AA Title Page

[Just the title, in A-HEAD style.]

 

CC Table of Contents

[Prepared at SJ  Games]

[Inclusion of all remaining sections is mandatory except where marked ONLY WHERE APPLICABLE. Titles are up to you, except where marked DO NOT RETITLE. Page counts may vary as indicated, but must add up to 16 pages in total. We may do adventures of other lengths as well, and they will also follow this outline.]


BB Summary (2-3 pages)

[Use an appropriate title. The GM should be able to read this section and get a feel for how it will play out, and get excited about it. Although there is a Hooks section further down, the real hook is when the GM communicates his excitement to the players. This section should provide a sketch of the scenario in broad strokes: the scope (short fight or epic campaign), an overview of what is happening (who's killing whom), what abilities will be required of the adventurers, and a rough sketch of the major Events and Conflicts. A Conflict is a motivating force for the adventure, whether in the form of an NPC noble or a forest fire. The important thing is that a Conflict drives the action in the absence of the PCs.]

 

C-BOX At a Glance

[DO NOT RETITLE. This box is two reference lists. The first is each Event, the Location(s) that Event occurs at (or might occur at), the Conflict(s) involved in the Event, and the page number for each. The second is each Conflict, the NPC(s) or special section for that Conflict (if any), and the page number for each. This will usually be a small box, but it's an important one.]

 

CC Key Elements

[DO NOT RETITLE. This should list all of the Events and Conflicts that are key to the plot. Most adventures will include more than these as filler, hooks, interesting sidebars, and whatnot – but this short section should tell the GM, right now, which are the most important.]

 

CC Protagonists

[DO NOT RETITLE. This should explain the requirements the adventure places on the PCs. For a well-designed adventure, this should include plenty of alternatives. For example "This adventure can be run as a combat grind (if the PCs decide to participate in the gladiatorial duels themselves) or a political game (if they prefer to hobknob with the aristocrats and "influence" the fights in some other fashion) – the important thing is determining the outcomes of the fights, by whatever means, so that The King's Daughter is not married off to The Poisoner. For fighting, it is recommended that a PC have around 60 points in relevant advantages and skills; for politics, a skill of 13-15 in the relevant skills for the PC's approach to politics (whether that's espionage, persuasion, blackmail, or theft) should be sufficient." Where you can build in some flex, do so.]

 

CC Hooks

[DO NOT RETITLE. A hook is a reason to play. Most GMs have plenty of hooks into their players already, but it is a virtue and a kindness to show the GM any built-in doors. As a general rule of thumb, the four hooks are altruism, greed, fear, and authority. Having one or two of those for each of the possible objectives in the adventure (whether that's rescue the King's Daughter, expose The Poisoner, or whatever), and making sure that each is well-represented, is usually sufficient. It's also important that variant play styles be allowed for in the hooks – if all of the hooks will only appeal to good guys, you aren't providing a sufficient variety to affect a whole party.]

 


DD Psycho Killer

[Some players are going to want to pick fights. The reasons why are both numerous and mysterious, but for some reason, instead of doing what you expect, one or more of the PCs whip out their weapons and go to town on someone. This section should include some general advice for ways to reign the players in . . . without actually preventing the fight. Decoy targets, ways to allow a victory in battle while still costing the war, replacement strategies for the most needed Conflicts, and so on.]

 

CC Custom Fit

[DO NOT RETITLE. This section should provide the GM with plenty of ways to adapt this adventure to his campaign . . . or just change it for no good reason whatsoever.]

 


DD Overhauling Scenery

[Ways to adapt the plot to very different worlds.]

 


DD Using Conflicts With Your Own NPCs

[Some standard text explaining how to layer a Conflict onto a PC: adapting or altering motivations, skill additions, and so on.]

 


DD Major Changes

[DO NOT RETITLE. A few short paragraphs on how to turn the whole adventure on its head (perhaps the PCs work for a crime boss who wants The Poisoner stopped . . . but wouldn't mind if the PCs could get the fight thrown in the right direction so that HE can marry The King's Daughter!) is also good. Further custom fit notes might include things like "What if gladiator matches aren't legal in your campaign? You have a lot of options! It could be under the table – throwing  some of your crime lords into the Poisoner's ally list could make it even more fun! If one of the PCs is skilled with horses, perhaps a series of races; or you could substitute almost any ladder competition, even chess. Alternately, it could be an overland race to complete a quest – insert any other adventure of your choice, but add in a bunch of competing parties!" This is also a good place to give advice for running a "bad guys" version of the scenario, like the crime boss example above, or even as actual allies of The Poisoner (in which case, you would advise beefing up the King's side of the conflict).]

 


DD Stuff You Can Use

[A laundry list of good things you can crib from this adventure to use elsewhere. Consider it a sell sheet!]

 

CC Weird Abilities

[DO NOT RETITLE. Mind-reading, teleportation, flight abilities, eidetic memory . . . this section should go through the Advantages list (or maybe through a standard checklist we put together!) and find the stuff most likely to break the adventure, and then find a way to deal with it. Bans, "that doesn't work here," and similar "dumb denial" methods are frowned upon – far better to allow the mind-reading, but find a way to make the adventure challenging anyway. Measures designed to defeat determined, professional mundane investigation can often foil the weird. Among other things, this section should include a brief discussion of cell structure, covering tracks, moving targets, chaff, and enemies who use similar tactics. This section may have a number of DD headings, and we may standardize some abilities later.]

 

CC Spin Offs

[This section should cover ways to spin the adventure off! In some ways, this is an extension of the rewards section of Hooks, above – except that the reward is more things to do, rather than some material trinket. A good way to populate this section with adventure seeds is to go through the list of Locations and think of one-sentence things you could also do in those Locations, and then go through the list of Conflicts and think of one-sentence things they could also be involved in.]


BB Locations (3-8 pages)

[DO NOT RETITLE. This chapter includes both advice on using the GM's existing locations, and pre-gen Locations for the GM who doesn't have one already created. Each Location gets its own CC heading. Locations should be in alphabetical order.]

 

CC Location #1

[Use an appropriate title. Generally, the title here should be very generic – The Arena rather than Oakdale's Hole or Muscel Fighting Pit. The first paragraphs should describe only the elements of the Location that are important to the adventure. For example, The Fighting Pit may need to have stands, an aristocratic box that the PCs are trying to finagle their way into, an area for fighting that allows exotic weapons, and an off-stage area where the various fighters can have conversations.]

 


DD Events

[DO NOT RETITLE. This should give a brief summary of each Event (each Event gets an EE head) that might happen in the Location.]

 


DD Pre-Gen Location

[Use an appropriate title. This title should be specific – Oakdale's Hole would be fine. This section will include a more detailed description of a location that fits the requirements described above, and possibly interesting additional features that might interest the PCs. A specific location that can be "borrowed" for use as a Location in other settings gives added value, and should be provided where possible.]

 



EE Pre-Gen Map(s)

[A map that can fit on the same page as the pre-gen location is ideal, and extremely detailed maps are not ideal. Less is more here, so long as the basic tactical arrangement of scenery can be visualized.]


BB Events (2-5 pages)

[DO NOT RETITLE. This chapter covers the plot, and is the meat of the book. Each Event gets its own CC heading. Events should be in chronological order where possible. Adventures should generally be heavier on Events than Conflicts. Freeform GMs tend to prefer Conflicts over Events, but . . . we already include Conflicts in most of our books (in one form or another), and freeform GMs tend to not buy adventures. Railroad adventures have a huge advantage for GMs without a lot of time to prepare, groups with poor self-motivation, and pick-up beer & pretzel games, and those are the GMs who buy adventures.]

 

CC Event #1

[Use an appropriate title, such as "The Finals Championship." Try not to be so clever that the GM can't find it later. The first paragraphs should summarize the Event, list what Locations it can occur in, who the major Conflicts involved are, and what the major expected outcomes are. If the Event occurs all in one stage, a full description of the Event goes here.]

 


C-BOX Hooks

[DO NOT RETITLE. Thought you were done with hooks, right? These are actually the important hooks – while the GM may have plenty of campaign-specific reasons to get the PCs involved in the plot, these are the much smaller hooks that actually drive the specifics of the plot along. There need to be a fair number of these! As a rule of thumb, there should be at least 2-3 hooks to this Event for each other Event that could lead to this Event. Many of these hooks can be lumped together (for example, "The Two Drunken Aristocrats offer cash to enter The Arena and throw a fight" could happen in almost any setting where the PCs are interacting with aristocrats).]

 


DD Sub-Event #1

[ONLY WHERE APPLICABLE. Most Events take place in stages, and each stage should have a DD head and explanation of what is going on, what Conflicts are involved, and what rolls might be involved. A step-by-step walkthrough is a good approach, as long as you leave plenty of flex.]

 


DD Denouement

[DO NOT RETITLE. This should discuss possible results of the Event, and specify what Events it is most likely to lead to.]

 


DD Holes

[DO NOT RETITLE. What happens when the PCs cleverly dodge this Event? How important to the plot is it? What are some alternatives?]


BB Conflicts (2-5 pages)

[This chapter covers the Conflicts. A Conflict can be an NPC (or organization), a natural disaster (quake, flood, fire, starvation, etc.), a MacGuffin, or anything similar. It is a motivating agent for the adventure. Each Conflict gets its own CC heading. Conflicts should generally be listed in order of importance or alphabetically.]

 

CC Conflict #1

[Use an appropriate title. The title should be generic, like the Locations. "The Poisoner," "The King's Daughter," "The Friendly Baron," and "The Two Drunken Aristocrats." The first paragraph should summarize everything the Conflict needs to fill his role. For example, "The Poisoner wants to marry the King's daughter, and he has arranged a situation where the outcome rests on a gladiator ladder match . . . with no intent of fair play, naturally. The NPC Lord Darius of Wilhelme is designed for use, but almost any socially adept villain in your campaign could fill the role."]

 


C-BOX Interactions

[DO NOT RETITLE. Each other Conflict gets an EE heading here, and a short description of the relationship or impact between the two. Most interactions will not need more than a sentence or two.]

 


DD Cause and Motivation

[DO NOT RETITLE. This section should describe why the Conflict is doing what it is doing. An NPC will have his motivations listed here. This should expand on the description in the first paragraph, above. For example, "The Poisoner has determined that a Barony would provide him with sufficient resources to resist the King's irritation over forcing His hand . . . and would open the way for The Poisoner to perhaps gain stewardship over a sickly son, and thus (in all but name) be King himself. It doesn't hurt that the King's Daughter is young and beautiful, of course."]

 


DD Resources

[DO NOT RETITLE. This section should describe what resources the Conflict has to accomplish his purpose (or what effects the Conflict generates that is the problem), and how he might use them. As always, paint these in broad strokes, and offer alternatives.]

 


DD The Protagonists

[DO NOT RETITLE. This section should describe the Conflict's relationship to the PCs. Some Conflicts will be allies or beneficial things, while other Conflicts will be enemies and obstacles, and still others will vary according to the actions of the PCs.]

 


DD Events

[DO NOT RETITLE. This section should describe what Events the Conflict is directly involved in, and what the Conflict will tend to do if the PCs do nothing. Good planning here can help provide the illusion that "things happen in the background."]

 


DD Holes

[DO NOT RETITLE. What happens when the PCs cleverly remove this individual as a consideration? Assume they find a way – "don't allow it" is inadequate advice.]

 


DD Custom Fit

[DO NOT RETITLE. This should describe ways to adapt the Conflict to another campaign. Layering the Conflict over an existing NPC or motivating force, ways to adjust the Conflict's motivations to better fit (such as "If you need a more sympathetic Poisoner, you could replace his ambition with true, reciprocated love for The King's Daughter . . . and replace the King with a real bastard who has no respect for an alchemist commoner."), and so on.]

 


DD Pre-Gen NPC

[ONLY WHERE APPLICABLE. The title should be the name of the NPC. This section will provide a bare bones NPC that can fulfill the needs of the Conflict. For example, "Lord Darius of Wilhelm is an aristocrat of the grand style. Flowery oratory, sweeping arm gestures, and poison in your cups before you know it. His only relevant skills are High Society! 14, Fencing! 9 (though he uses a Puissance +3 sword to appear more skilled), and Poisoner! 16. He is known for his Charisma +3, but he is not particularly attractive or unattractive, and he has no advantages useful for combat." Note that NPCs should be painted in broad strokes – even in campaigns that don't use wildcard (bang) skills, NPCs can use them. It's much easier for the GM to tweak three or four wildcards by ± a couple of levels than to diddle around with points and lengthy skill lists, and NPCs do not need the kind of detail that PCs do.]


BB Appendix (0-4 pages)

[ONLY WHERE APPLICABLE. This is the section for any new spells, magic items, monsters, "things the PCs might find," and so on. It will vary a bit by adventure, but is generally a kitchen sink affair.]

 

CC Monsters



CC Spells



CC Magic Items



CC etc.

[Each actual item will have its own DD heading.]


BB Appendix 2: Ready-Made Characters (2-3 pages)

[This section should include some well-defined characters that a group can simply pick up and run with, who are appropriate to the adventure.]

