooftop raid
on the heights of the pasha’s palace. They’ll soon discover that
the carpet is intelligent and has other plans in mind, like a
joyride over the city. The PCs might also follow a false lead to
the pasha’s heavily guarded treasure room, which is trapped
with all manner of mechanical devices and automated
guardians. None of the traps are lethal, but they ensnare the
PCs in embarrassing ways by dangling them upside down or
splashing them with itching powder.

This adventure is best run as a lighthearted and farcical romp,
with the PCs shuffling between all the parties in the palace
who want or don’t want the misfit mage’s staff.

Easily adapted to: Comedy, Cyberpunk, Grim

and Gritty Fantasy, Pulp, Romance, Sci-fi, Supers,
'ﬁ Swashbuckling, Traditional Fantasy

Tags: (TT) investigative, isolated area, magic,

politics, roleplaying-heavy, shady, social, stealth
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Tarnished Reputation

During along-term stay in a city that’s also home to some
of the PCs’ established foes, the PCs have a run-in with a
pickpocket that turns out to be far more trouble than it should
be. This adventure is best used when the PCs don’t have the
option to leave the city; inclement weather and crafting time
are two good excuses to keep the PCs in one location.

In a tavern or on the street, a pickpocket is caught stealing
something inconsequential from a PC, such as loose change
or food. This works best if you choose a character that won’t
react too poorly. Whatever the PC’s reaction, the pickpocket
goes red in the face and begins throwing ridiculous accusa-
tions and excuses at the party. The PCs were “cheating.”
They’re “just trying to embarrass” him. After a few moments,
the thief storms off, swearing revenge for this “humiliation.”

From then on, the thief makes a nuisance of himself, playing
childish pranks on the PCs, such as ruining their baths, ex-
posing them to allergens, or hiring bards to sing embarrassing
songs about them. He tends to target PCs who seem to take
themselves too seriously.

The thief then starts spreading rumors that the PCs claimed
they could take down another group (adventurers, thieves’
guild thugs, mercenaries, etc.), and the maligned group
decides a street ambush will teach the PCs a lesson. They
surround and attack the party as they travel through the city.

The PCs may also discover that a few of their personal effects
are missing. Later, they're visited by the city watch and ar-
rested. They’re shown their missing items, which were found
at the scene of a robbery. If they can’t convince the watch to
release them, they’ll be released in a few days when the watch
has proven to their satisfaction that the PCs weren’t involved.

Having failed to trip the PCs up too badly, the thief will
broker peace between two of the PCs’ foes and plan to am-
bush the party. Leading a mixed force, the pickpocket engages
them in an alley, bringing in flankers from behind and ranged
attackers from the rooftops. The thief stays in the rear, direct-
ing the battle. If the PCs break through the line or damage
him with ranged attacks, he attempts to flee. If the PCs don’t
kill or capture the thief, he’ll lie low for a while but will likely
return later as a recurring villain.

Easily adapted to: Anime, Comedy,

Grim and Gritty Fantasy, Hard Sci-fi, High Fantasy,
f‘ Post-Apocalyptic, Pulp, Sci-fi, Space Opera,

Steampunk, Supers, Swashbuckling,

Traditional Fantasy

Tags: (MN) city, intrigue, rivalry, social, villain
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The Lesser of Two Rivals

105

he PCs are contacted by a retired adventurer who is

having visions of one of his old comrades—missing for
over a decade—trapped in a small cell. The party is asked
to investigate the site of the friend’s last adventure: an old
wizard’s keep deep in the wilderness. They find the keep’s
mechanical and magical defenses are weakened but still ac-
tive, as the wizard recently died in his sleep. The adventurer is
held in a state of suspended animation, but the wizard’s death
weakened the spell, and he can nowbe freed. He is as young as
the day he was ensorcelled, and will help the PCs clear out the
rest of the wizard’s keep if they like.

After a few weeks of freedom, the rescued adventurer contacts
the party with a mission: While he was in stasis, his wife was
kidnapped, brainwashed, and made to marry another man.
The adventurer offers the PCs a reward for their assistance.

Unfortunately for him, after a period of mourning the
wife moved on, eventually getting married again. Her new
husband is a good man, more reliable but not as wealthy or
adventurous. She has even borne him two children, and
wishes to stay with him. The adventurer can’t believe this.
He’s convinced that she must be under some kind of spell,

and has already threatened her new husband.

The wife also insists that the PCs help her, as they have
brought this terrible situation upon her family. She demands
that they do whatever it takes to keep her ex-husband away.

Whether motivated by guilt, love, madness, or just the desire
to win, the adventurer will not easily back down. Left alone,
he will almost certainly kill the new husband and lose his ex-
wife forever. He won’t use deadly force against the PCs unless
they do so first. What the man really needs is a new reason
to live (a cause, another adventuring party, etc.), and his old
companions may guide the PCs toward this answer.

Easily adapted to: Anime, Grim and Gritty
Fantasy, Hard Sci-fi, High Fantasy, Horror,
ﬁ Post-Apocalyptic, Pulp, Romance, Sci-fi,
- Space Opera, Steampunk, Supernatural,
Supers, Traditional Fantasy

Tags: (KS) difficult choice, dungeon crawl,
exploration, innocent, magic, mature themes,
monster, relationship hook, rivalry,
roleplaying-heavy, social, spirit, stealth, twist

Adultery

Cooties

106

n a small frontier town, a young man spent his idle hours

with a local nature spirit, eventually playing along during
bonding rites while ignorant of their nuptial nature. The spirit
became enraged when he eventually snubbed her for a fling
with a local girl, and placed a curse on the town that causes
members of the opposite sex to break out in burning, itching
hives whenever they come within 30 feet of one another—
thus keeping the spirit’s husband from his new lover.

The young man is too stubborn to return to the spurned spirit
and make amends, and while some of the wiser townspeople
recognize the curse as the wrath of a nature spirit, they don’t
know what is necessary to appease it. The townspeople are
becoming desperate and many are trying anything they can
think of to appease the spirits—or are simply fleeing town. If
the PCs do nothing, the town will soon be abandoned.

On the road to the town, the characters encounter a family
leaving town with a wagon loaded down with everything they
own in tow, driving their animals before them. Though the
men are driving the animals at the front of the procession
and the women are following behind, they are all still obvi-
ously uncomfortable, and constantly scratch their splotchy,
inflamed skin. Beyond rumors of an angry nature spirit, they

don’t know the cause of the affliction, but otherwise willingly
share everything they know about the town. They encourage
the characters to turn back.

It hasn’t taken much to push the more volatile members of the
town over the edge, and some are willing to try anything to
stop the curse on their village, including hauling people out
of their beds in the middle of the night and making examples
of them. A group of agitated young men have dragged a young
woman who often spends time out in the forest out of her
house, and they accuse her of somehow offending the spirits.
If the PCs do nothing, they may injure or kill her in their zeal.

The nature spirit waits for her lover to return and beg for-
giveness at the place where she first met him, a secluded for-
est clearing by a stream. If others find her there, she will not
immediately admit to cursing the village, but is clearly up-
set for some reason. With clever or sympathetic interaction,
she’ll disclose the entire sordid story, and the PCs will have a
chance to talk her into lifting the curse.

Easily adapted to: Anime, Comedy, Grim and
Gritty Fantasy, Supernatural, Traditional Fantasy

' Tags: (MN) deadline, innocent, investigative, iso-
lated area, magic, roleplaying-heavy, social, spirit
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The Shepherd’s Crook(ed)

A-ltocal rake accused of many affairs with married women
urns up dead in an alleyway. It’s hardly news, but two
similar murders happen the following week. All three victims
have reputations as “the other man,” and all were beaten to
death with a blunt object. Soon after, however, a young man

with nothing more than a minor reputation as a flirt turns up
dead. And then another, and another.

Townsfolk speculate about the presence of a succubus, a
vengeful woman, or a jealous man. The sheriff advises young
men to stay in groups at night, but takes little further action.
Women of “negotiable affection” are suspected, threatened,
and even beaten. The streets are empty at night. The sheriff is
in no hurry to investigate as crime has gone down since the at-
tacks began. The local priest takes the opportunity to preach
about the dangers of immorality.

The priest has been corrupted by a cursed walking stick, and is
the one committing the murders. A demon disguised as an an-
gel gave him the stick, convincing him to carry it by claiming
that the implement drives out immoral behavior. The demon
then cursed the stick such that it encourages the priest to see
immorality where ever he looks and to act violently against it.
It also aids him in remaining unseen, though not necessarily
invisible, and is a powerful weapon when wielded like a club.
The priest has developed a bit of a limp, which he thinks is just
an injury incurred during one of the murders, but is actually
one of his feet slowly turning into a cloven hoof. The more the
priest uses the walking stick, the greater his corruption. The
demon is hungry for his soul.

The PCs may be asked to investigate by the family of one of
the victims, or by a madam whose business is faltering. They
may also have known one of the victims.

Opportunists will thwart the PCs’ investigations. Some gangs
of thieves have taken to scaring off guards by moaning and
thumping the ground and walls with a cudgel. More than a
few scores are being settled by hired thugs with clubs, and
one enterprising theater troupe has made a costume of a huge
cloaked man with a stout staff that they use to frighten victims
into giving up their coin.

But the true victims are not mugged, just savagely beaten to
death. The crime scenes show the uneven footprints of the
cloven hoof, and witnesses may come forward once they real-
ize the PCs are truly interested in catching the killer. They’ve
seen the attacker limping during fights, which could lead the
party to the priest. If confronted, the priest will put up a fight,
and the demon may shed its disguise and come to his aid.

Easily adapted to: Action Horror, Anime,

Gothic Horror, Grim and Gritty Fantasy,

High Fantasy, Horror, Supernatural, Supers,
Swashbuckling, Traditional Fantasy, Victim Horror

-4

Tags: (KS) city, deadline, difficult choice, innocent,
investigative, madness, magic, mature themes,
monster, relationship hook, religion, rivalry,
roleplaying-heavy, shady, social, spirit, stealth,
twist, villain

Artist: Philip Miller
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Infatuation and Jealousy

108

While the PCs are in the court of a local noble, the noble
becomes infatuated with one of them. It doesn’t matter
if the PC returns the affection—in fact, this scenario works
better if the PC doesn’t want the attention. Even if rebuffed,
the would-be suitor attempts to court the PC with messages,
gifts, and invitations. The complication, of course, is that the
noble is already married and has a jealous spouse—and the
PCs need to accomplish something in court (or may even
have been hired by the noble’s wife), and can’t simply flee the
situation.

This is a comic plot that works well when overlaid with
another adventure, but it can also stand alone. The noble’s
wife believes that an affair will blossom, no matter how
unlikely that actually appears, and takes steps to ensure that it
does not. The first encounter involves the wife politely trying
to convince the PCs to leave her husband alone. If they agree,
which they likely will, this is followed by the noble redoubling
his efforts to win the key PC’s affection.

If you really want to drive home the insanity of the situation,
then the noble won’t take no for an answer. He simply believes

The Laughing Princess

that the PC is playing hard to get and counters every refusal
with even more attention. This naturally increases the ire of
his spouse, who will step up her own attempts to dissuade the
affair.

While the PCs are trying to wrap up their court business,
the noble conspires to trap the key PC: He makes getting
whatever it is that they need contingent on their attendance at
a celebratory dance. Depending on how this social scene goes,
the PCs may find themselves in a duel for their honor, fleeing
the grounds pursued by guards, or able to finish out the dance
without any problems.

In the finale, the noble’s wife—who simply cannot be con-
vinced that the PC has no interest in her husband—tries to
have the PCs assassinated. Can the PCs escape the assassins’
blades and still salvage their original mission in court?