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I. Introduction
A. Foreward
Is Dungeon Mastering an art or a science? An interesting question!
If you consider the pure creative aspect of starting from scratch, the ”personal touch” of individual flair that goes into preparing and running a unique campaign, or the particular style of moderating a game adventure, then Dungeon Mastering may indeed be thought of as an art.
If you consider the aspect of experimentation, the painstaking effort of preparation and attention to detail, and the continuing search for new ideas and approaches, then Dungeon Mastering is perhaps more like a science - not always exacting in a literal sense, but exacting in terms of what is required to do the job well.
Esoteric questions aside, one thing is for certain - Dungeon Mastering is, above all, a labor of love. It is demanding, time consuming, and certainly not a task to be undertaken lightly (the sheer bulk of the book you hold in your hand will tell you that!). But, as all DM’s know, the rewards are great - an endless challenge to the imagination and intellect, an enjoyable pastime to fill many hours with fantastic and often unpredictable happenings, and an opportunity to watch a story unfold and a grand idea to grow and flourish. The imagination knows no bounds, and the possibilities of the game of ADVANCED DUNGEONS & DRAGONS are just as limitless. Who can say what awaits each player, except a cornucopia of fantasy and heroic adventure? So much is waiting, indeed!
This book holds much in store for you as a DM- it is your primary tool in constructing your own “world”, or milieu. It contains a wealth of material, and combined with the other works of ADVANCED DUNGEONS & DRAGONS (the MONSTER MANUAL and PLAYERS HANDBOOK) gives you all the information you need to play AD&D. But, as always, one more thing is needed - your imagination. Use the written material as your foundation and inspiration, then explore the creative possibilities you have in your own mind to make your game something special.
Dungeon Mastering itself is no easy undertaking, to be sure. But Dungeon Mastering well is doubly difficult. There are few gamemasters around who are so superb in their conduct of play that they could disdain the opportunity to improve themselves in some way. Fortunately, this work addresses the matter at length, and gives you plenty of suggestions on all aspects of Dungeon Mastering (as well as some of the finer points) in order to help you improve your own efforts. Take heed, and always endeavor to make the game the best it can be - and all that it can be!
Mike Carr

TSR Games & Rules Editor

16 May 1979

[Original 1st edition AD&D Dungeon Master’s Guide]

B. Preface
What follows herein is strictly for the eyes of you, the campaign referee. As the creator and ultimate authority in your respective game, this work is written as one Dungeon Master equal to another. Pronouncements there may be, but they are not from "on high" as respects your game. Dictums are given for the sake of the game only, for if ADVANCED DUNGEONS & DRAGONS is to survive and grow, it must have some degree of uniformity, a familiarity of method and procedure from campaign to campaign within the whole. ADVANCED D&D is more than a framework around which individual DMs construct their respective milieux, it is above all a set of boundaries for all of the "worlds" devised by referees everywhere. These boundaries are broad and spacious, and there are numerous areas where they are so vague and amorphous as to make them nearly nonexistent, but they are there nonetheless.
When you build your campaign you will tailor it to suit your personal tastes. In the heat of play it will slowly evolve into a compound of your personality and those of your better participants, a superior alloy. And as long as your campaign remains viable, it will continue a slow process of change and growth. In this lies a great danger, however. The systems and parameters contained in the whole of ADVANCED DUNGEONS & DRAGONS are based on a great deal of knowledge, experience gained through discussion, play, testing, questioning, and (hopefully) personal insight.
Limitations, checks, balances, and all the rest are placed into the system in order to assure that what is based thereon will be a superior campaign, a campaign which offers the most interesting play possibilities to the greatest number of participants for the longest period of time possible. You, as referee, will have to devote countless hours of real effort in order to produce just a fledgling campaign, viz. a background for the whole, some small village or town, and a reasoned series of dungeon levels - the lot of which must be suitable for elaboration and expansion on a periodic basis. To obtain real satisfaction from such effort, you must have participants who will make use of your creations: players to learn the wonders and face the perils you have devised for them. If it is all too plain and too easy, the players will quickly lose interest, and your effort will prove to have been in vain. Likewise, if the campaign is too difficult, players will quickly become discouraged and lose interest in a game where they are always the butt; again your labors will have been for naught. These facts are of prime importance, for they underlie many rules.
Naturally, everything possible cannot be included in the whole of this work. As a participant in the game, I would not care to have anyone telling me exactly what must go into a campaign and how it must be handled; if so, why not play some game like chess? As the author I also realize that there are limits to my creativity and imagination. Others will think of things I didn't, and devise things beyond my capability. As an active Dungeon Master I kept a careful watch for things which would tend to complicate matters without improving them, systems devised seemingly to make the game drag for players, rules which lessened the fantastic and unexpected in favor of the mundane and ordinary. As if that were not enough hats to wear, I also wore that of a publisher, watching the work so as to make sure that it did not grow so large as to become unmanageable cost-wise. None of this was compromise, per se, but the process was most certainly a refining of what should logically be presented in the system.

Returning again to the framework aspect of ADVANCED DUNGEONS & DRAGONS, what is aimed at is a "universe" into which similar campaigns and parallel worlds can be placed. With certain uniformity of systems and "laws", players will be able to move from one campaign to another and know at least the elemental principles which govern the new milieu, for all milieux will have certain (but not necessarily the same) laws in common. Character races and classes will be nearly the same. Character ability scores will have the identical meaning - or nearly so. Magic spells will function in a certain manner regardless of which world the player is functioning in. Magic devices will certainly vary, but their principles will be similar. This uniformity will help not only players, it will enable DMs to carry on a meaningful dialogue and exchange of useful information. It might also eventually lead to grand tournaments wherein persons from any part of the U.S., or the world for that matter, can compete for accolades.
The danger of a mutable system is that you or your players will go too far in some undesirable direction and end up with a short-lived campaign. Participants will always be pushing for a game which allows them to become strong and powerful far too quickly. Each will attempt to take the game out of your hands and mold it to his or her own ends. To satisfy this natural desire is to issue a death warrant to a campaign, for it will either be a one-player affair or the players will desert en masse for something more challenging and equitable. Similarly, you must avoid the tendency to drift into areas foreign to the game as a whole. Such campaigns become so strange as to be no longer "AD&D". They are isolated and will usually wither. Variation and difference are desirable, but both should be kept within the boundaries of the overall system. Imaginative and creative addition can most certainly be included; that is why nebulous areas have been built into the game. Keep such individuality in perspective by developing a unique and detailed world based on the rules of ADVANCED D&D. No two campaigns will ever be the same, but all will have the common ground necessary to maintaining the whole as a viable entity about which you and your players can communicate with the many thousands of others who also find swords & sorcery role playing gaming as an amusing and enjoyable pastime.

As this book is the exclusive precinct of the DM, you must view any non-DM player possessing it as something less than worthy of honorable death. Peeping players there will undoubtedly be, but they are simply lessening their own enjoyment of the game by taking away some of the sense of wonder that otherwise arises from a game which has rules hidden from participants. It is in your interests, and in theirs, to discourage possession of this book by players. If any of your participants do read herein, it is suggested that you assess them a heavy fee for consulting "sages" and other sources of information not normally attainable by the inhabitants of your milieu. If they express knowledge which could only be garnered by consulting these pages, a magic item or two can be taken as payment - insufficient, but perhaps it will tend to discourage such actions.

I sincerely hope that you find this new system to your taste and enjoy it. The material is herein, but only you can construct the masterpiece from it, your personal campaign which will bring hundreds of hours of fun and excitement to many eager players. Masterful dungeoning to you!

E Gary Gygax 

[Original 1st Edition AD&D Dungeon Master’s Guide]
C.  The spirit and intent of the game.

It is the spirit of the game, not the letter of the rules, which is important.  Never hold to the letter written, nor allow some barracks room lawyer to force quotations from the rule book upon you, if it goes against the obvious intent of the game. As you hew the line with respect to conformity to major systems and uniformity of play in general, also be certain the game is mastered by you and not by your players. Within the broad parameters given in the Advanced Dungeons & Dragons volumes, you are creators and final arbiter.

By ordering things as they should be, the game as a whole first, your campaign next, and your participants thereafter, you will be playing Advanced Dungeons & Dragons as it was meant to be.  May you find as much pleasure in so doing as the rest of us do!

D. Regarding this revision
All role-playing games take place within a fictional environment.  In games based on Dungeons and Dragons these are most often referred to as a Universe or distinct universes separate from other timelines of fictional or non-fictional settings.  In Multiverse, the universe of my creation, this barrier between the realties of each Universe is called the Flux or sometimes the Void.  The Flux is in essence the entire realm of all probabilities, which may occur in an infinite amount of time.  It is in itself a sort of Universe “black box” where once a universe is sufficiently stable and coherent that is it self supporting and unique it sustains itself.  
Each universe or “Universe” abides by its own set of unique, though often quite similar natural laws.  Examples of a Universe include our own reality or at least the fictional parallel universes which are essentially the same as our reality, the Star Trek universe, the fictional world of the DC or Marvel Comics, the Star Wars Universe, the World of Greyhawk, Forgotten Realms, Birthright, and others.  Each has subtle or not so subtle differences in the laws governing science, technology, and/or magic.  The faster than light travel of a Star Trek universe or the powers of “The Force” of Star Wars are no more consistent with one another or other universes than they are with reality.

This is a compilation of house rules, errata, notes, and details of interpretations that I as DM employ in running my fantasy campaigns.  I have also included a variety of articles and commentary I have selectively chosen for its quality and similarity to my personal views from a variety of sources.  The majority of my gaming experience is based on the traditional 1st edition AD&D rule books and other core material.  I have customized and elaborated upon these rules over the years to become tailored to my gaming preferences, style, and personal tastes and have codified my personal variations in my version of the Player’s Handbook as an accepted set of house rules I will DM.  This said, I have found at least a few additional game mechanics that I feel comfortable using in my campaigns, any of which I consider valid and all of which can be used to adjudicate the interaction in my campaign world Multiverse based on the consensus between myself and my players.  The already approved game mechanics I employee as a DM include:
· 1st Edition AD&D (limited to DMG, PHG, MMI, MMII, FF, with selected bits from other sources including Dragon Magazine; of particular note is the acceptance of weapon specialization for Fighters only).

· 1st Edition AD&D (all sources – the most notable inclusion is Unearthed Arcana rule modifications).
· Castles and Crusades (an excellent rework of the original 1st edition rules, the core system includes many typical house rules I myself appended to the 1st edition rules from the most select bits of other gaming mechanics).

· 2nd Edition AD&D (with discretion, though most of the core rules overlap 1st edition I do not feel compelled to be a slave to the inordinate number of rules supplements and character kits).

· Basic D&D (though I am aware that here too I flavor it with the essence of 1st edition “feel”).

· D20 rules (although I myself have not yet had the opportunity to play or DM with these rules they appear to be a viable option which I would DM given sufficient time and player patience for me to master the mechanics myself).

Many thanks are owed to the dozens of players that I have gamed with over the years who have helped me refine these rules and my thoughts on gaming.  In truth, many of the names are now long forgotten along with the specifics of most of their contributions.  Those whom I recognize as providing the most substantial contributions, however, are as follows:

Joe Michaels:  My first Dungeon Master and the person who introduced me to AD&D, Gamma World, and Top Secret.

John Timothy Xavier Burns:  A player in my very first campaign and in many others that followed.  Most notably as a detective under a variant of the Top Secret game and as the “Paladin” in his most well role played AD&D campaign.
Mike Williams:  Possibly the player with the longest game time chronology in any of my games, his character eventually adventured with the NPC grandchildren of characters he originally adventured with.  He was the first player that showed interest in learning to be a dungeon master as well.  The effort was a failure for a number of reasons not the least of which involved him falling in with an undesirable crowd and our friendship back in high school.

Scott Horning:  The most successful magic user I had in my campaigns thru high school.  Dondor the elf made it to 12th level as a magic user.  Although he too showed interest in learning the background material and entertained the idea of becoming a dungeon master a combination of peer pressure, running track, and other interests lead him along a different path with different friends.

John Nellons:  “The assassin”.  An excellent player, creative, and focused.  He moved away to Florida and over the years we lost each others phone numbers and contact.

Michael Jones:  A long time friend from my freshman years of college.  He had three exceptional campaigns with me all spanning a number of years each, as well as a number of campaigns that never quite took off.  The best of these were Copernicus the thief, Meph the Magic User (who rose to 14th level), and Eldritch a surprising successful campaign where he played a young goblin deity at a level above where most characters ever reach.  He also showed interest in learning the art of dungeon mastering a campaign and his efforts were instrumental in assisting me to document and codify so many of the rules, thoughts, and concepts that had evolved over the years into a version of the game called the Forgotten Lore, the immediate predecessor of Multiverse.  
E. House Rules

Characteristics of Rules

	
	Universal Rules
	Campaign Rules
	Situational Rules

	Scope
	Intended for use across multiple campaigns
	Intended for use for a single campaign
	Intended for a limited use within a single campaign

	
	Developed before any campaign begins
	Developed before specific campaign begins
	Developed ad-hoc

	Creation
	Created by whoever
	Created by DM
	Created by DM &/or Player

	
	Accepted by DM & Player
	Accepted by Player
	Accepted by DM and Player

	Relation to Skills and Abilities
	Driven by skills and abilities
	Modifies skills and abilities
	Skills and abilities are incidental


Characteristics of Stats

	
	Standard Abilities
	Special Abilities & Conditions
	Primary Skills
	Secondary Skills
	Areas of Knowledge

	Example
	Intelligence
	Dark Vision, Surprised
	Hit Points
	Open Locks
	Engineering

	Usage
	Quantitative;

directly affects game mechanics
	Quantitative;

directly affects game mechanics
	Quantitative; exact application internally defined
	Quantitative;

directly affects game mechanics
	Qualitative; subjective expression of character’s expertise; used by DM as filter for flow of info from character to player

	Quantity
	12 – Str, Int, Wis, Con, Dex, Chr, Def, Move, HD, Att Seq, Dam, Size
	Infinite
	3 – BtH, HPs, MPs
	Infinite
	Infinite

	Assignment
	Required; 

set at character creation
	Optional; assigned as appropriate through DM / Player Agreement 
	Required; set at character creation; experience based on HD unless otherwise stated
	Optional; assigned as appropriate through DM / Player Agreement 
	Optional; assigned as appropriate through DM / Player Agreement 

	Advancement
	Cannot be advanced
	Cannot be advanced or has no definable advancement pattern
	Unlimited objective advancement through the accumulation of experience
	Unlimited / limited objective / subjective advancement through DM / Player Agreement
	Limited subjective advancement through DM / Player Agreement


a. Mechanics:

· The lowest ability score is 0; this denotes someone with a complete absence of this trait and normally indicates death though exceptions exist in the cases of non-sentient creatures, non-corporeal things, sentient items, and other examples.

· The maximum ratable ability score is 25.  

· No entity in Multiverse can be higher than 30th level.

· No entity in Multiverse can have more than 400 hit points.

· Demihumans, and presumably humanoids for that matter, that are single but NOT multiclassed may attain a level 2 levels above the one listed for their race.  This is as per Gary Gygax in Dragon #95.

· Saving throws, other than “save versus ability rolls”, have been virtually eliminated.  These were considered to be “double counting” since an individual as they rose in levels gained both more hit points and a higher chance to halve any damage received by making their saving throw.  Save or die effects have been eliminated for ascetic purposes.  All attacks including those previously having saving throws now do a standard range of damage with properties of the attack that was made – regenerable, non-regenerable, and non-revivable.
· Magic weapons to be hit = -1/-1 to hit and damage per plus.  Iron weapons to be hit, is +0/-1, “Silver” has been rewritten as Bronze and are interpreted as +0/-2.  Those resistant to either blunt or piercing weapons convert 1 for 1 the amount of lethal damage inflicted into non-lethal damage.  

· Optional Rules on aging:  Young:  150% exp; Heal rate reduced; Young adult 100% exp; Heal rate normal; Mature 50% exp; heal rate normal; Middle age 0% exp (transference only from one category to another); heal rate reduced; old -50% exp (and transference from one category to another); heal rate reduced; venerable -100% exp (and transference from one category to another); heal rate reduced.  Allow unallocated experience points – often gained when no clear ability is associated with the experience earned - to be used to offset the experience losses associated with old age, allow them to eliminate penalty and add up to as much experience in the categories as they would have earned up to the limit of that unallocated experience.
· Typical running speed equals normal speed times the number of limbs used for locomotion.  MPH to D&D Movement scale:  4mph=12” move; or 1mph=3” move and multiple
· A helpless foe can be killed in one round if the killer is unimpeded and not in combat.

b. Differences between this campaign universe and the real world 

· Magic is not only a practical science
; it is the most advanced science available.  Without going into excessive detail, magic is a “force of nature” that is controlled primarily through a combination of ritual, “force of will”, and/or natural attunement via a “sixth sense” to this energy.

· Materials cannot combust in such a way as to create mundane explosives or internal combustion engines. This does not eliminate the possibility of water driven or steam-powered engines however. 

· No material can conduct electricity sufficiently to create mundane electrical circuits. 

· Heredity:

The results of successful mating produce a full-blooded creature the same species as the mother, though it will possess attributes or tendencies within this species norm similar to the father.  This can also be reflected in game terms by allowing the offspring natural inclination to weapons skills and NWP of the father, this includes “specials” to advance and/or starting at young adult age with better than the base level of combat or magical skills.

The degree to which these skills are transferred is subjectively determined by the DM but the following “soft” formula can be used as a guide:

[Father’s skill] x [Mother’s Refinement%] = Maximum Skill Allotted at young adult from heredity

Actual skill allotted at young adult status is the lesser of Maximum Skill Potential and Mother’s Unassigned Experience points which she may transfer to children.

Mother’s refinement% can be roughly translated as a percentage of leisure time; the assumption being that women from in the lowest social classes have virtually no leisure time and the women from the highest social classes have significantly more.

Ability scores of offspring have tendencies to be similar to those of either of their parents in much the same way as traits like hair color, height, and build are passed on, however these traits may also reflect recessive genes or “mutations”; therefore just as a child’s height may vary considerably from that of either of his parent’s so may their ability scores.

· It takes the conscious creative act of a deity or a random act of the flux to create a new species of creature.  Such creatures are invariably a reflection of or more aspects of which that deity is the perfect example.  That deity is the perfect example by definition as all his “children” at birth are but lesser copies of himself.

· Magical properties innate to a substance, including “+1”, “+2”, or even “silver” and “iron” may not be created through use of less than a 9th level spell.
· In keeping with the heroic fantasy theme all PCs, NPCs, and Monsters naturally possess fantastic healing ability.  Creature’s immune systems stave off the effects of non-game enhancing effects of disease and allow for normal rest to fully heal without scaring, defects, or physical debilitation damage sustained during play.  

II. Dungeon Master Notes, thoughts, and commentary
F. The Campaign
Unlike most games, AD&D is an ongoing collection of episode adventures, each of which constitutes a session of play. You, as the Dungeon Master, are about to embark on a new career, that of universe maker. You will order the universe and direct the activities in each game, becoming one of the elite group of campaign referees referred to as DMs in the vernacular of AD&D. What lies ahead will require the use of all of your skill, put a strain on your imagination, bring your creativity to the fore, test your patience, and exhaust your free time. Being a DM is no matter to be taken lightly!

 

Your campaign requires the above from you, and participation by your players. To belabor an old saw, Rome wasn't built in a day. You are probably lust learning, so take small steps at first. The milieu for initial adventures should be kept to o size commensurate with the needs of campaign participants - your available time as compared with the demands of the players. This will typically result in your giving them a brief background, placing them in a settlement, and stating that they should prepare themselves to find and explore the dungeon/ruin they know is nearby. As background you inform them that they are from some nearby place where they were apprentices learning their respective professions, that they met by chance in an inn or tavern and resolved to journey together to seek their fortunes in the dangerous environment, and that, beyond the knowledge common to the area (speech, alignments, races, and the like), they know nothing of the world, Placing these new participants in a small settlement means that you need do only minimal work describing the place and its inhabitants. Likewise, as player characters are inexperienced, a single dungeon or ruins map will suffice to begin play.

 

After a few episodes of play, you and your campaign participants will be ready for expansion of the milieu. The territory around the settlement - likely the "home" city or town of the adventurers, other nearby habitations, wilderness areas, and whatever else you determine is right for the area - should be sketch-mapped, and places likely to become settings for play actually done in detail, At this time it is probable that you will have to have a large scale map of the whole continent or sub-continent involved, some rough outlines of the political divisions of the place, notes on predominant terrain features, indications of the distribution of creature types, and some plans as to what conflicts are likely to occur. In short, you will have to create the social and ecological parameters of a good part of a make-believe world. The more painstakingly this is done, the more "real" this creation will become.

 

Eventually, as player characters develop and grow powerful, they will explore and adventure over all of the area of the continent. When such activity begins, you must then broaden your general map still farther so as to encompass the whole globe. More still! You must begin to consider seriously the makeup of your entire multiverse - space, planets and their satellites, parallel worlds, the dimensions and planes. What is there? Why? Can participants in the campaign get there? How? Will they? Never fear! By the time your campaign has grown to such a state of sophistication, you will be ready to handle the new demands. 

 

Setting Things In Motion:

There is nothing wrong with using a prepared setting to start a campaign, just as long as you are totally familiar with its precepts and they mesh with what you envision as the ultimate direction of your own milieu. Whatever doesn't match, remove from the material and substitute your own in its place. On the other hand, there is nothing to say you are not capable of creating your own starting place; just use whichever method is best suited to your available time and more likely to please your players. Until you are sure of yourself, lean upon the book. Improvisation might be fine later, but until you are completely relaxed as the DM, don't run the risk of trying to "wing it" unless absolutely necessary. Set up the hamlet or village where the action will commence with the player characters entering and interacting with the local population. Place regular people, some "different" and unusual types, and a few non-player characters (NPCs) in the various dwellings and places of business. Note vital information particular to each. Stock the goods available to the players. When they arrive, you will be ready to take on the persona of the settlement as a whole, as well as that of each individual therein. Be dramatic, witty, stupid, dull, clever, dishonest, tricky, hostile, etc. as the situation demands. The players will quickly learn who is who and what is going on – perhaps at the loss of a few coins. Having handled this, their characters will be equipped as well as circumstances will allow and will be ready for their bold journey into the dangerous place where treasure abounds and monsters lurk.

 

The testing grounds for novice adventurers must be kept to a difficulty factor which encourages rather than discourages players. If things are too easy, then there is no challenge, and boredom sets in after one or two games. Conversely, impossible difficulty and character deaths cause instant loss of interest. Entrance to and movement through the dungeon level should be relatively easy, with a few tricks, traps, and puzzles to make it interesting in itself. Features such as rooms and chambers must be described with verve and sufficiently detailed in content to make each seem as if it were strange and mysterious. Creatures inhabiting the place must be of strength and in numbers not excessive compared to the adventurers' wherewithal to deal with them. (You may, at this point, refer to the sample dungeon level and partial encounter key.)

 

The general idea is to develop a dungeon of multiple levels [world to be explored], and the deeper [further] adventurers go, the more difficult the challenges become - fiercer monsters, more deadly traps, more confusing mazes, and so forth. This same concept applies to areas outdoors as well, with more and terrible monsters occurring more frequently the further one goes away from civilization. Many variations on dungeon and wilderness areas are possible. One can build an underground complex where distance away from the entry point approximates depth, or it can be in a mountain where adventurers work upwards. Outdoor adventures can be in a ruined city or a town which seems normal but is under a curse, or virtually anything which you can imagine and then develop into a playable situation for your campaign participants.

 

Whatever you settle upon as a starting point, be it your own design or one of the many modular settings which are commercially available, remember to have some overall plan of your milieu in mind. The campaign might grow slowly, or it might mushroom. Be prepared for either event with more adventure areas, and the reasons for everything which exists and happens. This is not to say that total and absolutely perfect information will be needed, but a general schema is required. From this you can give vague hints and ambiguous answers. It is no exaggeration to state that the fantasy world builds itself, almost as if the milieu actually takes on o life and reality of its own. This is not to say that an occult power takes over. It is simply that the interaction of judge and players shapes the bare bones of the initial creation into something far larger. It becomes fleshed out, and adventuring breathes life into a make believe world. Similarly, the geography and history you assign to the world will suddenly begin to shape the character of states and peoples. Details of former events will become obvious from mere outlines of the past course of things. Surprisingly, as the personalities of player characters and non-player characters in the milieu are bound to develop and become almost real, the nations and states and events of o well-conceived AD&D world will take on even more of their own direction and life. What this all boils down to is that once the campaign is set in motion, you will become more of a recorder of events, while the milieu seemingly charts its own course!

 

  

 

G. E. Gary Gygax – On introducing a new player to the game

As a general rule the greatest thrill for any neophyte player will be the first adventure, when he or she doesn’t hove any real idea of what is happening, how powerful any encountered monster is, or what rewards will be gained from the adventure. This assumes survival, and you should gear your dungeon to accommodate 1st level players. 
If your campaign has a mixture of experienced and inexperienced players, you should arrange for the two groups to adventure separately, possibly in separate dungeons, at first. Allow the novice players to learn for themselves, and give experienced players tougher situations to face, for they already understand most of what is happening - quite unlike true 1st level adventurers of the would-be sort, were such persons actually to exist. 
If you have an existing campaign, with the majority of the players being already above 1st level, it might be better to allow the few newcomers to begin at 2nd level or even 3rd or 4th in order to give them a survival chance when the group sets off for some lower dungeon level. I do not personally favor granting unearned experience level(s) except in extreme circumstances such as just mentioned, for it tends to rob the new player of the real enjoyment he or she would normally feel upon actually gaining levels of experience by dint of cleverness, risk, and hard fighting. 

It has been called to my attention that new players will sometimes become bored and discouraged with the struggle to advance in level of experience, for they do not have any actual comprehension of what it is like to be a powerful character of high level. In a well planned and well judged campaign this is not too likely to happen, for the superior DM will have just enough treasure to whet the appetite of players, while keeping them lean and hungry still, and always after that carrot just ahead. And one player’s growing ennui can often be dissipated by rivalry, i.e., he or she fails to go on an adventure, and those who did play not only had an exciting time but brought back a rich haul as well. Thus, in my opinion, a challenging campaign and careful refereeing should obviate the need for immediate bestowal of levels of experience to maintain interest in the game. 

H. Monster Population and Placement

 

MONSTER POPULATIONS AND PLACEMENT

As the creator of a milieu, you will have to spend a considerable amount of time developing the population and distribution of monsters – in dungeon and wilderness and in urban areas as well. It is highly recommended that you develop an overall scheme for both population and habitation. This is not to say that a random mixture of monsters cannot be used, simply selecting whatever creatures are at hand from the tables of monsters shown by level of their relative challenge. The latter method does provide a rather fun type of campaign with a ”Disneyland” atmosphere, but long range play becomes difficult, for the whole lacks rhyme and reason, so it becomes difficult for the DM to extrapolate new scenarios from it, let alone build upon it. Therefore, it is better to use the random population technique only in certain areas, and even then to do so with reason. This will be discussed shortly.

 

In general the monster population will be in its habitat for a logical reason. The environment suits the creatures, and the whole is in balance. Certain areas will be filled with nasty things due to the efforts of some character to protect his or her stronghold, due to the influence of some powerful evil or good force, and so on. Except in the latter case, when adventurers (your player characters, their henchmen characters, and hirelings) move into an area and begin to slaughter the creatures therein, it will become devoid of monsters.

 

Natural movement of monsters will be slow, so there will be no immediate migration to any depopulated area - unless some power is restocking it or there is an excess population nearby which is able to take advantage of the newly available habitat. Actually clearing an area (dungeon or outdoors territory) might involve many expeditions and much effort, perhaps even a minor battle or two involving hundreds per side, but when it is all over the monsters will not magically reappear, nor will it be likely that some other creatures will move into the newly available quarters the next day.

 

When player characters begin adventuring they will at first assume that they are the most aggressive types in the area - with respect to characters, of course. This is probably true. You have other characters in the area, of course, and certainly many will be of higher level and more capable of combating monsters than are the new player characters. Nonetheless, the game assumes that these characters have other things to do with their time, that they do not generally care to take the risks connected with adventuring, and they will happily allow the player characters to stand the hazards. If the characters who do the dirty work are successful, the area will be free of monsters, and the non-player characters will benefit. Meanwhile, the player characters, as adventurers, automatically remove themselves to an area where there are monsters, effectively getting rid of the potential threat their presence poses to the established order. There is an analogy to the gunfighter-lawman of the “Wild West” which is not inappropriate. In some cases the player characters will establish strongholds nearby which will help to maintain the stability of the area - thus becoming part of the establishment. Your milieu might actually encourage such settlement and interaction if you favor politics in your campaign. The depopulation and removal to fresh challenge areas has an advantage in most cases.

 

As DM you will probably have a number of different and exciting dungeons and wilderness and urban settings which are tied into the whole of the milieu. Depopulation of one simply means that the player characters must move on to a fresh area - interesting to them because it is different from the last, fun for you as there are new ideas and challenges which you desire your players to deal with. Variety is, after all, the spice of AD&D life too! It becomes particularly interesting for all parties concerned when it is a meaningful part of the whole. As the players examine first one facet, then another, of the milieu gem, they will become more and more taken with its complexity and beauty and wish to see the whole in true perspective. Certainly each will wish to possess it, but none ever will. 

 

 

Variety of setting is easily done by sketching the outlines of your world’s “history”. Establishing power bases, setting up conflicts, distributing the creatures, bordering the states, and so forth, gives the basis for a reasoned - if not totally logical in terms of our real world - approach. The multitude of planes and alignments are given for such a purpose, although they also serve to provide fresh places to adventure and establish conflicts between player characters as well.

 

Certain pre-done modules might serve in your milieu, and you should consider their inclusion in light of your overall schema. If they fit smoothly into the diagram of your milieu, by all means use them, but always alter them to include the personality of your campaign so the mesh is perfect. Likewise, fit monsters and magic so as to be reasonable within the scope of your milieu and the particular facet of it concerned. Alter creatures freely, remembering balance. Hit dice, armor class, attacks and damage, magical and psionic powers are all mutable; and after players become used to the standard types a few ringers will make them a bit less sure of things. Devising a few creatures unique to your world is also recommended. As a DM you are capable of doing a proper job of it provided you have had some hours of hard experience with rapacious players. Then you will know not to design pushovers and can resist the temptation to develop the perfect player character killer!

 

In order to offer a bit more guidance, this single example of population and placement will suffice: In a border area of hills and wild forests, where but few human settlements exist, there is a band of very rich, but hard-pressed dwarves. They, and the humans, are hard pressed because of the existence of a large tribe of orcs. The latter have invited numbers of ogres to join them, for the resistance of the men and dwarves to the orcs’ looting and pillaging has cost them not a few warriors. The orcs are gaining, more areas nearby are becoming wilderness, and into abandoned countryside and deserted mines the ferocious and dark-dwelling monsters of wilderness and dungeon daily creep. The brave party of adventurers comes into a small village to see what is going on, for they have heard that all is not well hereabouts. With but little help they must then overcome the nasties by piece meal tactics, being careful not to arouse the whole to general warfare by appearing too strong. This example allows you to develop a logical and ordered placement of the major forces of monsters, to develop habitat complexes and modules of various sorts – abandoned towns, temples, etc. It also allows some free-wheeling mixture of random critters to be stuck in here and there to add uncertainty and spice to the standard challenge of masses of orcs and ogres. You, of course, can make it as complex and varied as you wish, to suit your campaign and players, and perhaps a demon or devil and some powerful evil clerics are in order . . . .

 

Just as you have matrices for each of your dungeon levels, prepare like data sheets for all areas of your outdoors and urban areas. When monsters are properly placed, note on a key sheet who, what, and when with regard to any replacement. It is certainly more interesting and challenging for players when they find that monsters do not spring up like weeds overnight - in dungeons or elsewhere. Once all dragons in an area are slain, they have run out of dragons! The likelihood of one flying by becomes virtually nil. The “frontier” moves, and bold adventurers must move with it. The movement can, of course, be towards them, as inimical forces roll over civilization. Make it all fit together in your plan, and your campaign will be assured of long life.

 

 

 PLACEMENT OF MONETARY TREASURE

Wealth abounds; it is simply awaiting the hand bold and strong enough to take it! This precept is basic to fantasy adventure gaming. Con you imagine Fafhrd and the Gray Mouser without o rich prize to aim for? Conan without a pouchful of rare jewels to squander? And are not there dragons with great hoards? Tombs with fantastic wealth and fell guardians? Rapacious giants with spoils? Dwarven mines brimming with gems? Leprechauns with pots of gold? Why, the list goes on and on!

 

The foregoing is, of course, true; but the matter is not as simple as it might seem on the surface. First, we must consider the logic of the game. By adventuring, slaying monsters or outwitting opponents, and by gaining treasure the characters operating within the milieu advance in ability and gain levels of experience. While AD&D is not quite so simplistic as other such games are regarding such advancement, it nonetheless relies upon the principle of adventuring and success thereat to bestow such rewards upon player characters and henchmen alike. It is therefore incumbent upon the creator of the milieu and the arbiter of the campaign, the Dungeon Master, to follow certain guidelines and charges placed upon him or her by these rules and to apply them with intelligence in the spirit of the whole as befits the campaign milieu to which they are being applied.

 

A brief perusal of the character experience point totals necessary to advance in levels makes it abundantly clear that an underlying precept of the game is that the amount of treasure obtainable by characters is graduated from small to large as experience level increases This most certainly does not intimate or suggest that the greater treasures should be in the hundreds of thousands of gold pieces in value - at least not in readily transportable form in any event - but that subject will be discussed a bit later. First and foremost we must consider the placement of the modest treasures which are appropriate to the initial stages of a campaign.

 

All monsters would not and should not possess treasure! The TREASURE TYPES given in the MONSTER MANUAL are the optimums and are meant to consider the maximum number of creatures guarding them. Many of the monsters shown as possessing some form of wealth are quite unlikely to have any at all. This is not a contradiction in the rules, but an admonition to the DM not to give away too much! Any treasure possessed by weak, low-level monsters will be trifling compared to what numbers of stronger monsters might guard. So in distributing wealth amongst the creatures which inhabit the upper levels of dungeons/dungeon-like areas, as well as for petty monsters dwelling in small numbers in the wilderness, assign it accordingly. The bulk of such treasure will be copper pieces and silver. Perhaps there will be a bit of ivory or a cunningly-crafted item worth a few gold pieces.

 

Electrum will be most unusual, gold rare, and scarcer still will be a platinum piece or a small gem! Rarest of all, treasure of treasures- the magic item - is detailed hereafter (PLACEMENT OF MAGIC ITEMS). If some group of creatures actually has a treasure of 11 gold pieces, another will have 2,000 coppers and yet a third nothing save a few rusty weapons. Of course, all treasure is not in precious metals or rare or finely made substances. Is not a suit of armor of great value? What of a supply of oil? a vial of holy water? weapons? provisions? animals? The upper levels of a dungeon need not be stuffed like a piggy bank to provide meaningful treasures to the clever player character.

 

Assign each monster treasure, or lack thereof, with reason. The group of brigands has been successful of late, and each has a few coppers left from roistering, while their leader actually has a small sum of silver hid away coupled with salvaged armor, weapons, and any odd supplies or animals they might have around. This will be a rich find indeed! The giant rats have nothing at all, save a nasty, filthy bite; but the centipedes living beneath a pile of rotting furniture did for an incautious adventurer some years ago, and his skeletal remains are visible still, one hand thrust beneath the debris of the nest. Hidden from view is a silver bracelet with an agate, the whole thing being valued at 20 gold pieces. Thus, intelligent monsters, or those which have an affinity for bright, shiny objects will consciously gather and hoard treasures. Others will possibly have some as an incidental remainder of their natural hunting or self-defense or aggressive behavior or whatever. Naturally, some monsters will be so unfortunate as to have nothing of value at all, despite their desire to the contrary – but these creatures might know of other monsters (whom they hate and envy) who do have wealth!

 

In more inaccessible regions there will be stronger monsters – whether due to numbers or individual prowess is immaterial. These creatures will have more treasure, at least those with any at all. Copper will give way to silver, silver to electrum, electrum to gold. Everyday objects which can be sold off for a profit - the armor and weapons and suchlike - will be replaced by silks, brocades, tapestries, and similar items. Ivory and spices, furs and bronze statues, platinum, gems and jewelry will trickle upwards from the depths of the dungeon or in from the fastness of wilder lands. But hold! This is not a signal to begin throwing heaps of treasure at players as if you were some mad Midas hating what he created by his touch. Always bear in mind the effect that the successful gaining of any treasure, or set of treasures, will have upon the player characters and the campaign as a whole. Consider this example:

 

A pair of exceedingly large, powerful and ferocious ogres has taken up abode in a chamber at the base of a shaft which gives to the land above. From here they raid both the upper lands and the dungeons roundabout. These creatures have accumulated over 2,000 g.p. in wealth, but it is obviously not in a pair of 1,000 g.p. gems. Rather, they have gathered an assortment of goods whose combined value is well in excess of two thousand gold nobles (the coin of the realm). Rather than stocking a treasure which the victorious player characters can easily gather and carry to the surface, you maximize the challenge by making it one which ogres would naturally accrue in the process of their raiding. There are many copper and silver coins in a large, locked iron chest. There are pewter vessels worth a fair number of silver pieces. An inlaid wooden coffer, worth 100 gold pieces alone, holds a finely wrought silver necklace worth an incredible 350 gold pieces! Food and other provisions scattered about amount to another hundred or so gold nobles value, and one of the ogres wears a badly tanned fur cape which will fetch 50 gold pieces nonetheless. Finally, there are several good helmets (used as drinking cups), a bardiche, and a two-handed sword (with silver wire wrapped about its hilt and a lapis lazuli pommel to make it worth three times its normal value) which complete the treasure. If the adventurers overcome the ogres, they must still recognize all of the items of value and transport them to the surface. What is left behind will be taken by other residents of the netherworld in no time at all, so the bold victors have quite a task before them. It did not end with a mere slaying of ogres . . . .

 

In like manner the hoard of a dragon could destroy a campaign if the treasure of Smaug, in THE HOBBIT, were to be used as an example of what such a trove should contain. Not so for the wise DM! He or she will place a few choice and portable items, some not-so-choice because they are difficult to carry off, and finally top (or rather bottom and top) the whole with mounds, piles, and layers of copper pieces, silver, etc. There will be much there, but even the cleverest of players will be more than hard put to figure out a way to garner the bulk of it after driving off, subduing, or slaying the treasure's guardian. Many other avaricious monsters are eagerly awaiting the opportunity to help themselves to an unguarded dragon hoard, and news travels fast. Who will stay behind to mind the coins while the rest of a party goes off to dispose of the better part of the loot? Not their henchmen! What a problem . . .

 

In the event that generosity should overcome you, and you find that in a moment of weakness you actually allowed too much treasure to fall into the players' hands, there are steps which must be taken to rectify matters. The player characters themselves could become attractive to others seeking such gains. The local rulers will desire a share, prices will rise for services in demand from these now wealthy personages, etc. All this is not to actually penalize success. It is a logical abstraction of their actions, it stimulates them to adventure anew, and it also maintains the campaign in balance. These rules will see to it that experience levels are not gained too quickly as long as you do your part as DM!

 
I. A guide to creating believable campaign settings

World-Building

Whether it is creating an entire new campaign setting or launching a fantasy novel, a functional, believable world is necessary to insure that your audience is willing to suspend belief long enough to appreciate you efforts.

While this product specifically addresses the unique concerns of creating roleplaying material, the process itself can also be used in speculative fiction writing. This process is just that, a process. It is not an outline or step-by-step set of directions to create a universe. There already exist dozens of resources to take you through the actual mechanics of world creation. Instead, consider it a way of thinking. A methodology to employ as you begin your journey into the realm of world-building.

Part One: Developing a Clearly Defined Logic

World-Building is an incredibly difficult, but rewarding, process. But it's about more than racial stats, cool magic items, and creating new monsters. The biggest part of the process is creating what I refer to as a clearly defined logic. A clearly defined logic means that the underlying mechanics of the world make sense, and everything relates to everything else in a clear, easily understood manner.
Most campaign settings, on the other hand, start based on “the kewl factor.” It starts with a simple question like “Wouldn’t it be cool if there was a race of fire elves descended from fire genies?” Or, “Wouldn’t it be cool if there was a special class that could get critical hits and backstabs on undead?”
The problem with this method is that it doesn’t take actual sociology, geography, or even common sense into consideration. Instead, the world develops in a weird min-max vacuum designed to find a work around for every law that keeps a player from doing the matrix-style moves they want with all the bizarre powers they want.
Instead of developing a believable, functional setting, one ends up with a hodge-podge of mega powers with a very narrow focus that forces everyone else to stretch the boundaries of reason and common sense to make it fit.
To paraphrase Dr. Malcolm in Jurassic Park, sometimes creators get so caught up in seeing what they can do, they never stop to ask if they should do it.
A clearly defined logic takes into account the who, what, where, when, why and how of your world. Even if these things are never spelled out in your setting, you as the creator need to understand them in order to insure the world makes sense. Once you have established your logic, you will be able to find a natural progression for developing your storyline while maintaining game balance and functionality.
A clearly defined logic never starts with game mechanics, racial stats, or anything that can force you to try to fit everything else around it. Instead, it starts with a world concept. Your world concept is your overriding goal for the setting.
An example of this can be shown during the developing the Neiyar: Land of Heaven and the Abyss setting, the world concept was to create a matriarchal civilization that was functional. With the exception of the Drow, there were no serious settings like this. The typical fantasy setting is male-dominated, and females (with the exception of PCs and a few important NPCs) are on the periphery.
But it was equally important that the setting not turn into some femi-nazi woman-power love fest. The setting needed to be playable, balanced, and believable. The seed of Neiyar was built around a lesson from, of all placed, a sociology class in college. There, we had learned of a small group in ancient India known as the Neiyar. This was a matriarchal, warrior society. The men were professional warriors, selling their skills to warring factions.
Because the men were always off fighting and dying, the society developed a matriarchal structure to protect the survivability of the people. Without stability at home, the society would collapse. 

The stability of the home should always remain in your thoughts when developing your world concept. Without homeland stability, even the most powerful armies eventually crumble to dust, unable to support themselves. All societies, good or evil, will have certain safeguards in place to insure their own survival. In fact, this need is the very answer to the question “why should an evil character care what happens to the villagers, townsfolk, farmers, etc?” For purposes of stability, one has to care, or you lose your support system. Even a chaotic evil warlord understands you need to leave the farmers alone at least some of the time if you want them to continue creating crops to feed your army. This homeland stability is at the core of your clearly defined logic. You must constantly ask yourself if the process, power, ability, or whatever adds to or subtracts from the ability of the society to remain stable.
So the ancient Neiyar women would marry at an early age to their First Husband. He had full rights and obligations to the household, and lived in the family home. However, when he was off battling, the woman could accept Visiting Husbands. They would have to leave their armor and weapons outside (to alert other visiting husbands someone was already there), and they had to leave the family home before morning or if the First Husband came home.

This strange arrangement insured the reproduction of the people, thus making sure there were future generations to continue the traditions. Thus, even though the family structure may seem contrary to what we normally expect, it fits a clearly defined logic, as it insured the stability of the home.

This real-world concept evolved into the original world concept of Neiyar, a tropical environment that was home to a warrior, matriarchal society. Once that concept was formed, everything else would have to revolve around that. Every race, monster, prestige class, spell, and skill from this point forward would always need to refer back to this overall concept.

Part Two: In the Beginning

As you start to develop your world, the first thing to ask is “What type of a world is it?” But in this we don’t mean if you are creating a tropical paradise or a frozen tundra. Instead, you need to determine something much more important. Is my world open, closed, or limited access? Of course, first we need to discuss what these terms mean.

When we talk about world building, we are referring to the setting, not necessarily an entire planet. The world of Star Wars, for example, is really the entire galaxy. Whereas the world of the Forgotten Realms focuses mainly on Faerun, one continent on the planet of Toril. Your world can be as small as a city or as large as a universe.

Regardless of the size of the setting, the process will remain the same.

Open Worlds:

An open world is a generic setting. Open worlds are often small settings, such as city settings, that could exist just about anywhere. Metropolis, for example, is an Open World. We don’t really know where it is (well, Superman fans know for sure), but we don’t need to. It is a generic city designed to fit into the superhero genre.

Open Worlds will follow the generally accepted rules of behavior for the genre they are designed for. For example, if you are creating a world for a science fiction story, you are not going to introduce a bunch of arcane spell casters. If you are working in the fantasy genre, you are not going to have your characters flying on airplanes or spaceships. The setting conforms to the standard, expected rules of behavior found within the genre.

Open Worlds offer a level of familiarity to the reader. The reader can quickly get into the plot because there is already a pre-existing understanding of what to expect. Elves behave like elves. Dragons behave like dragons. Knights behave like knights. Open worlds allow for quick plot development without have to offer a great deal of background and exposition, because most of this is already understood.

On the downside, however, Open worlds limit your creation in how far you can push the accepted norms of the genre. If your elves start suddenly start raping and pillaging, your orcs all become pacifists, or your dragons are all vegetarians, you might find your reader suddenly annoyed. Once you commit to creating an Open World, you can’t haphazardly start changing the rules everyone expects you to play by.

This is vital to understand when it comes to creating RPGs, particularly if you plan on marking Open Game Content (hereafter referred to as OGC). Potential customers looking for material that they can quickly add to their existing games expect certain norms, and do not want to have to spend a lot of time tweaking your product to make it fit into their game. If you are providing Open World material, it is vital that it conforms to the norms the consumer expects. Otherwise, it is useless to them. Otherwise solid products have failed because they were marketed as generic RPG material, but then altered the rules and norms so much they were not useable by consumers looking for generic RPG material.

Closed Worlds:

Closed Worlds have minute or no contact with other worlds, and are specifically designed to work outside the boundaries of the norms. The Ravenloft setting is an example of a Closed World. Magic works differently in Ravenloft. Races behave differently than their Open World counterparts. Often, such settings have specific alternate rules for the archetypes common to the genre. 

The creation of a Closed World allows for a great deal of flexibility. If you want your vampires to walk around during the day, you can do that. If you want your space ships to be sentient beings, you can do that. The only limit on a Closed World is that of your own imagination.

However, with all that flexibility comes an enormous responsibility to insure that the reader clearly understands what you are doing. Closed Worlds often require a great deal of back-story and exposition in order to help the reader follow the plot. And all this exposition needs to be balanced with the need to keep the storyline moving.

In terms of gaming, this means you need to have clear reasons for not conforming to the norms of the genre.

Earlier, we mentioned the “kewl” factor. Closed Worlds are the most susceptible to the “kewl” factor. Writers strive so much to be different, without considering that different does not automatically equate to better, or even acceptable.

This doesn’t mean that you can’t break the rules, but you need to have a real viable reason why you are doing so. 

Let’s look back at our fire-resistant elves that are descendents of fire genasi. Where would they make sense? The gut reaction would be in a desert setting. But logically, there are plenty of real-world creatures that live in deserts, and none of them possess special protection against fire. A desert setting alone would not be enough of a reason to create such a race. Instead, you would need to create a viable background to explain them.

Limited Access Worlds:

Limited Access Worlds are those that try to find the balance between Open and Closed Worlds. These are unique settings that both follow the accepted norms of their genre while successfully introducing a limited number of new concepts that are integrated into the accepted norms. The world of Forgotten Realms, would be an example of a Limited Access World. While the world possesses many concepts and mechanics unique to the Realms (such as The Weave), it still retains the feel of a typical fantasy setting.

Limit Access Worlds provide enough generic characteristics to make them compatible with most other similar products, but also provide new ideas that can be easily folded into the mix. They offer a great range of creative options while maintaining the general Open World feel expected. Finding that balance can often be difficult, and requires careful planning to determine where the general norms will be followed and when they will be broken.

Part Three: Developing Your Logic

Now that you have your general idea and have determined what type of approach you want to take, now you need to develop the outline that will define your products logic.

Research the authenticity of your setting. You must engage in research in order to determine what, logically, would exist in your setting. When developing Neiyar, the first thing done was research of the rainforests and jungles of the real world in order to determine what sort of wildlife and plant life existed in these locales. That author learned that the most prevalent life forms in these environments were insects, amphibians, and reptiles. In order to achieve authenticity fantasy setting, the wildlife needed to reflect fantasy versions of reality. This became important when starting to flesh out the monsters of Neiyar.

While conducting your research, you must also examine the natural challenges of your chosen environment.

What challenges would someone living in this environment come across? How would these challenges impact the development of the society?

Jungles hold a slew of natural challenges: diseases, oppressive heat and humidity, quicksand, sinkholes. Just finding fresh water could be a challenge. Transportation from the outer rim to the jungle interior will be difficult.

All these things would have some impact on the development of the society. All these things must be taken into account when you start developing the actual game mechanics of your races, monsters, etc.

Part Four: Building a Civilization

You have your basic idea. You know which approach you want to use. You’ve done your research to understand the challenges your new world will need to address. So now what?

Again, before you start knocking our new races and classes, you need to develop your society. The type of society you develop will naturally lead you into the sort of classes, skills, races, etc that would evolve out of it.

And before you develop your society, you need to consider some of the vital building blocks that make a civilization a civilization, and not just a group of people living in the same area.

One of the most important aspects of civilization is its mythos. The mythology of a civilization has a profound impact on how people act and respond to situations. There are two types of mythology, literal myth and figurative myth.

Now before we go further, we are using the word mythology to discuss both religion and other forms of spirituality. At its root, a mythology is simply a way that a people connect with the divine. We aren’t placing values or judgments of religious beliefs, only establishing a common vocabulary to work from.

A literal mythology is a mythology that is known to be real to the people of the civilization. It is meant to be taken literally and historically. There is no difference between history and myth in a literal mythology world.

Most fantasy settings are literal mythologies. Not only are the gods real, but they also have interaction with the citizenry. The supernatural is not some strange phantom ghost, but a tangible, real manifestation of the gods.

A figurative mythology is one in which the mythology is more symbolic than factual. There is a difference between the mythology of the people and the historical facts they teach. In figurative mythologies, even though the people believe in the existence of the various gods, they do not consider the myths factual accounts. The mythology is a guideline on how to live, not hardened law.

The type of mythology you chose will have an impact on your setting. Generally, a literal mythology will be a high-magic setting, in which the gods are active in the day-to-day lives of the people. The divine agents of the various gods will be active, either behind the scenes or out in the open. In figurative mythologies, the gods still exist, but take a more hands off approach. Commonly, these are low-magic or no magic settings. The supernatural is the stuff of superstition and legend, not an everyday acceptable occurrence.

Once you have determined the type of mythology, you must define the role of the gods and the supernatural. In Open Worlds, this normally means offering generic, simple concepts. The gods are not clearly defined, rather referred to as the gods of good, the gods of evil, gods of nature, etc. This allows readers to use their own existing pantheons to fill in the blanks. In Limited Worlds, you may wish to include gods specific to your setting, giving them names and personalities. On Closed Worlds, this is a requirement. Because the world must rely on itself for all information, you will need to consider the actual make-up of the pantheon and determine how these beings interact with each other and the civilization.

Next, what level of technology are you looking for? The level of technology will determine how advanced of a civilization you are developing. People who live in high technology setting behave and think very differently than people in low technology settings. Even in our modern world, we can clearly see the difference in thought and behavior between countries with access to technology and countries in which technology is rare. 

It is tempting to throw random technology items into fantasy settings, but even something as mundane as a simple rifle can dramatically change the feel of your game. Any student of the art of war can explain in detail how gunpowder changed the face of the world and how civilizations fight wars. If you are looking to throw random technological gadgets into the mix just to be different, you need to think long and hard how this item will impact your civilization.

And while considering the role of technology, you must also consider the role of magic. Rarely will the two be on equal terms. Again, it is tempting to want to run a world with both technology and magic, but as ultimately both processes are used for the same purpose, to bring about solutions to problems, extreme access to both becomes redundant. Magical fireballs mean little in a world with high-explosive bombs. And what is the point of an ever-burning torch in a world with flashlights?

There are generally three types of magic systems: common, rare, and exclusive. In a common magical setting, magic is everywhere. Wizards and sorcerers are an accepted part of the culture. Magic items (at least low-powered ones) can often be purchased in shops. People are just as likely to seek out a cleric to cure their diseases as they are a doctor (or, perhaps, more so). While not everyone can employ magic, magical effects have been seen by a majority of the population, to the point where such things are considered normal. Such civilizations are normally high-magic worlds, where magic is used to create all sorts of conveniences and solve all sorts of problems. Of course, magic also causes its share of problems as well.

Rare magic settings are those in which magic is more the stuff of superstition than common knowledge. Instead of wizards and sorcerers, arcane spell casters may be referred to as witches and witchdoctors. Instead of accepting magic, the average person may be suspicious of it. The closest the average person would come to purchasing magical items would be a con artist’s snake oil. These are almost always low-magic settings. 

Exclusive magic settings are those in which magic is only accessible by a selected group. This may be an inherited trait, or through special training, or even the proverbial deal with a devil. Such worlds can be either high or low magic environments. For example, a high-magic world where elves possess magical ability but humans do not. Or, a low-magic world where magic is only available to a select few who are trained to understand it.

Now that you understand the mythology, technology, and magic of your world, look at your information and determine how it would impact your society. How would politics be affected? Who exactly is in charge? How do people interact with each other? For example, in an exclusive magic setting, perhaps magic is only available to the nobility, who use it to hold on to power. This, in turn, would create a caste system with the nobility at the top and the commoners at the bottom. In such a setting, the commoners would probably resent the nobility, and this resentment would impact their actions.

In Neiyar, a literal mythology was used, with the gods and goddesses taking a very active role in the society.

Based on the natural materials available, there is a small amount of technology, with the people able to process the rubber tree plants to produce rubber items and road materials that can withstand the humid heat of the jungle.

Magic is common, and there are a variety of types available. Due to the literal mythology of the Neiyar, the political structure is controlled by the church. As a matriarchal society, men often meet obstacles to gaining power. Therefore on a social level, this disparity in power affects interactions both between the Neiyar themselves and other races that do not follow their teachings.

Part Five: Creating the “Crunch”

Now that we have the basic makeup of the society and a solid understanding of what we need to look for, it is time to create your “crunch”. That is, to get down to the nuts and bolts of the actual game mechanics. Now is the time to create your races, classes, monsters, etc.

When first considering your races, ask yourself “Do I really even need a new race?” Some people feel obligated to create new races for a setting, as if not doing so would be some sort of failure. There is no requirement to create new races, and more often than not you’ll find the standard fantasy races of elves, dwarves, gnomes, and others work just fine.

For Neiyar, it was felt there was a need to create new races because of the nature of the setting. As an isolated jungle island with no contact with the outside world for centuries, it would have been more difficult to explain when there were dwarves and elves there that to just start from scratch. Looking at the native wildlife of a rainforest, the new races were designed to reflect what could logically be expected. There are Krakadons (a tribal, reptilian race <Sic Lizard men, an existing race could have been used here without the need for adding a “new race”>), Amphikins (a tribal, froglike race <Sic Bullywugs, an existing race could have been used here without the need for addition a “new race”>), Mahaultae (a communal race related to tigers <Sic Gnolls, Bugbear, or perhaps Troll could be given a make over and used more or less unchanged here>), and Auronnes (a swanlike race of former slaves that came to the island as the result of a shipwreck that has been adopted by the Neiyar < Sic Aarakocra or harpy could have been used here, again without the need for a complete reinvention of the wheel>). Each race possesses abilities and skills that would allow it to survive in a jungle climate. To represent the primitive nature of some of the races, many were given natural attack weapons (such as claws). Because they live in the muck of the jungle floor, the Amphikin are resistant to disease. Powers and abilities reflect the realities of the jungle.

How do the races interact? Do they cooperate? Are they at war? Why? The interaction of different races will affect many aspects of your world, and must be clearly defined. 

In Neiyar, the Krakadons once were a great empire on the southern portion of the island, but with the growth of the Neiyar culture found their territory threatened. The two races have been at war on and off for centuries, and while there is currently peace between the two, tempers could quickly escalate into battles. The Mahaultae have ties to the Neiyar pantheon and are believe to be descendents of one of the Neiyar goddesses. The peaceful Auronnes, long having been enslaved, found refuge among the Neiyar and have embraced much of their culture. The Amphikin are very much a fringe group. Technically, they are not at war with the Neiyar and freely trade with them, but quietly they are always looking for a means of circumventing Neiyar ideas of expansion.

Once you understand this basic information, you can know begin the process of mapping out your world. Based on what you know of your setting, you can begin to determine how close settlements would be to each other, where ruins would be located, etc.

Another bit of crunch you can now address are your classes, prestige classes, spells, and similar concepts. Before creating anything, always start off with the question “Why?” Does this new class, prestige class, spell, magic item, or whatever make sense with everything I have determined about my civilization? Now that you really understand your setting, you can design these things within a clear, logical framework. Classes will reflect how the people interact with each other. Spells will reflect the unique nature of the environment.

Finally, you have to address the ecology by defining the types of monsters your setting will hold. When possible, “monsterized” versions of real world creatures will create the most authentic feel. As with everything else, ask yourself why you feel the need to create a specific creature. How would it impact the environment?

J. What Not to Include: Hard choices in campaign design

by Arthur Collins
There is an old joke (or piece of folk wisdom, if you like) that has someone ask a sculptor if it’s hard to carve an elephant. The sculptor replies, “No, you just take a big piece of marble and chisel away everything that doesn’t look like an elephant.”

That is essentially what designing a campaign world is all about. Once you know (even intuitively) what your world is to be like, you begin to define it as much by what you leave out of it as by what you put in it. If you are planning a world, continent, or region where snow and ice are year-round things, you know that palm trees and camels would seem a little odd. There would have to be very good reasons to put them there. Remove that reason, you would quickly throw those things out.
This point needs to be made, especially in light of the proliferation of monsters and character options in games like the AD&D® game and its relations. The temptation is always there, especially for younger or less-experienced gamers, to try to squeeze everything in and have it all. The result is a loss of creative power. People get confused or bored when everything is included because the campaign then lacks focus.
Aristotle once wrote about the dramatic Unities, observing that if a story was too confused or included too many elements (such as characters, times, or places), the audience couldn’t follow it and the result would be a dramatic flop. So it is with role-playing games. If you try to put everything in one place, that place is unbelievable. Special creatures and practices lose their uniqueness, too, when they are encountered all the time.
This article is meant to help you better define your campaign milieu. It is my thesis that good adventures are dependent upon good background design, good background design is dependent upon maintaining consistency, and maintaining consistency is as dependent upon what you throw out as what you include.
Peoples

Games such as the AD&D game have lots of humaniform monsters (usually called “races”). In addition to humans, there are the demihumans: elves, dwarves, halflings, half-elves, gnomes, etc. Then there are the so-called humanoids: orcs, goblins, hobgoblins, bugbears, kobolds, ogres, etc. There are giants of various sorts, centaurs and other beast-men, and faerie and mythological types: pixies, sprites, nixies, dryads, satyrs, etc. Nor may one forget the various lycanthropes, merfolk, and subhuman types (yeti, troglodytes, etc.). On top of it all, many races - especially, for some reason, the elves - have a bunch of sub-races. What do we get out of having so many people-like monsters?
On one hand, many monster races are simply easy caricatures of various aspects of humanity. Rather than use race, culture, or philosophy to differentiate one group from another, we just create a new species of humaniform monster. J. R. R. Tolkien did this somewhat in The Lord of the Rings. His hobbits and elves showed us different sides of humanity when compared to the men of his world. This is an old and honored literary turn: Sometimes we have to see the humane in the nonhuman in order to appreciate it. However, it also spares us from having to seriously consider some very divisive things, like race, culture, and philosophy. It needs to be pointed out that one’s campaign doesn’t need a lot of humaniform species if one is good at making believable societies.
On the other hand, the strangeness of the “other” is an important fantasy concept. Our worlds need nonhumans for contrast with the humans and to increase the sense of wonder one has when encountering them. Just remember the Law of Diminishing Returns: The more you normalize nonhumans, the less of a “Wow!” you’re going to get each time you encounter them.

The following suggestions apply, then:

1. Limit the number of nonhuman types in your campaign area. Make home “homey”. Your basic campaign area should be where your player characters hail from; keep any strangeness around the edges (see #3 below). Develop the basic plot devices of your campaign using only those peoples who will allow you to maintain consistency.
2. Develop cultures instead of races. Instead of using a new desert-dwelling humanoid, put an orc or human in a burnoose and have him ride a camel. Instead of creating a race of snow-people, let your halflings adapt to the climate in Eskimo fashion. I once designed a campaign area where the elves dominated the woodlands in a manner not unlike the British raj in India. Their chief foe was the Hobgoblin Overlordship. Instead of making hobgoblins crude and violent, I saw them as cultured and violent, rather like Klingons or the minions of Cesare Borgia. The hobgoblins dressed well, spoke well, and were great sailors. They were also cruel and warlike. They ruled all the lesser peoples (goblins, orcs, etc.) and despised them for being less than hobgoblins. Nevertheless, the hobgoblins had a sort of honor about them. The only thing I had to change about the hobgoblins was their inability to rise in level, and that was easily fixed. 

3. Put the occasional extra race at the edges of your campaign. These extra types can add the occasional spice the campaign needs. Extra races can be put in the campaign area itself as long as they are hidden in the shadows: rare trolls living in caves, a few wights in barrows, werewolves on the lonely moors, and pixies that one never meets by chance. Other creatures can be placed in adjacent planes or summoned by magic for the occasional big encounter.
4. Don’t let a player make you include a character race that doesn’t fit. Some players want to play elves, halflings, or whatever, and nothing else will do. If you haven’t accounted for the presence of certain races in your campaign area, don’t accommodate the players. Tell them something about your world, and give them a chance to choose a different race. 

Classes and powers

A good campaign doesn’t need to include all the classes and powers available to player characters. Not long ago, I ran an adventure for “little people” characters. The setting was all underground, and I limited the party to dwarves, halflings, and gnomes. Since none of those races were originally allowed to have clerics (at least as player characters), I told the characters to stock up on healing potions and gave them a contact outside the dungeon for handling serious injury. The fact that they had no cleric did not unbalance the party. Rather, it had two benefits: it enhanced the experience of playing an all-little-people party; and it made the players far more careful than they might have been (especially about the possibility of meeting any undead). Thus, the restriction of one factor (no clerics) was tied to a matter of the campaign’s identity (all little people). It was not arbitrary and thus enhanced the playing of the game. 

Going in the opposite direction, some DMs like to get into class expansion. For instance, wizards might be very common in one campaign, with a great deal of attention being paid to specialists in the various magical schools. That’s okay, but it would need to be accompanied by a restriction elsewhere. If wizards are common and specialized, fighters are probably less common, particularly as rulers. Some hints for maintaining consistency follow:

1. Don’t let your players talk you into allowing classes you don’t want. If druids (or monks or wu jen) don’t fit into your campaign, don’t shoehorn one in just so that someone can play the class. The campaign will lose focus if you come up with an arbitrary and far-fetched rationale for having an oddball class in the area. To maintain consistency, the oddball would have to fend off shock or suspicion everywhere he goes, and that, rather than the adventures you are designing, would become the focus of the game.
2. Make the non-adventuring types more interesting. Mayors, aldermen, charcoal burners, merchants, farmers, butlers, gossips, goose-girls, and so forth are not adventuring types, but they can all be used as encounters for the player characters. If you make the people of your world interesting, they won’t need to cast spells or swing two-handed swords. In the realm of politics and government, most nobles and sheriffs would be fighters or have some warrior training, but they wouldn’t necessarily do a lot of fighting - and they don’t have to, to be interesting.
3. You don’t have to use all the spells in the books. Clerics are particularly bad about wanting certain spells; since they get their spells from otherworldly powers, clerics don’t have to find spells written down anywhere, as mages must. Players assume that means their clerics can have any spells they want. Don’t you believe it! There’s nothing wrong with a cleric’s deity saying, “I’d rather you had spell X than spell Y”. Along the same lines, if there’s no one to teach a character a given proficiency, you don’t have to come up with a way for him to acquire it. If you don’t want to use weapon specialization, leave it out. It’s your world.
Critters

If you think there are a lot of humaniform races in FRPGs, that’s nothing compared to all the other monsters in the game manuals. New, bizarre critters are wonderful, but they have some problems. What about the ecosystem? Where do these predatory things get their food? Do they ever fight each other? How can civilization exist so close to such terrors? Wouldn’t a couple of dragons eat all the cattle in the district? Wouldn’t all the fighters wipe out all the dragons?
The old problem of the overstocked dungeon is not solved just by having a world beyond the dungeon. All you do in that case is to shift the scale of the problem.  Some suggestions are in order:
1. Make the normal exciting. I once killed off a whole party of fighter-types by using giant goats. Giant boars or a herd of bison could be as deadly. You don’t even need wilderness to have danger lurking about. Farm animals (such as a cranky bull) can be dangerous foes. For that matter, you don’t need an exotic nonesuch to kill player characters. A friend of mine is renowned for his use of giant centipedes (about the only monster he has ever been able to kill a player character with). If you have enough of them, this common nuisance can be deadly.
2. Watch out for too many undead types; one dominant type per area is about normal. Transylvania is known for vampires, Egypt for mummies, and a few types are found all over (e.g., ghosts). Have your characters go to new places to meet new kinds of undead. That way, the undead are always surprising and challenging - and part of the new adventuring environment. 

3. You don’t need all those dragons. The AD&D game loves dragons, and their ilk has proliferated. Throw out the ones you don’t want. No world needs more than three or four main dragon types, and no campaign area needs more than one or two. After that, the existence of so many dragons calls into question how humanity (not to mention everything else) has managed to survive. If you keep dragons very rare and restrict their appearances, their importance will be magnified when they do appear. Conversely, never let your characters pick on baby dragons. Such things exist, but players need to respect dragons. Unless the heroes are going to go to some out-of-the-way place stuffed with dragon-kind, let the only dragons they encounter in the world be the rip snorting terrors they’re cracked up to be. 

4. Some monsters are only ornamental. You can increase the quality of your players’ experience by having them encounter animals of no combat value. Describing the rata-tat-tat of a woodpecker or the grassy explosion of a rabbit bolting from cover gives the players the “feel” of their environment, even though there is no initiative to be rolled. Don’t use all big, dangerous monsters merely to provide atmosphere. For that matter, things like mosquitoes, ordinary leeches, carrion left over from a wolves’ kill, the sound of walnuts falling through the leaf canopy, or raccoons raiding the party’s food bags can all be part of an adventure without endangering life and limb. This sets up the big encounters that are related to the adventure’s goals.

Possessions

Possessions tend to fall into two broad categories: tools and gear, and treasure. Once again, players are notorious for wanting whatever is in the rule books, while your campaign may not allow for it. Let’s say your campaign world is based on subsistence agriculture, with a technological/cultural base similar to that of the Roman Republic. Gold coins would be close to nonexistent. Swords other than short swords would be unavailable. Remember: 

1. Treasure is what is valued. If you have a cash-poor economy where barter rules, your possessions may tend to be unwieldy. Bales of silks and such may be worth a lot, but it takes beasts of burden to transport them, as they don’t fit well into your saddlebags. In some societies, most wealth is tied up in real estate, in which case heroes might be rewarded for their adventuring with leases, rents, or feudal estates. Of course, lust for goodies is a basic motivation for adventuring, so characters will probably always be very cash-conscious (more so, perhaps, than their societies). Nevertheless, if you want silver (or even copper or brass) to be the main precious metal, for heaven’s sake, adjust the tables any way you want. If it means that your characters have to work harder to go up levels, that may be just what you want.

2. Weapons are tied to technology. If your world isn’t very metallurgically advanced, then steel weapons are going to be hard to come by; bronze is fine. The only time you have to worry about adjusting the tables is when a weapon from another technology level is introduced. For example, an iron weapon in a bronze age culture would have a +1 to +2 bonus, while a steel one would have a +3 bonus; conversely, a bronze weapon in a steel-making culture would have a -2 to -4 penalty. Similarly, if a particular weapon hasn’t been invented yet in your world, you don’t have to include it just because a particular player loves the damage it causes.
3. Weapons are also tied to culture. The Japanese of the 17th century knew good and well how to manufacture and use firearms, but they chose to outlaw them in order to preserve the status of the samurai class. In some primitive cultures, hunting arrows have feathers, but war arrows don’t; these people know that arrows with feathers kill more efficiently, but war for these people is about pride, not killing. In a culture that prizes single combat, as between nobles, archery might be relegated to lowly peasants or even discouraged as being a cowardly way to kill somebody. If you design the culture, you should know which weapons are prized by that culture, and you don’t have to introduce others just to please the characters. On the other hand, introducing a new weapon into a culture can cause quite a ruckus, and that might be just the thing you want.

Religions

Most cultures tend to have a dominant religion, one that might not be tolerant toward competitors. Where several religions exist side by side in a situation of comparative strength, a tendency toward syncretism exists. Syncretism is the practice of equating similar things, smoothing over differences, and adding everything together. The Romans were great syncretists, identifying Zeus with Jupiter, Hera with Juno, Odin with Mercury, etc. The result was the dilution of the distinctive religions that existed before assimilation. In effect, this destroyed polytheism as much as the advance of Christianity did. Given too much accommodation, you wind up with a religion that nobody can believe in or care about.
Some things to think about, then, are:

1. Maintain creative control. When you decide on the religions of your campaign area, you don’t have to include all the religions and gods in the books. Pick the ones you like. You don’t even have to allow for all the nonhuman mythoi current in the AD&D game. In Norse mythology, elves were followers of Frey, so you don’t need all that elvish religion in the books if you don’t want it. Of course, this makes possible a wonderful conflict between Norse elves and .pure elven. elves who see their Frey-loving cousins as culturally enslaved - or even apostate! 

2. Followers of the same religion don’t have to agree. Gamers tend to use alignments as equivalent to religions, and religions as equivalent to complicated schools of thought. It needs to be emphasized that it is possible for people to disagree upon the right approach to practicing their mutual religion (e.g., chaotic good arguing with lawful good over the best way to be good). It is possible for people to betray in practice the ideals they profess with their lips (religious bigots). It is possible for people to be official adherents of a religion without caring a fig for its beliefs and practices (a thief who is a member of the state religion). It is possible for conflicts between rival factions, organizations, and orders to be as nasty as any conflict between different religions (Orthodox vs. Catholic, Avignonese papacy vs. Roman papacy, or Dominicans vs. Franciscans, to take a few examples from the Middle Ages). In other words, you don’t need lots of religions to have conflict; put in other religions only because they truly enhance your campaign world.

The official multiverse

Whether one plays the D&D® game or either edition of the AD&D rules, there exists a lot of material about the adventuring worlds for your use. There are gazetteers, modules, guides to Krynn and the Forgotten Realms, the AD&D 1st Edition Manual of the Planes, the RAVENLOFT campaign set, and so forth. It’s very tempting to take some or all of these books, and the wonderful, well-thought-out material they contain, and say, “Well, I guess I have to use all this”.

Don’t do it! Even the Manual of the Planes provides rules for setting your campaign universe apart from all other campaign universes. You don’t have to use what you don’t want, and your worlds power will increase as you discover with ever-greater clarity just what it is you do want to include.
Consider the possibilities:

1. Where the drow live is up to you. In the original AD&D giants-drow modules, the drow lived in an underground area called the Vault of the Drow. The conception of their society as given there is different from that embodied in the AD&D 1st Edition Dungeoneer’s Survival Guide. Both those conceptions differ in some ways from that embodied in R. A. Salvatore‘s Dark Elf novels, published by TSR, that have drow prominently featured in them. Surprise! The drow live where you put them, and only if you want them. You don’t have to use the Underdark, the Vault of the Drow, or anything else. 

2. Who says the Outer Planes are even there? Manual of the Planes is a great book, but people are free to differ in their metaphysical constructs. Who says reality is divided up that way? Why, my character‘s religion may even hold that all other gods are mere cosmic piddlers who have deluded their followers; conversely, other characters may think my character’s deity (and his whole celestial estate) mere pie-in-the-sky, not really there at all. It’s okay to have characters disagree about such things. It’s okay to send people out of this present existence, and not have it look like what they were expecting. Who knows these things, anyway?

Conclusion

In attempting to show the materials of FRPGs as non-prescriptive, I am aware that you may see this article as too prescriptive. You might be afraid that your players (those real flesh-and-blood people you get together with) may take offense at a highhanded DM who says, ‘this is the way it is’. After all, the players give life to the campaign world, too. That’s perfectly true, but the DM can’t shirk his responsibilities. Just say, “It may be our world to adventure in, but if I am the DM, it is my world when people want to put things into it that don’t belong there”. The players define this world by their actions; the DM defines it by its furnishings.
The DM must sell his world to the players. He must woo them and win them to this strange new delight that he is presenting. If the world has a distinctive flavor, the players will eat it up. Isn’t that what you wanted in the first place?

K. Integrating Player Characters into Your World
Wealth, status, income, and time commitments

It is common for player characters to be nomadic vagabonds without jobs, families, or ties to a community.  For the average dungeon delver this is perfectly fine.  At some point however, your players will express interest in the world at large.  Maybe they will want to become knights of the realm, have aspirations of advancing in the ranks of nobility, or just want to set down roots in a frontier town.  The guidelines as presented here can be used to more fully integrate them into the society of any campaign setting.
Timing. 
For added realism, integrate player characters into the world in which they live, and to gain additional insight into how much time is available for adventuring, training, or other activities, try borrowing from another game, Superhero 2044 by Gamescience. As is done in that game, require characters to plot out their activities for the week in four-hour blocks, showing what time is allotted to sleeping, to work, to patrol and so forth. There are certain requirements for upkeep in terms of time per week; the PC can’t patrol the streets 24 hours a day, 7 days a week. In terms of four-hour “blocks,” the requirements go something like this:

 

First and foremost, the basics: Most characters must set aside 14 blocks per week for sleep.  If a normal 8 hour a night sleep pattern cannot be maintained – particularly for those characters frequently pulling sentry duty during adventures - add +1 block of sleep for each period of wakefulness exceeding 5 consecutive blocks (20 hours), +1 more block of sleep if there are more than 4 sleep periods of less than 8 hours (2 blocks) each. No more than 3 blocks (12 hours) of sleep can be taken consecutively. In addition, a character must devote 1d6 blocks per week to socializing and mundane responsibilities.  Even a recluse has to take some time to eat and dress occasionally.
 

The question of allotting time leads in to the most noticed omission in the rules: the lack of systems governing money, work, and so forth. How much equipment can a character afford? How much time is spent at work? Other questions turn up along the same lines. It would probably be possible to come up with a list of jobs, income from those jobs, shopping lists of equipment and so forth, but the following guidelines revised from an article found in Dragon Magazine provide a way to include day-to-day living more painlessly.

 

The way it works is by using the following generic groupings of identified standards of living. The various lifestyles are non-specific, so that exactly where the PC lives and whom he or she works for are left to the players to define; however, the general social level, degree of wealth, and available methods of transportation are specified. The better off a character is, the higher the point cost of his or her lifestyle. The various lifestyles are these: 

 

Poor
The character lives “hand to mouth”.  

· All money goes to food, clothing, and rent; none is available for equipment. 
· The character goes without shelter, has only temporarily shelters – a teepee or tent for example, or has a home that provides inadequate protection – from violence or the weather.

· Transportation is limited to walking.
· At best subsistence livestock may be owned – for instance a chicken for eggs or a goat for milk. 
· Time required per week to support this lifestyle is 1d10 blocks (roll each week for the amount of time needed).
· Failure to commit the required amount of time to upkeep of this life style means the character will go hungry and/or without shelter.
Student, apprentice, squire

Similar to “Poor,” but a student has limited access to materials, tools, facilities, and trainer appropriate to their area of study and training. 
Requires 8 + 1d8 blocks per week. 

 
Average
The character has a typical, middle-class lifestyle. 
· The character can occasionally (once a year) make a major purchase of equipment or whatever, of about $5,000 in value. 
· Character has a permanent and adequate shelter to live in.

· Transportation is by a standard domesticated animal (i.e., horse, camel, donkey, etc…) or by standard small vehicle (i.e., cart, wagon, raft, canoe, etc…). 
· Character probably has tools of his trade and typical livestock (i.e., farm animals or beasts of burden for his trade).  He may even have an apprentice or hired hand.

· Time required to maintain this lifestyle is 10 blocks per week.

 

Above average

This is the realm of the upper middle class. 
· The character can make one major purchase per year of $15,000 (or, of course, several smaller purchases). 
· Typically, the character owns a nice home. 
· Transportation is by a standard domesticated animal (i.e., horse, camel, donkey, etc…) or by standard small vehicle (i.e., cart, wagon, raft, canoe, etc…) of reasonably good quality (the character may own two mounts or perhaps only one). 
· Character may have a servant or two and property (i.e., land, business establishment, working vehicles - including water craft like fishing boats - or trade goods) or animals used expressly to generate income.

· This lifestyle requires 10 blocks of time per week to maintain but will also cost the individual a portion of his otherwise disposable income to have someone else perform the daily routine functions needed to maintain this lifestyle.  If the character is the primary or sole employee maintaining a business or other role this option will instead require 10 + 1d10 blocks per week.

 

Wealthy
The character is very comfortably well off. 
· Up to $50,000 per year may be expended on large purchases. 
· The character owns a good-sized estate, very possibly a fortified dwelling, tower, or small castle. In addition, the character is assumed to have appropriate facilities such as a smithy, granary, mill, and appropriate staff, furnishings, and equipment. 
· A wealthy character may typically own any one of several horses, including war horses, or a limit number of powerful or fantastic creatures, slaves, herds of livestock, ships, chariots, carriages, etc... 
· Without impacting his ability to make large purchases the character can additionally support several other characters indefinitely at a good standard of living as knights, sages, mages, and other personal retainers. 
· This lifestyle requires 5 blocks of time per week if someone else manages the individual’s affairs – this will cost a portion of the otherwise disposable income.  If the individual performs all the routine functions required to maintain this lifestyle himself it will require 3d6 blocks of time per week.

 

Very Wealthy

The character is positively rich, and lives off of the vast income generated by his holdings, taxes, or tithes (if an immortal or representing one).
· Income is extreme and able to support lavish expenses up to $1 million a year.

· Owns many large estates, castles, and supporting infrastructure at least capable of supporting the population of a city possibly entire state.  

· Owns several powerful or fantastic creatures, and a considerable fortune in slaves, herds of livestock, ships, chariots, carriages, etc... All of these are personal possessions exclusive of any such assets used in the generation of income.

· This infrastructure often includes personal guards and retainers of great power in their own right, such an individual may even field small private armies not included as part of the holdings generating the individual’s income nor affecting their ability to make large purchases.

· This lifestyle requires 2 blocks per week if someone else manages the individual’s affairs – this will cost a portion of their otherwise disposable income.  If the individual performs all the routine functions required to maintain this lifestyle himself it will require 3d8 blocks of time per week

 

Extraordinarily Wealthy
The wealthiest of emperors or your average deity. 
· The character owns or can own anything they choose to have except artifact/relics – and they may have one or these too. 
· This is a very high profile lifestyle. It requires 1 block of time per week if someone else manages the individual’s affairs.  If the individual performs all the routine functions required to maintain this lifestyle himself it will require 3d10 blocks per week of time

 

 Instead of merely being wealthy (or poor) as a result of some more or less ordinary endeavor, a character can be part of the land owning nobility or own a business, mine, plantation or other such activity. This provides a standard of living equivalent to one of the lifestyles described above, depending on the size of the business involved. In addition, the character has access to all the facilities the business (or whatever) owns, at least to the extent that use of those facilities does not devalue or damage the business. The hours are longer for a self-employed character, as a general rule, and those hours are variable from week to week, but on the other hand they are also more flexible; the character is less constrained by an 8-to-5 routine. Also, he or she can to some extent modify working hours by taking long lunches, refusing all calls for a while, closing the shop, and so forth - although excessive use of this privilege will damage the business. This flexibility also reduces friction with activities most players wish to participate in.

 

One final note: An additional area to consider when integrating a character into the campaign world is the concept of official or family power. Some characters will be rules, nobility, priests, or leaders of the government (at some level).  This will typically grant additional power and resources attributed to their station in life in addition to there personal wealth and power.

Local position of power is generally associated with a leader whose rank is no higher than that of a baron. This level of authority allows the character to do such things as preside over civil or legal matters, raise and lead a militia or local troops, gather taxes, and enforce local laws and customs.

 

Regional power can indicate a position of Viscount, Count, Marquis, or even Duke.  Such an individual may not only be the authority over civil and legal courts, militia, and maintaining order but may have an entire military force.  Such a force could include an army, navy, knights, wizards, and any number of other sources of raw power to protect against threats foreign and domestic.
 

National/Continental power often denotes individuals of royal or imperial status or the leader of an order of spell casters.  This level of authority grants up to dictatorial power over an entire nation.  The influence of such a position can even be felt at the planular level.
 

Interplanular power is almost exclusively the preserve of the deities.  The influence of such a position may affect an entire race or sub-race and transcend many planes.
 

 
L. Monsters and Organization [Primer from 1st edition DMG]

As has been stressed herein, you will find that it is necessary to assume the various roles and personae of all creatures not represented by players. This can be particularly difficult in combat situations. You must be able to quickly determine what the monsters involved will do in any given situation, and this can be particularly difficult in combat situations. It is necessary that you make a rule to decide what course of action the monsters will follow BEFORE the party states what they are going to do. This can be noted on the area key or jotted down on paper. Having such notes will save you from later arguments, as it is a simple matter to show disgruntled players these ”orders” when they express dissatisfaction with the results of such an encounter. The intelligence and wisdom of concerned monsters are principal determinants of their actions and/or NON-PLAYER CHARACTERS (MONSTERS & ORGANIZATION) reactions. Consider also cunning and instinct. It is also important to remember that lawful indicates an organized and ordered approach, while chaotic means a tendency towards random, individual action and disorganization; but these modifiers must also be judged in light of the monsters concerned, of course.

 

Examples of the responses of six different types of monsters follow. The situation will be the same in each example: The ’party” (whose composition and levels are unimportant for the example and would obviously vary in each situation anyway) will be attacking the monsters in the examples in two situations. SITUATION 1 (Sl) is where encounter occurs for the first time, and while the party inflicts casualties upon the monsters, victory is denied; the party then leaves with its wounded, regroups, and returns one full week later to finish the job. SITUATION 2 (S2) is where the party, rested, healed, and ready for action, has now re-encountered the monsters in question. In both situations the response of the monsters concerned will be detailed so you can use the examples in handling actual play. 

 

EXAMPLE I: The party has entered a crypt under an old temple and attacked skeletons and zombies encountered there. 

S1: The monsters will respond only as the crypts are entered in turn. Being effectively mindless, they have no co-ordination in their attacks, and no pursuit will occur when the party breaks off. 

S2. There will be no change in response on the part of the skeletons and zombies. Those destroyed will not have been replaced (assuming, course, that some evil cleric is not nearby) by reinforcements. Doors and furniture previously damaged or destroyed will not have been repaired.

 

EXAMPLE II: The party has located and attacked a colony of giant ants 

S1. Although giant ants have only “animal intelligence”, the colony is an organized society wherein individuals are part of a greater whole; thus, response will be ordered. Warrior ants will meet the attackers, and workers will remove bodies, items dropped, and any rubble caused by the combat. If the queen is threatened, the workers will attack also. When the party breaks off the action, there is but slight chance of pursuit.

S2. In the interim, pupae reaching maturity (perhaps 1-6 warriors and 3-12 workers) will have replaced casualties incurred during the first encounter. Destroyed tunnels will have been repaired, new tunnels possibly dug, and general activity of the colony carried on normally. Warriors will again meet the party (although they might be reduced in number). When the queen is killed, all organized activity will cease.

 

EXAMPLE III: The party has found a cave complex which is the lair of an orc band.

S1. The orcs might have a warning device (a drum, horn, gong, bell, etc.) available for use by the guards posted at the entrance to their lair. The larger the number of orcs, the greater the chance that such a device will be on hand. As soon as the attack occurs, one or two orcs will rush to inform the group that they are under attack, assuming that opportunity allows. Response to the attack will be disorganized, wave attacks being likely, with the nearest orcs coming first, and the leaders (most likely to be at the rear of the complex) coming up near the last. Some traps might be set along the complex entry. Resistance will stiffen as the leaders (and ogres, if any) come up. When the party retires, there is a fair chance for pursuit - a general harassment by the boldest fighters amongst the orcs.

S2. There is a good chance that the orcs will have sent for reinforcements, and additional losses might hove been replaced by returning group members. Any damage or destruction in the cave complex will have been repaired. There is a great likelihood that more guards will be on duty and some warning device ready to alert the group, as discipline will be attempted because of the attack. Response to the attack will be more immediate, and leaders and spell casters will be ready to fight. (If the party camped too near the orcs during the intervening week, there is a chance that the orcs might have located and raided the place!)

 

EXAMPLE IV: The party comes upon a small town and openly assaults the place.

S1.  Town guards will give warning immediately, and while there will not be an alarm device at each post, there will be a central bell, gong, or whatever to alert the entire citizenry of attack. When this sounds, trained militia bands will arm, muster, and move to designated locations to repel the attack. The citizens, regardless of alignment (and this includes characters with adventurer classes), will be likely to join to fight attackers, for the general welfare of the community will come first. When the party breaks off their attack, pursuit is highly possible if the town has sufficient forces available to do so on the spot.

S2.  The town will have sought whatever reinforcements they could by means of employment of mercenaries, requests to nearby fortresses and towns for men-at-arms, and all able-bodied persons will be formed into militia bodies. Any destruction wrought by the initial assault will have been repaired as time and ability allowed. Guards will be doubled or trebled, and local spell casters will have their most effective and powerful offensive and defensive magic ready. Scouting parties will have been sent out and the approach of the attacking party will be likely to be known. Pursuit will be very likely if the second attack fails so as to allow it.

 

EXAMPLE V: The party encounters a bandit camp and engages in combat.

S1. The entire camp will be organized and ready for action on the spur of the moment. As soon as the guard pickets sound the alarm, reaction will be swift. Defensive traps, snares, and pits will make up a part of the defensive ring of the camp. Bandits will move to take up assigned posts. Counterattacks will be thrown against the party at appropriate times. When the action is broken off, thieves, assassins, or even monks who might be members of the bandit group will move to track and follow the party to discover what its subsequent actions are and if another attack will ensue.

S2. There is a great likelihood that the entire encampment will be GONE (without a trace of where it went) if the attacking party was obviously of sufficient power to cause serious trouble if it attacked again. If still there, the traps, pits, and snares will have been more carefully hidden and will be more numerous also. Ambushes might be set along the most probable route of approach to the camp for the party's second attack. A few more bandits might have been enlisted or called in from groups out raiding. All guards will have been doubled or trebled, all men more alert than ever, and all possible preparations made. During the interim an assassination attempt upon one or more of the members of the party might have been made (assuming that the bandits have an assassin character amongst their number), an attempt to insinuate a spy into the party might have been made, and/or a raid upon the party's camp may have been carried out by the bandits. If the party retires, pursuit will certainly take place if bandit strength still allows.

 

EXAMPLE VI: The party discovers a fortress and attacks.

S1. Guards will instantly sound a warning to alert the place. Alarms will be sounded from several places within the fortress. Leaders will move to hold the place, or expel invaders, with great vigor. Spell casters will be likely to have specific stations and assigned duties - such as casting fireballs, lighting bolts, flame strikes, cloudkills, dispel magics, and like spells. Defenders are out to KILL, not deal stupidly or gently with, attackers, and they will typically ask no quarter, nor give any. In like fashion, traps within the fortress will be lethal. As action continues, commanders will assess the party's strengths, weaknesses, defense, and attack modes and counter appropriately. If the party is within the fortress, possible entry points and escape routes will be sealed off. When the attackers pull back, it is very likely that they will be counterattacked, or at least harassed. Additionally, members of the force of the stronghold will track the party continually as long as they are within striking distance of the fortress. The fortress will most likely have replaced all losses and have reinforcements in addition. An ambush might be laid for the attackers when they approach. A sally force will be ready to fall upon the attackers (preferably when engaged in front so as to strike the flank or rear). Siege machinery, oil, missiles, etc. will be ready and in good supply. Repairs to defenses will be made as thoroughly as time and materials permitted. Weak areas will have been blocked off, isolated, and trapped as well as possible under the circumstances. Leaders will be nearby to take immediate charge. Spell casters might be disguised as guards, or hidden near guard posts, in order to surprise attackers. Any retreat by the attackers will be followed up by a hot pursuit. 

 

As DM you must base actions and responses upon what the logical activities possible to the monsters encountered would be when attacked first and then later. You assume the part of the creatures involved and act accordingly. If the attacking party does not have the savoir-faire to assess and properly handle the encounter - and this could well mean leaving as quickly as possible and not returning to get a second bloody nose – then they deserve whatever befalls them. It is absolutely necessary that the Dungeon Master remember that a seriously threatened person will reply with the strongest possible attack/defense measure in order to assure his or her well-being. (This could, of course, indicate a feigned surrender, pretended friendliness, fighting to the death or dozens of other reactions according to the circumstances and intelligence/wisdom of the individual involved.) The best course might actually be running away ~ something which intelligent creatures and many not-so-intelligent animals will be prone to do when there is no other choice save useless death. So, then, does a threatened cleric cast a know alignment spell upon an aggressor? Or a hold person? Obviously, the latter choice is far more logical in 99% of the cases, and so you should have monsters behave. Skeletons and zombies will mindlessly be slaughtered. Giant ants will march to destruction in behalf of their colony, but more intelligent creatures will react with a greater variety of defenses, counterattacks, and so on in order to assure their safety.
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INTRODUCTION

This book was designed by many different people each with different opinions. Thus you may find some very opposing views on how to do things. Nothing is to say anyone way is right or wrong. This book is designed just to make new and seasoned DMs aware of the options. You can select the way you want to run your campaign on your own.
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01 GENERAL

--------------------------------------------------------------------------------

01.1 STARTING

Do *NOT* let players import characters from other campaigns.  It totally destroys "game continuity." Unless you are an experienced DM. (See 04.1.1 JOINING AN EXISTING CAMPAIGN)

Start Small.  Don't use 25th level fighters and giant dragons and whopping big treasure troves rotten with magical items.  Pit low level characters against low level bad guys and monsters.  Be sure you know what you're dealing with before you present it to the players.

Start DMing a small group of sympathetic players.  You don't need some AD&D know-it-all second-guessing your every decision.  Too many players (more than 3 or 4 to start) can be uncontrollable.  If your players are all new too, agree on some group interaction ground rules before the first game.  Three basic rules are:  everyone gets a chance to play/speak; people keep their hands and eyes off other players' character sheets; look behind the DM screen and die.

Run low-level modules, or steal ideas from them.  They're generally fairly complete and can give you direction, even if you don't slavishly follow them (which isn't bad for a beginner to do).  Go ahead and use published modules now, and you can modify them for further play later.  DON'T try to learn all these complicated rules while at the same time constructing your own complete, complex world.  That can come later.

Get the rules down, and prepare for games before you play.  Stand up for yourself if players don't agree with your actions and you know you're right; but be open-minded enough to see when a player's argument makes sense.  Changing your mind on a call or outcome doesn't mean you're abdicating power.  This is a COMMON error among new DMs we've worked with.  Remember, the DM is in charge, but he's not infallible.

If I had to name the most important characteristic of a good DM, I wouldn't hesitate.  "Organization" and "imagination" are important. So are "consistency" and "fairness."  But above and beyond these, is the ability to *THINK FAST* in an unexpected situation.  Your players, if they're decent role players at all, will confront you with all sorts of things you hadn't expected.  ("We rape the elf.") You have to figure out how to adjudicate the results of these events, without hesitating, and stand by your decision in the face of the inevitable "Dungeon Lawyers." (One of the most useful words for a DM:  "FIAT!" which is a Latin word meaning "Make it so," effectively.  Say it and brook no argument.)

01.2 RULES AND LAWS

DMs word is Law. You basically design the world, control the gods which in turn control the world, religion, magic. You also control all the kings which control their sections of the world and make laws. So basically any laws or rules you want are yours for the having. One thing you should remember is once you make a rule or a law you should keep it constant (See 01.3 KEEP IT CONSISTANT)

01.3 KEEP IT CONSISTENT

One thing you should try to do is keep things consistent on the whole. This does not say that things cannot change. Certain area of your world things might operate differently, but there should be some reason for this. Maybe a hidden magical power source is affecting magic or a lack of magic in an area. Or some powerful wizard has affected an area for his/her liking. Or on certain rules in a kingdom, the King/Queen may decide to change the rules/laws halfway through the campaign, but again there should be some reason for the change. The PCs don't need to know the exact reason, but they should if they want to, follow it up to find out the reason.

02 WORLD DESIGN

--------------------------------------------------------------------------------

Design at least three times as much "world" as you think you'll need. One thing I've found repeatedly (in 18 years of DMing) is that characters rarely do what you expect, and *never* what you want.

Try to make encounters that are place independent. That is, they can be moved about without too much work. This way when the PCs are traveling down the path and then turn off for no reason you can move the cave to where they will come across it. This way the PCs don't think there be forced into anything. The just happened to stumble across a secret cave. This can be done to some extent, but not with all things.

03 VILLIANS AND NPCs

--------------------------------------------------------------------------------

Every adventure needs a good villain.  To create a good villain you need, at minimum, the following:

· Her goals.  Why is she doing whatever she's doing?

· Her power level.  This should be commensurate with that of your party - she should be difficult, but possible, for them to defeat.

· Reasonably complete description.  What does she look like?  How does she dress?  How does she speak?  Etc.

If you have a villain you really like -- especially if she's given the party a hard time -- give her an emergency escape, so she can come back to trouble your players again after a few months have gone by.

Make one recurring enemy and have him gain power with the PCs to keep him challenging. This can be anything from a childhood friend that one of the PCs took his/her lover, to a relative, to a child that one of your ancestors wronged in some way or another.

04 BALANCE

--------------------------------------------------------------------------------

04.1 NEW PLAYERS

04.1.1 JOINING AN EXISTING CAMPAIGN

It also means that when you let a new player into a campaign, you have to give some serious thought to whether to make him come in as a first level, who is likely to die very rapidly at the hands of the critters the others face, or have him come in as a character from another town who's just moved in with his own experience, etc.  (Or perhaps have him take over an existing NPC.)

There is more to a good campaign than balance -- but not much. Player characters have to be kept nominally similar in power so that they can interact and not have one bossing the others around.  This doesn't mean everything has to be absolutely *equal*, but that one character doesn't accumulate massive treasure and power without some compensating accumulations on the parts of others.

There's more than this to balance.  The next obvious point is balance between players and monsters, but that's so obvious it doesn't need much discussion here.  (Rather, it needs entire tomes written about it, but that's another argument.)

Then, too, there is balance of the world itself.  Is your world ruled mostly by Law or Chaos?  (At least in the area your campaign will begin.)  Is it high-power, or low-power?  How common is magic?  Etc.

Another issue of world-balance is the variety of NPCs your players meet.  Remember that *MOST* of the people in the world will be neither wizards, warriors, thieves, nor priests, but craftsmen, farmers, petty criminals, government officials, merchants. . .  You get the idea. Children.  Old people.  Make your world *complete* in its balance.

05 ADVENTURES

--------------------------------------------------------------------------------

Try not to force players in a certain direction. Most players that I have played with, hate when the DM forces them down a certain path. They try even harder to get off that path, once down it. Thus try to allow your players to roam where they want.

In towns you can have them over hear a couple of drunks talking how they just mugged an adventure that came back from some nearby caves. If they want they will go explore the caves.

If the PCs don't go in the direction you want then move the dungeon to where they will stumble across it. Or scare them back into the direction you want by facing them with an overwhelming force. This is a hard one because many times the PCs will actually try and take on the force. PCs often don't the sense to run away from things.

N. Go with the flow
DM: “The bugbears have, uh, thirty gold pieces on them.”

Player 1: “Gee, that’s a lot. I wonder why they’re carrying so much.”
Player 2: “And we never encountered bugbears this far south before.”
Player 3: “That jerk the baron has a lot of money, so . . .”
Player 2: “My friends, I smell a conspiracy. I think we should pay the good baron a little visit - unannounced, of course.”

What you as the DM meant to say was thirty silver pieces. Do you correct yourself, or let the players get the wrong idea? If you have any sense at all as a DM, you leave the players in the dark. The more a DM allows the party to choose their own paths in an adventure, the more the group will participate as a whole. If the party overestimates the importance or role of an NPC, as in the example, work with their mistake. Obviously the idea is intriguing to them, so follow their lead. They will ask you later in the adventure if you thought they would catch on to the baron’s schemes so quickly. This is a good thing! The players will feel that they have accomplished something with their clever deductions, and if you alter the plot so that their suspicions turn out to be true, they will be rewarded for the good role-playing they have done. In the future, they will be even more interested in thinking through their actions.
Planned scenarios are fine as long as the planning that went into them does not make them restrictive. The players need to feel that they are interacting with the campaign world, not just following a set of tracks carved in stone. Perhaps, in the course of an adventure, the major NPC villain that you wanted to use is left out entirely. It doesn’t matter in the end, because the NPC can always be used later. If you introduce a variety of different villains to the PCs over the course of a few adventures, you can watch the players’ reactions to their enemies. Whichever NPC is the one the party hates the most or is the most interested in should become their arch-nemesis. In this way, you don’t saddle the PCs with an enemy they are bored with.
The game is designed to be free-form, and co-managing your campaign with your players is an excellent way to bring them into the fun. Too often, DMs fall into the trap of assuming that they create their campaigns by themselves and the players have no input. This type of thinking needs to be avoided at all costs, for it is the DM’s gaming with the players that shapes his world and gives it a unique flavor. A good DM should pay as much attention to the things his group likes about the campaign world as the things they dislike. When the players feel that they have some control over their own destinies, they take part in the game more often and use more creativity in play as they try to carve a place for themselves in the milieu. Use their imaginations to spark your own; the results will be astounding. 

O. Achieving Verisimilitude

ver·i·si·mil·i·tude (vr-s-ml-td, -tyd) n. 

The quality of appearing to be true or real. See synonyms at truth. 

Something that has the appearance of being true or real. 

 

It’s not just a cool word in the Dungeon Master’s Guide, it’s a DM technique that, thankfully, I accidentally discovered I had been doing for years. But it’s not easy to do. How do you really go about creating a life-like environment for you players that they care about and respect? It takes a bit of work, notes, and a good memory.

 

Recurring NPC’s. Campaigns that have an ongoing exploration theme or are primarily dungeon-based may have a problem simulating this, but for other games it’s old advice. Keep up with the NPC’s the characters seem to keep an interest in. It’s easy to see. You say a barkeep’s name and they sit there. You say the son of the local baron’s name, and you watch the note-takers jotting on their papers. That’s a name to remember. Next time when the characters come through they may learn that the local baron’s son has recently completed training to become a knight and his coronation is tomorrow. You’ve built in a world around the characters, not just for them.

 

Varied NPC’s. Do your damnedest to vary your NPC’s from region to region, and quickly think for a moment about their reaction, needs, and wants. Speech, outward appearance, even body language should be noted. A weapon smith in a city rampant with rumors of an impending invasion from the nearby empire will have a whole different attitude, pricing, and workforce than the weapon smith in the peaceful outlander village surrounded by high mountains. When they deal with the characters, have their personalities reflect their environments. That simple mercenary captain may just be gruff and covered with scars, but what if last night his betrothed left him for another...suddenly puts a huge spin on his presentation to your players and gives him life. Player characters are less likely to take advantage, or make light of, their interactions with NPC’s so played. 

 

Foreshadowing. This can’t be stressed enough, but it goes a long way. It’s also more work, but worth it. The best way is to keep one step ahead of the characters and know where they are going, and what their interests are. For example, in my current campaign I knew the party would come to a city where I need them to follow leads on a particular villain. When they were lamenting their shortage of cash in their home city, I had them come across a wanted poster with a sizeable reward posted for the fellow in question. Another way to do this is to mention areas in your campaign world almost nonchalantly in your descriptions and NPC conversations. A fletcher may make an off-remark about the amazing wood found in the Rokk woods, and later when an elf is found slain with a mark of a tribe from that wood, there’s at least one player who will remember what the fletcher said about the elf’s home, creating a small but worthy tie to the characters. This technique can only work best if you read ahead of the group...plant seeds, drop hints, etc. Only discovering things as the party comes to them makes them feel like they are walking from encounter to encounter.

 

Details. In your villages, dungeons, and role playing, HAM. Ham it up. You already know to describe a dungeon room with smells, lighting, and texture, but it can go further. Ham up your NPC’s and you will discover, like I did, that those not too disposed to role playing themselves slowly come around, playing off your impromptu acting. Combats desperately have a need for colorful descriptions: sword blows, near misses, etc. If you use miniatures, always track full movement with the miniature, don’t pick it up and drop it elsewhere. Describe its flailing claws as it charges past the torchlight. The best way to perfect this technique is to read fantasy books and keep combat descriptions in your head to mix and match and develop as your own. Don’t have foes walk up and attack, have them dodge, try tactics, flank, jump and tumble into combat! Suddenly the opponents aren’t like drones waiting to be mowed down, but adversaries with personality.

 

Consequences. If the party has impact on an area, if they know about it or not ;-), remember to keep that in mind the next time they are around or in your NPC gossip. For example, suppose the group gets hired to explore a fallen meteor. They do, and discover a fell mind flayer that laired nearby and they return to the town with a trophy. When they return to the town in the future some folks are sure to remember them and comment on their past deed. Or they find themselves in a nearby town asking for adventuring help, and their employer mentions how he hopes they “aren’t crazy like the fools who tackled the mind flayer in the town over.” If someone gives money to a beggar, beggars suddenly become their best friends. If a character makes mention of his favorite outfitter back in his home town, he may return to learn that the outfitter’s business is booming from out of town orders. Best of all, set up things the party is meant to change so they feel they are interacting with the world, not that it’s a static background set!

 

Keep in mind that more often that not, to get the best out of your players, you have to put that much more in. More than other hobbies you get out what you put into it! Have fun!
P. Be the Best DM you can be

1) Keep details about where the PC’s are alive and fresh. Set stages. Describe sounds, smells, textures, etc. Keeping a comfortable, full detail level, if done with finesse, will bring alive even an empty dungeon room. It also prevents players from (if you use too much detail) thinking a room is suddenly something special. If your players don’t “feel like they are there” then much of what role-playing is, is lost.

 

2) Bring NPC’s alive: voices, motives, quirks, and background. With inspirations from movies, books, and even relatives, it really only takes a second to develop “The Barkeep” from a cardboard cutout to a believable character in your world, like the NPC existed before the players and will go on afterwards.

 

3) Know the immediate world area in which your player’s characters dwell. Rivers, nobles, mountains, outlaws, etc. Keep the world flowing and changing around them so they don’t feel as if the world exists solely for their benefit. It spurs their imaginations in creating a more colorful image for themselves. The more real the game world is to you, the more real it will be to the players.

 

4) Be alert, responsive, and well-timed behind those screens. Pacing and timing are very important to keeping your game fresh and players excited and enthused. If things drag, turn up the heat, if things are going at a breakneck pace, give the PC’s a small rest. Don’t overpower the PC’s, but give them just enough time to react and make decisions without discussing it like a committee, especially during combat. Listen carefully to the players as they talk, they are possibly the greatest source for ideas.

 

5) Don’t just know the game system, be one with it. Don’t let rules dictate to you but do not bend them without cause. Know the system so when situations come up they don’t deal with, YOU CAN. Know the dynamics of the game’s mechanics to judge fairly, consistently, and positively to the story.

 

6) Use your tools well. Use your time well. What good is a long, detailed history if it never gets integrated into your campaign? What good is an adventure you spend two weeks writing if no players are interested in it? Better to take published material and mold it to your player’s characters wants and desires! If you do create a rich and detailed history, use it in the game! Tie magical items, ruins, towns, cities, even the very landscape to your world’s history to give it depth and appeal. Use foreshadowing to enhance storytelling.

 

7) Don’t humiliate your players or their heroes. Give the player who doesn’t know all the rules some slack. Make sure to involve everyone at the table, quiet or loud. Don’t send the characters traipsing through mud grime and filth for no reason to the story. Don’t beat the characters relentlessly with combat after stupid combat with no resolve. This can all be wrapped up in one phrase: Just because you hold so much power in the game, if you abuse it, you won’t have any players left. The players have come to play heroes. Let them accomplish that with dignity. It’s NOT “you against the players”.

 

8) Be flexible with character decisions. You already know not to say “you can’t go there because I haven’t made it up yet”, but this extends elsewhere. Be prepared to allow the players free will, or at least the illusion thereof. Be ready to improvise. Reading novels or game books can help you store ideas in your head for that time the PC’s go ‘off the beaten path’, and they will love you for it to allow them to explore the dynamic world at their feet, not your decree!

 

9) Decide on the flavor of your game and do the best you can to stay consistent with that theme, be it epic struggle, slightly comedic or light, or the medieval tapestry that hangs in the backdrop over the adventure. Use the flavor in your mannerisms, NPC’s, descriptions and adventures to make the world real and involved so the players and their characters never forget where they are.

 

10) Don’t allow players who don’t get along or mix well with your group or cause trouble to stay. Life is too short, and too many are depending on you to run a good game. Trouble players must GO.

 

11) Don’t waste time in the game. Don’t allow players to question every decision and rule at the table. Don’t waste time using careless mechanics. How often are you at a table where the DM spends about 5 minutes or more collecting ‘spot’ rolls (or whatever) from every member of the party only to then announce what it is they ALL see. Why call for dice rolls? In a group of five or six characters how often, really, are they ALL going to miss? Have the roll be for surprise, or something. You just wasted valuable game time with a predictable result. Save spot checks for smaller groups or when someone’s specifically searching for something!

 

12) The ‘funniest’ but most literal advice: WATCH and LEARN from the movie ‘Predator’ starring Arnold Schwarzenegger. I know you’ve seen it. See it again. Don’t just watch it, absorb its technique: Mood, setting, description, action, PACING, character interactions, NPC reaction; a perfect blend of a storytelling twist, fast and hard-hitting combat scenes without taking the entire movie, ambiance description, and more. Even if you don’t play sci-fi, watch Predator. I can’t recommend it highly enough when you want to improve your technique and learn how to pace a game that’s supposed to keep everyone excited.
Q. An Introductory Guide to Understanding Role Playing

Role-playing games focus on a series of “What If” situations involving two types of participants, players and a game interpreter.  

A player’s role is to determine - as if they were actually the fictional person they control in the game - what that person, in a given situation would do.  

The role of game interpreter is essentially to create the series of interconnected “What If” situations, that when taken as a whole with the player’s responses, evolve into a unique and interesting story.

Playing a role playing game is, when boiled down, basically that simple.  Every choice made, every action of the fictional creatures in this game take, every random event or event planned by the Dungeon Master create yet one more “what if” decision which further evolves the story.  Although it can be as complex as you’d like it to be, it can also be fairly simple.  

Are there rules or is it all just made up?  How is a campaign – a finite instance of a role playing game - created and run?  How is everything held together sufficiently to even call this hobby, pastime, etc. a game.  Virtually every other game you have ever been exposed to has concrete rules everyone must know in order to play the game and to determine who wins and who loses.  

Role playing is really just an unstructured story that we make up as we go along - nothing more than fiction – and fiction is just an expression of our imaginations.  So there really aren’t any rules at all.  If there aren’t any rules than any role playing no matter the source is nothing more than an exercise in idle whimsy. Only an idiot would waste their time on something so useless.  Right?  

Wrong.

Many people exposed to role playing games, even those who may have played them for years, sometimes find it difficult to grasp the underlying structure used in any successful role playing game.  To be fair, conscious understanding of role playing rules is not essential for a thoroughly satisfying and enjoyable role playing experience.  

Since childhood, everyone has been involved in a role playing game at one time or another.  Many people never stop.  Whether it is little boys playing “Cops and Robbers” or little girls “having a Tea Party” or any other similar experience we all role play.  Some rules are as simple as “when I point at you and say bang you fall down”, or “the trash can lid is a safety spot where you can’t get me”.  Some rules are complex.  The point is we all at some level understand what role playing is and how it works.  

If this is so, why am I writing an essay with the ponderous title of “A Universal Guide to Understanding Role Playing”?  That is a good question.  The answer is that though everyone role plays virtually no one without a rule book in their hands seems to be aware of it.  Beyond acceptance that we role play, there is also a pervasive misunderstanding of the nature of the structure of role playing games that needs to be corrected.

Beginning with the general and working to the specific, all role playing games can be decomposed as follows:

RULES OF CONDUCT
MECHANICS

CONSISTENCY

STYLE

PREFERENCE

SCOPE

Rules of Conduct
No game, in fact no activity can take place successfully without an agreed upon set of rules.  These rules may be vague or specific, general or complex, but they must exist if the activity is to be successful.  Role playing is perhaps as well described as an organized social interaction as a game.  If role playing is a form of social interaction then it must inherit at least some of the rules of its parent activity.  Social interaction itself has inherent to its nature so many complex rules that are normally informal and undocumented but which we none the less abide by with implicit understanding.

In the highest level of what could be termed “rules” constitute the consensus agreement laying out the expected behavior and purpose of the activity.  Often this level of agreement is implicit and involves fundamental points such as the very acceptance that the group will play a game.  Beyond that other equally implicit rules typically are invoked and the failure to abide by these rules often ends not only the current activity but the trust required to engage in similar future endeavors.

Implicit rules of conduct include but are not limited to agreement upon the joint activity, to abide by the rules that will be enforced during the game without cheating, and the purpose of the activity, which for games is usually to have fun.

Mechanics

The mechanics of an activity are typically referred to as rules or instructions.  These include the sequence of play and the legal and illegal play options.  Many complex games, including role playing, possess a number of optional rules that augment, modify, or replace the core rules for the game.  House rules are special optional rules that are in place unilaterally by the hosting body – in role playing games this is often the game interpreter but can also be a sanctioning body responsible for tournament play.

These rules constitute the framework of the activity to be engaged upon.  Once the mechanics are selected the activity can then be referenced by others by name allowing for an immediate recognition by others familiar with that activity.  

Consistency

Consistency is in some ways merely an extension of the mechanics of the game where it addresses the unbiased and impartial application of the same rules upon all concerned.  In addition, within the realm of role playing like any work of fiction consistency involves a sufficiently logical flow to the story, environment, and personalities represented to maintain a believable fantasy world.  Without consistency particularly in the application of the laws of cause and effect no fantasy world can maintain the suspension of disbelief for long.

Style

Comprehension of the mechanics is essential for starting play but even encyclopedic knowledge of the game mechanics does not necessarily imply victory in the activity or even skill.  In any complex activity there are typically many strategies and methods to achieve success.  The particular challenges, potential selection of opposing strategies of an active adversary, and simple bad luck can frustrate even the best strategy at times.  

The participant’s personal preferences, aptitude, and objectives determine what approach will be taken in application of the mechanics of the game.  The specific application of mechanics can be called the style of play.  It is by the introduction of individual style that makes sessions of even otherwise identical game systems unique.  There is no right or wrong style though some are more successful strategies than others.  

Preferences

Should a role playing game be a “dungeon crawl” where the emphasis is placed on killing “monsters” and taking their treasure?  Should it be a chance to practice method acting where the goal is to understand in depth the motivations and inner thoughts of the fictional characters represented?  In a fantasy game should there be elves or in a science fiction game, Vulcans?  The answer is – It depends.  These are points of personal preference.  Do you want these things?  If so then they should be there.  If not they can just as easily be done away with.

If a specific game, run by specific rules consistently applied, with the same game interpreter style one might think that role playing might grow stale.  This could happen perhaps, but by modifying the specific situations in which the fictional characters are exposed to this problem is unlikely to occur.  

It is often useful for the game interpreter to solicit feedback and recommendations from the players to determine make the experience most pleasant for all.  Some games may have the flavor of Arthurian legends, some may be reminiscent of the Lord of the Rings or Dragonlance.  It is in altering the specific experiences that will unfold during the role playing campaign it is similar to reading different fictional works of the same author.

Scope

Scope may perhaps better be stated the gaming objectives.  After all the specifics of what game is to be played and what flavor it will have, there are still practical details must be considered.  Most of the practical details can be addressed as:

· Which people will be involved:  Not only who will play but how many people will be there.

· When to play:  Based on the people involved what is the most feasible schedule.  Not only should the day(s) of the week or month be identified but the number of hours and the length of each block of time available should be carefully considered.

· Objectives of play:  Is this experience to be an introduction for a beginning play, a long term campaign, a one-shot tournament style game, an experiment, or something else?  If everyone in group will be meeting everyday for a week but then the group is expected to break apart this obviously will limit the options available.

· Where will we play?  Usually this will be at one of the group member’s homes, though it may be at a public room at school, the library, the mall, or any other location convenient and accessible to the group.

I hope that this has provided you, the reader, with a better understanding and insight of what role playing is and isn’t.  In parting I leave an analogous example using football as a comparison to help illustrate my points.

	
	Football
	Role Playing Games

	Rules of Behavior
	Sportsmanship, teamwork
	Everything you learned in kindergarten

	Mechanics
	NFL regulations
	1st edition AD&D

	Consistency
	Impartial referees making calls
	Impartial game interpreter

	Style
	Strong passing game
	Low fantasy

	Preference
	The mix of skills, personalities, and image of a specific team
	A specific campaign universe like Multiverse or Greyhawk.

	Scope
	Preseason, pickup game, Pro bowl, etc…
	2 hours a week, daily, 20 people or 2, etc…


R. Uncle Figgy's Guide to Good Game Mastering or...

How to Manipulate Friends and Influence People

Introduction:
I love roleplaying. For me, RPGs go way beyond the "G" part of their name. They're not just roleplaying "games", but a way of hobbyist life as serious as any fly-fisherman, sports fan/player or model railroad enthusiast. The problem is that very few people feel that way. Some say they do, but it's apparent through their actions that they don't; someone who truly loves something will always look for ways to be better at it. Most of the GMs I've played with, however, think they're "good enough" and if you don't like it, leave. So I do, because a roleplaying game exists for the benefit of both the GM and the player. And because of my love for roleplaying, I'm offering this online manual, free and without cost, to whosoever wishes to read it and possibly benefit from the experience contained herein. If you like it, feel free to print it up, photocopy it, and even give it to your friends -- I wrote it as a labor of love, not a way to make money -- just do me the favor of leaving my name, byline and copyright notice intact. And note that I'm not allowing anyone to use this for commercial gain, if you try to sell it, my lawyers and I will come after you for the money you make, got it?
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Chapter I:  

Forget Winning
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I know it's difficult, what with western civilization's grand attachment to winning and losing, but do it anyway. Role-playing games are not the GM versus the players. I don't care if people have told you it is. I don't care if books have said things like, "whose game is it, anyway?" Because the real answer to that question is that it's everyone's game: the GM and the players. Without players, you ain't got no game. Period. You'll end up just playing with yourself.
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Your Uncle Figgy has encountered so many GMs out there who believe that they either have to 1) kill off at least one character a game session, or 2) put in clues that only have meaning to someone who already knows the solution; all in some pathetic attempt to prove that they're better than the players. These sad individuals suffer under the delusion that they're "winning" if the players can't figure things out or if their characters drop like flies.
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If you're that hung up on the concepts of "winning" and "losing", Uncle Figgy will be so generous as to toss you a bone: you're winning if your players are having a grand time and talk about the game when you get up to go to the bathroom. You're losing if your players show no animation other than when it's time to roll the dice on your umpteenth combat in the last ten minutes or when they beg out of the next game with such excuses as, "I'd really love to come, but I..."
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If it doesn't make you happy to see your players having fun, then maybe you'd be happier as a player yourself. That should be your first and most important goal, after all. Everything else is secondary. 



Avoid GOD Syndrome
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The person running a game is, almost literally, the god of the campaign world. The GM decides the fates of the NPCs and, in a way, the PCs. Population, evolution, weather, magic; all of creation rests at the GM's whim. Problems arise, however, when the GM gets carried away with this minor power rush and takes it into the real world. Symptoms of GOD syndrome: refusing to discuss anything with the players -- insisting that its, "my way or the highway"; getting angry when players raise a voice of dissent about GM calls; threatening to kill characters when things aren't going his or her way. I've even seen one GM go so far as to throw someone out of his house for daring to look at the GM's die rolls (which he wasn't making the least attempt to hide). All of these are examples of GMs whose power has gone to their heads. Remember, it's the players' world, too. If they're not having fun, they leave -- leaving you without a game. Then you've lost ALL your power. Don't risk it. 



Cheating: Good and Bad
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There are two ways to cheat: good and bad. So which is which? Here are some examples, see if you can pick out which one is an example of "good" cheating and which one is "bad": 

A PC is about to be shot in the back, and she hasn't a clue. Even though you've rolled a critical hit (if your game system uses such things) that will kill her instantly, you tell the players that they hear a gunshot and a bullet shatters the glass she's holding in her hand. 

A PC is about to shoot an NPC in the back, and he hasn't a clue. The player has rolled for a clear hit. You, not wanting your NPC to die just yet, roll a few dice, ignore the result, and tell the players that the NPC bends down to tie his shoe at just the right moment and the bullet breaks a window above his head, thereby alerting him.
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Both of these are cheating, and are pretty much an example of cheating in the same way. The first one is good, the second is bad. Why? Mostly because it's a law of numbers. As the GM, you control an entire world's worth of characters. The players get only one at a time. Vinnie the Thug can easily be resurrected as Johnny the Thug, Lefty the Thug, Squints the Thug, Joey the Thug, etc., etc., ad infinitum. The player, on the other hand, only gets one Torinia Darkheart. When Torinia is dead, that's pretty much it. Sure, her player can create another character, but if she's any good, the new one just won't be the same as the last.
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Good cheating is useful for a light, cinematic style of play where the PCs only die from sheer stupidity (Player: What does the sign above the lever say? GM: Emergency Reactor Destruct Lever. Player: I'm going to pull it and see what happens...). Bad cheating is mainly used by GMs who feel that they have to "win" against the players or force the players to follow their "plan". 



Don't Follow the Rules
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Almost every role-playing game has at least one sentence that says something like, "these rules are only guidelines..." and that's exactly the way they should be played. Common sense and GM's judgment should be the only rule followed 100%. If your system comes up with something that you think is totally bogus, drop it and get on with play. Don't make your players sit and wait while you search in vain for the "official" answer. Make a judgment call based on what you feel is most logical and go for it. I once had a GM that had to look through at least three or four books whenever a character wanted to purchase something. And if that thing wasn't listed in one of the books, this GM said, "nobody has any." It goes right along with that "improvising" thing we'll talk about later.
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Some of the sillier rules out there include: 

· One where an infant could throw a football about seventy feet. 

· One where a character had to take a to-hit penalty to hammer a wooden stake through the heart of a prone and unmoving vampire. 

· One where a character standing right in front of a cannon would be relatively uninjured when that cannon was fired.
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Just like your own planning, the people who plan role-playing games simply cannot predict every possible action or situation in which a rule might be used (and consequently, might break down). If you find a rule breaking down, drop it and use your common sense. We all know that an infant can't even hold a football, much less throw it. It shouldn't even take a to-hit roll, much less a penalized one, to hammer a stake through the heart of an unmoving victim (a struggling one is another story). And standing directly in front of a cannon when it's fired will kill most anyone, even if it's not loaded! Remember, the GM's decision, as long as it is fair, honest and sensible, is one of the fundamental aspects of gaming. Trust yourself and your calls, and don't be afraid of the players arguing with them -- as long as you're consistent and equitable, they have no complaint coming. 



Do Follow the Rules
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At least the basic ones of the game. The "mechanics" of it. If you're going to make changes to the underlying mechanics of the game, make sure that all of your players agree to the changes first. I played in a supers game where I had created a character three times faster than the average human -- it was a character who couldn't hit hard, but who would always hit first. Until we started the game and found out that the GM wasn't using the rules for character speed (a fact we discovered only through play, the GM wasn't admitting to any rule-changes on his part) which made my character next to useless. Needless to say, that was the last game Uncle Figgy played with that particular GM.
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If the rules state something important, and you forget it, admit to it when the players bring it up. If the rules to your system say that a roll for a parry is a roll on three dice, and you forget (or don't understand) and call for a roll on four, don't get aggravated at the player who brings it to your attention -- that player may very well know the system much better than you. Admit your mistake, reroll the dice and keep playing. I once had a GM get quite angry at me for bringing up a fundamental rule which he had apparently misunderstood and which, in his translation, would have resulted in the unfair deaths of the entire party. This hot-tempered individual told me that he hated rules-lawyers and he did not appreciate me arguing with him. Your Uncle Figgy, in turn, told him that I did not appreciate playing with a person who was not mature enough to admit that perhaps he might be in the wrong. That was the last time he ever ran a game in which I (or anyone else at the table, for that matter) participated.

Chapter 2: 
Stop Planning
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You know how it is: you spend days, maybe weeks, planning a fabulous adventure. You've got your clues. You've got your red herrings. Your macguffin, your villain, your victim, your plot and your story. You know it's just going to wow the bodily fluids out of your players. You bring it to the gaming table, and everyone just kind of yawns, blinks at you, and starts asking when you're going to order the pizza. They think the plotline you've spent so much time on is more boring than the latest news of Great-Uncle Gilbert's prostate, and they're chasing after the red herring as though it's the most interesting thing in the world. Quick, what do you do!?
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First, throw your whole plan out the window. Burn it. Bury it. Eat it. Wrap it in a steak and feed it to your pet piranha. Why'd you make it, anyway? Do you have that big of an ego that you figured you could predict everything your players were going to do? I've seen the seemingly stupidest individuals become instant geniuses while role-playing. Conversely, I've seen some of the most intelligent people become morons. You can never predict with 100% certainty what your players are going to do, and if you force them to follow what you had planned, they'll resent you for it. (Unless you can make them think that it was their idea, see Chapter 4 for hints on how to do just that.)
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Another danger to this kind of planning is that you run the risk of loving your well-crafted story so much that you might get angry at the player's actions. The situation I describe above is a real one, and the GM was extremely peeved that no one would do what he wished. In a misguided effort to correct the situation, he began cheating -- ignoring basic rules and character attributes, or changing them to accomplish what he wanted. As an example, it took a character traveling at 250 miles per hour (approximately 370 feet per second) about 30 seconds to cover a distance of about one-half of a mile. In that amount of time, the character should have been able to cover four times as much ground -- at least 2 miles! But that wouldn't have fit what the GM had planned for his NPC to accomplish.


And that leads us to the final danger of rampant planning: NPC favoritism. A common pitfall for the GM to fall into is to become so much in love with the NPCs that they have a tendency to take over the story, especially when the story has been planned out and the players refuse to follow it. PCs can't figure out the clues? Have your wonderful NPC come in and explain how stupid they all are because the clue was just SO easy. PCs having a hard time defeating the wonderful villain you've created? Have your NPC be the only one who can take him out. Better yet, what about when the PCs are kicking the snot out of the villain you thought would be such a terror? Why, just have him all of a sudden become smarter, stronger, quicker or somehow much more powerful than he really is. Whose game is this, anyway? It belongs to the Game Master, right?
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WRONG! Uncle Figgy has said it before and he'll say it again: the game is for the player characters, not your NPCs. They should be the movers and the shakers. They should be the motivators. If they can't figure out the clues, maybe you've made the clues just a little bit too esoteric (maybe innocently, maybe out of some need to prove how much smarter you are than the players -- if this is the case, you should reread the section on "winning"). It's your job to keep the game moving and exciting. If the PCs can't figure out the clues, you need to make them easier. If they can't beat the villain, maybe you've made him too tough (for the same reasons above, possibly). Make him a little weaker, or, better yet, make him hold back until the PCs are strong enough to go head to head with him (fiction is full of this sort of thing: the villain throws henchman after henchman at the PCs, but refuses to get into a confrontation with them). And if you've made your villain too weak and the PCs are dusting his doilies, let them. They'll feel good about the easy win and they'll all go home happy, little realizing that he was only a small fish compared to the barracudas that are out there and who have probably gotten ticked off at the loss of one of their friends. And now rumors may have gotten around about the PCs strengths and weaknesses, making them that much easier to counter (see the section on good NPCs for more info).
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Lastly, don't be afraid to see one of your NPCs die -- what's good for the players' characters is good for yours, too. The death of an NPC that the players have grown to love will inject a touch of drama. Even a villain that has been taunting them for years will leave a vast hole in their hearts when he finally bites the bullet. And in a horror or fantasy game, the death of an NPC could be just the beginning! 



The Bare Bones
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You should, however, plan a role-playing game to some extent. You need to know who the villains are. Who is on the side of the PCs. Where the majority of the action will take place. But don't do any more than that. Role-playing is like interactive storytelling. A good author comes up with a plot, a setting (or locale), the antagonists and the protagonist. The nature of the protagonist she has created will dictate how the character gets from point A to point B, but as the author, she is able to make changes to the character to make sure he really does get from point A to point B.
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But you, as GM, can't do that. You have to come up with the plot, the setting and the antagonist, and then you have to stop. The protagonists belong to the players. It's their job to decide where to move them on the playing field. The best way to deal with this fact is to simply construct a basic skeleton (or framework) for the game, and let the players flesh it out. That way, you don't feel like the players have to do this one certain thing to move the game along. If you need the PCs to run into the Thing Forgotten in the Fridge, don't plan on where it's going to happen because then you have to force your players to get to that spot, and if they don't, your whole plan could be thwarted. Instead, plan that the Thing could attack in several different spots at several different times. Chances are good that your players will end up in one of those many spots at some point, then boom! And as a bonus, they'll think you planned it all along.
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So how much is too much and how much is not enough? The best way to handle planning is to use what Uncle Figgy calls "planning wide". In my experience, there are two types of planning: Planning long and narrow, and planning short and wide. The first type, planning long, is the bad kind. It sets up one path to be followed. One goal to achieve. It's the easiest kind of planning there is. The problem is that you're stuck when your players don't like that one path and don't want to reach that one goal.


The second type, planning wide, is the best (and the hardest) type. Planning wide consists of coming up with multiple paths, none of which are set in stone, that your players can choose to explore. A wide plan will often have many different long plans throughout, many of which overlap. Once the player characters have decided on a path to follow, then you can hit them with the long plan for that path -- just make sure that the long plan has jumping-off points in case your players feel that they're really not that interested in the particular path they've chosen. 

Uncle Figgy's Note: This is unlikely to happen. Usually, when PCs set down a path, they pursue it to its bitter end, no matter the consequences. I have seen one or two individuals, though, who want to go somewhere else while the rest of the group follows the chosen path. It's Uncle Figgy's tactic to then give them a path to follow on their own that will eventually lead them right back to the original path with the rest of the group. 


Man, I Loved That Movie!

[image: image24.png]


So now you think it would make a great roleplaying game. Here's what you should think about before you do. First of all, you run the risk that some of your players have seen the same movie. If they're the generous type, they'll forego the snide comments about your lack of creativity, but they'll still know the movie and where it goes at the end. And even though they're supposed to keep player knowledge separate from character knowledge, that's kind of a hard job to handle and many players can't. Secondly, you have to remember that the screenwriter of the average movie has almost total control over the characters in that movie. As GM, you don't have that luxury. The characters still belong to the players and are theirs to do with as they see fit. You're going to have a hard time getting them to follow the plot exactly.
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If you still want to turn your favorite movie into a role-playing game, remember to keep it FUN! If your players aren't following it the way you want them too, they obviously don't think it's worth playing. Don't force them to or you run the risk of losing players. This falls right back into the section on "planning" we already mentioned. Movie scripts are often too tight for the average player character, who will seek to break out of it at any opportunity. The best thing to do is take the idea of the movie, and then let the players go where they will with it. If your movie is one with which most of your players will be familiar, twist the idea while you use it. The "killer alien loose on a spaceship from which there's little chance of escape" can just as easily be done as a "killer mutant loose in the classified, underground, government facility from which there's little chance of escape" or even the "killer sea-monster loose on the luxury cruise ship lost at sea from which there's little chance of escape". We all recognize the popular movie (with the motto: "In space, no one can hear you scream"), but would it be so apparent if it took place in a different setting? As with most other things GM, flexibility is the key. Modify, plan wide and think fast. 



Game Balance
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These two magic words are used by game designers and game masters alike to explain away poor decisions and arbitrary rulings. Make it so a certain character type has poor survivability? In the interest of game balance, of course. Make a ruling that has no basis in common sense or realism. Bingo: Game Balance. Too often, however, the phrase is used as an "ego bandage" to prevent the designer or GM in question from looking stupid when a ruling fails the reality check.
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Don't get me wrong here, sometimes rulings must be made in order to promote game balance. If a GM runs a dark campaign where combats are bloodily realistic and death is quite common, she definitely doesn't want to see a character who is virtually untouchable and can slay anything with a single whack of a sword. Remember, you can disallow any character that you think doesn't fit into the spirit of your game. The good GM says, "This is what my campaign is like. These are the best types of characters to have. These are the rules we are (or are not) using. These are the PC attributes available and unavailable." The bad GM says nothing, waits until his campaign is on the rocks, then resolves to underhanded scheming and arbitrary "GM call" decisions.
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Your Uncle Figgy once played in a fantasy game where a magical object was hidden in the center of a maze. Once in the labyrinth, Uncle Figgy's wizard utilized a "find direction" type spell to navigate. This, of course, upset the GM mightily because it was unbalancing what he had planned (note the inherent danger in planning?). His response? "If you use that spell again, I'm going to kill your character!" Last game I ever played with him.


So how do you handle this sort of unbalancing effect? First of all, be very familiar with your system of choice and how it can possibly be abused. You can bet your life that if there's a way it can be abused, the average player will find that way (not necessarily on purpose, either. Some of them simply stumble onto a good idea that works, so they keep using it). By finding the abuses before your players do, you can nip them in the bud. In the very first super-genre game that I ran, I made the mistake of allowing a very powerful psionicist. When the super-villain showed up to summarily trounce the heroes, the psionicist stepped forward and promptly mind-controlled him into giving up. Bang! Game over! Talk about unbalanced. But if I had known the rules of the game better, I would have been able to improvise my way out of it, or known to disallow that type of character altogether! (My solution since then is to make intelligent beings somewhat naturally resistant to mind-control -- that way I don't have to tell people that they cannot play that kind of psionicist. But please note that I always tell everyone this fact before they decide to play a psi.)


Secondly, be ready to improvise your way out of an unbalanced situation. How would I have handled a character like the one mentioned above? Perhaps a side effect of the aforementioned magical item at the center of the maze was to interfere with all uses of magic within so many yards of it. The character's spell would get them near to the artifact, but not within reach of it. Perhaps the builders of the maze had planned on such uses of magic within its walls, and so had covered it with an enchantment designed only to mislead that particular type of spell. In such a case, going at it the hard way would be much easier than trying to take the easy way out. 



Campaign Types - The Two Extremes
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Monty Haul and You're All Gonna Die! Good games fall somewhere in between these ends, but Uncle Figgy has played in quite a few that were at either one end or the other.
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Monty Haul gets its name from the host of the old game show "Let's Make a Deal", where contestants would be selected out of the crowd, given say a hundred dollars, then asked whether they would like to keep it or trade it in for a hidden prize that could be anything from a cruise or new car to a wheelbarrow with a flat tire. Monty Haul games are pretty much the same. For amazingly trivial exertions on their part, the characters are given rewards that far outweigh the efforts. An equivalent in real life would be paying someone a million dollars just to go out and get a kitten from a pet store. Too often, it is the result of a GM who wants everyone to be happy, so he gives them as much as they can stand. One fantasy GM asked me to help him with a character who had gotten out of hand because of Monty Haulism. Over the course of three games, this character had increased mightily in personal experience and power and had acquired magical items that made him almost godlike. Luckily, the system he was using provided creatures to take care of this problem and I was able to tell the GM how to use them. But it's best not to even start, that way the game can be balanced from the beginning. Make sure that the rewards are equal to the trials needed to get them. If the players get a magic sword, for instance, make them have to fight an NPC armed with it. Remember that gold coins weigh a lot. An average of about 1 ounce per coin is reasonable, making them about the size of a silver dollar -- this means that 16 such coins would weigh one pound. So much for the "you find 160 gold pieces" stuff. Are the characters REALLY going to be able to carry 10 pounds just in gold? Using these guidelines and your own common sense helps maintain balance without arbitrary and punitive rulings by the GM.
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You're All Gonna Die (YAGD) games are at the opposite end of the spectrum as Monty Haul games. In YAGD games, the characters go through countless obstacles and harsh trials for very small rewards indeed. The GM of the YAGD campaign is generally one of those who believes in "winning" a roleplaying game by killing off characters. It is common in the average YAGD game for at least one player character to be killed during each gaming session. Often, the PCs face overwhelming odds and come out on top just to face a deadly trap placed there only to wipe them out. I played in one game in which the GM happily twisted rules and created fiendish traps that existed for no other purpose than to murder the PCs. Even the monsters which the PCs faced were far more powerful than the characters could hope to conquer. Out of six characters starting the game, only one made it out, and the experience awarded him was quite small. After all, the GM had said, he didn't deserve much experience since he hadn't finished the quest and he'd lost all his companions. Again, like the Monty Haul campaign, the rewards must match the trials. If the characters work their fingers to the bone for only a pittance, pretty soon they'll quit doing anything. Their players, likewise, will feel as though there's no point in trying since their characters are just going to die anyway. Some of them might stay and put up with it. Others, like myself, would probably leave. 



Roleplaying vs. Adventuring
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Throughout the course of modern gaming, one question usually crops up; a question that splits gamers down the middle with each group totally, adamantly, almost violently, pro or con. "Which is better?" They ask. "Roleplaying or adventuring?"
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First, let's describe the two schools of thought: The roleplayers believe that a character's advancement should be based on how well that character is roleplayed as well as actual game-play experience; while the adventurers believe that a character's advancement should be based solely on actions taken by that character during the game. In short, the roleplayers believe experience point bonuses should be awarded for playing totally in character (among other things), while the adventurers believe that a character should only get experience points from slain monsters or other "game system" methods of reward. The roleplayers think that they contribute more to a game than just rolling dice and so should be rewarded for any acting ability, no matter how bad. The adventurers, on the other hand, think that it is unrealistic for a character to gain any advancement based on the actions (or lack thereof) of that character's player; they don't believe that any acting ability should be rewarded, no matter how good.


I personally believe that the role of player and player character should be separated.  A character therefore gain experience based on what occurs through adventuring.  The player’s ability in making decisions that the character will implement is an unavoidable “bias” of the game but that must be inherently accepted as a core function of playing the game.

Chapter 3:

Think Fast
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That's the only way you can run a great game when you don't have anything but a skeleton. Remember, no matter how hard you try, you can never plan on every possible action a player could make -- that's why computer RPGs are so limited. What happens when the warrior in the party decides he wants to take a flying leap off the table, snag the chandelier, swing across the room and put his foot right into the villain's face? Didn't plan for that? Think fast! It's easiest to say, "You can't reach the chandelier". BORING!!! Make him roll some dice to grab hold of it. Is he wearing full plate and carrying a sword that could be used as an I-beam in high-iron welding? Maybe the rope won't hold him. Don't tell him that. Let him grab hold and start his swing. Using common sense you decide that the chandelier isn't all that heavy so the tavern owner didn't use a very strong rope to hold it up. Halfway through his swing, the rope breaks, bringing warrior and chandelier down into the midst of the villain's henchmen.
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Improvisation is the keystone of good GMing. It's what separates the entertaining GM from the module-reader whose games are simple dungeon crawls. You need it in almost every situation. If you've decided that the PCs need to go into a specific farmhouse, be ready to change your plans if they won't do it. Maybe what you wanted to happen in that farmhouse could be moved to another location. As an example, I was running a horror game in which I had planned an encounter in the kitchen of the haunted house. Once there, they would have been attacked by a haunted carving knife, which, when finally restrained, held an important clue. But the irresistible hook I had used to lure them in turned out to be far more resistible than I thought. It was imperative to the plot, however, that the characters get hold of that knife. What to do? Improvise! I ended up having a zombie stumble out of the kitchen wielding the knife. Once the players dealt with the undead, they then had to deal with the knife. When the shooting was over, they had their clue and they never once had to go into the kitchen like I had planned.
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In the average pre-published game module, seemingly useless items are placed apparently randomly in dungeons, cities, caravans, whatever. The module-reader GM ignores them. But you can bet your bippy that your players won't. It has been my experience that the average player thinks that if you mentioned it, it must be important. Maybe that barrel of apples is just a barrel of apples, but you can't be surprised when a player decides that her character is going to load up. Maybe to use as throwing ammo. Maybe as a way to steal some horses. Their reasons can be surprising, and you can't let yourself show that you've been surprised. Take it from Uncle Figgy, players can sense that uncertainty like a dog can sense fear. If they do something unexpected, do something unexpected right back. Don't cop out just by saying, "it didn't work" or "nothing happens". How lame can you get!? Do something exciting!


So the character in question has filled her pack up with apples. If she gets in a fight or falls into a pit, check to see if any of those apples get smashed. And if they do, and she doesn't wash her pack out, don't forget to have her be swarmed by bees and other flying insects looking for a sweet treat. Don't forget to have her horse munch a hole in her pack while she's not looking. Use common sense -- think about what would happen in the real world, then do the same thing in the game. 



Be Overly Dramatic
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This goes hand-in-hand with improvisation; you can't really do one without the other. Don't settle for just, "you try to jump the pit, but you don't make it. Take this amount of damage." Yawn. Get dramatic with it!
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In one of my games, I had this very thing happen. The characters came across a pit blocking their path. One of the characters, an acrobat, decided that she could jump across despite the crumbling stone and low ceiling. When her player asked me, "can I jump across?" I smiled my best "evil GM" smile and replied, "I don't know. Can you?" Secretly, I decided that there would be a penalty to her die roll, then told her. "It looks pretty treacherous, but you could probably make it." She ended up blowing the roll, but instead of ending it there with the "you don't make it" bit, I milked the tension for all I could.
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"You're not going to make it!" I said excitedly (talking loudly and quickly in these kinds of situations makes the players more tense and excited). "Quick, make a die roll to grab onto the other side!"
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In this way, I'm giving her another chance at salvation, but putting the responsibility on her character. The player made the second roll, so then I had her make yet a third roll to climb up (again at an unmentioned penalty due to the crumbliness of the rock). She failed.


"The stone you just grabbed hold of pulled out of the wall! Quick, make a roll to grab another one!" Another failure. I'd given her enough chances, so I figured this was it. But still, what about all that training as an acrobat?


"Make a roll to take half-damage." No problem. Now she's at the bottom of the pit. A bit shaken up. A bit banged up. But otherwise fine. Until the other players decide to rescue her...


There's much more to the story, mostly involving more rock being pulled loose from above and nearly landing on her, but that bit should suffice to prove my point: that I took the simplest and most clichéd fantasy trap -- the pit -- and turned it into a major scene exciting enough to show up in an action/adventure flick. 



Milk Everything the Players Give You
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Uncle Figgy once played in a game where one of the PCs had a major love affair with his car (not surprisingly, so did the player). The GM of this game got tired of the car and the player's constant harping about it, so he destroyed it beyond repair in one fell swoop during a super-brawl. What a wimp. The best thing to do about it was what I did when the player moved the character over to my campaign. I milked that car for all the drama, tension and heartache that I could.
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First, an explosion in the character's face that knocked him into the front quarter-panel. DENT! Player and character freak and the rest of the players have a great laugh. A couple of weeks of game-time pass and the auto is now repaired and in pristine condition. Whoops! Time to have one of his passengers get shot by a sniper (it was a dark supers game, did I mention that?). Now he's got a broken window and blood all over his interior. Back to the body shop...
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I kept this up for as long as the campaign went on, and boy was it fun. Much more enjoyment all around than the one-punch card played by the original GM.
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Sometimes players won't give you that much to go on, but most of the time they'll give you at least something. I had one player whose character was very standard and run-of-the-mill. With one exception: the player was always looking for a bigger and badder weapon. That was all I needed. Keep a careful eye on your players, and chances are good that you'll see something, too. Then squeeze every drop of drama out of it until you think you can't get anymore.

Chapter 4:

Find Players Who Fit Your Game
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The corollary is also true: players should seek out GMs who run the style of game they enjoy. Some players like games where there's a lot of detective work. Others just want to kill. Just like the stereo-typical character "classes" in fantasy. You have your warriors (those players who play to kill things), your wizards (the ones who like to think problems through), and your thieves (the ones who are in it for the neat stuff their characters can get). And, just like in one popular fantasy game, there are infinite combinations of these types.


Generally, players who don't enjoy your style of play will leave the group and go looking for what satisfies them. This can lead to bad feelings all around, so it's best to state up-front what style of game you run. I personally do not enjoy hack-n-slash games -- some combat is okay, as long as it's warranted and as long as it’s not the end result of every encounter. While looking for a gaming group, I came across a GM who was very reluctant to say what his gaming style was (for fear of losing a potential player). Turns out, he ran combat-happy games in which every single encounter resulted in a battle to the death, despite my character's best efforts to the contrary. Seeing that his games were nothing more than kill or be killed, I told him that I really wasn't enjoying myself and was dropping out of his group. This particular GM accused me of "not giving his games a chance" and "letting all the other players down". Not a very mature response, to say the least. Had he simply told me what his gaming style was when I asked, neither of us would have had a problem.
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Sometimes, though, players won't leave the group despite the fact that they're not getting what they want. When recruiting for a new gaming group, I always mention first-thing what my style is like. I once had a fellow tell me that he didn't mind. Later, however, I found out that he did mind, he was just playing my game because it was the only one around. He wanted much more combat than I normally play, and instead of leaving, he sat and glowered through the entire game, and then complained bitterly at the end that it "needed more combat". The other players thought I had just the right mixture of thinking and fighting, so I did what I could to give him the combat he craved without upsetting the balance for everyone else. It didn't work terribly well; he still felt slighted and the other players weren't too thrilled with all the combat. So from then on, whenever he told me that there wasn't enough fighting for him, I simply said that he had to take it or leave it. I had told him what my style was before we even started playing. It was now his choice to make, not mine. 



Manipulating Players:
Uncle Figgy's Big Three
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Once in a rare while, you may get a player who makes a character that is totally heroic. This person leaps willingly into the gates of the demon-filled abyss just to save a kitten. No cry for help is ignored, whether it be from an innocent bystander, a friend, or even a villain. You picture this person with hands on hips, chest puffed out proudly, and maybe even a white aura surrounding her as woodland creatures gather at her feet in awe.
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This can be very nice for game masters, because it makes their jobs extremely easy. Unfortunately, though, it's not very realistic and it probably just won't happen much unless you force your players to play that way, which opens up a whole other can of worms. On the average, the thief isn't going to be quite that noble and the costumed vigilante might just kick someone when they're down. You're players aren't going to be that honorable, either. They're looking to have a good time, not to make you're job easier. The cold hard fact is that sometimes they just aren't going to agree to go along with what you want them to do.
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The key, then, is to make the players do what you want them to do while misleading them into believing that it was all their idea in the first place. And to accomplish this, you need to use the same motivations that bring your NPCs into fully-breathing three-dimensional life. Unfortunately, you can't dictate a particular PCs code of honor or system of belief, that's up to the player to decide. You can, however, use what Uncle Figgy calls "The Big Three": Fear, Greed, and Curiosity. 

Fear: Even in the bleakest setting where death is common, players don't want to see their characters die. Some don't even want to see them injured. And some can't even stand to see them captured. Your players won't go into that farmhouse? Put a bigger threat outside it. They still have a choice -- stay and face the threat or go hide in the farmhouse -- but they'll think that it's their choice to make. Most of the time, if the external threat is big enough, they'll run for the farmhouse instead of making a stand. This should always be the motivator of last resort. It's the most obvious of them all, and sooner or later your players will pick up on it and come to the realization that you're "herding" them to where you want them to be. Don't use it unless the others don't work. 

Curiosity: These are the people who, in the situation described above, will want to check out the farmhouse just because it's there and they heard that something mysterious was inside. If you give these same players the external threat, they may change their minds and decide to investigate the threat instead. These players don't seem to care that their characters might die, they usually feel that it's just a game and they can always make another. 

Greed: This is what motivates most people. Greed doesn't have to be evil "money-grubbing". When people work at jobs that they hate, they do so out of a kind of greed -- they want comfort, security and whatever pay that job gives. Most characters, however, take the greed a step further. They want power (whether it be through more powerful weapons or more personal power -- through character advancement, say). Or they want money. But this kind of player/character usually wants something. And sometimes they want it so badly that they'll go after it no matter the risk (of course, it's always better if the risk seems very small to start with). If these characters won't go into the farmhouse out of curiosity, that's when the NPC traveling with them needs to say something like, "Didn't old man Carvey live there? They say he hid all sorts of (gold/weapons/spell books/whatever) before he died." That's usually enough to get the greedy ones moving. 
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Remember, this is where you especially have to watch your players and their reactions. In some game systems, the characters themselves are saddled with things called "disadvantages" that affect the actual character. These might be things like codes of honor, vows, belief systems, fears and phobias, even delusions of some sort. In these types of system, the GMs job is made much easier; the disadvantages a character has can be blatantly used to manipulate him or her. In other systems, no such things exist, so the GM has to be more subtle. Uncle Figgy's Big Three can be used to manipulate either the character (because that's the way the player plays him) or the player (because that's the way she thinks, not necessarily the way the character thinks). Again, the point must be made that subtlety is the key. You have to master the art of making the players go where you want them to while making them believe that it was entirely their own idea.

Okay, so what's a big chapter like this without an example? Once, I ran a game where an excellent role-player had created a thief who wasn't very greedy but who was just shy of the label "cowardly" (the character wasn't necessarily a coward. As he would have put it, he had "a healthy respect for physical injury."). The rewards for the adventure he and the party were undergoing just weren't quite enough to interest him once the true danger of it was found out. By then, it was too late. He tried to leave the party and strike off on his own numerous times, but the danger he faced alone each time he did so was much greater than sticking with the group. The long and short of it was that just by having been once been part of the party, he had become a marked man hunted after by several powerful enemies. Safety was in sticking with people whom he didn't like and who didn't like him. Whenever he tried to go it alone, I would have the villains pop up and he, realizing how outclassed he was, would go running back to the rest of the group for his own protection (not to help them, though, he tended to stay out of the battles unless he could get in a cheap shot that didn't involve much risk). 



The Death of a Character
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The killing of player characters is one of those over-rated ideas that is mainly used for a bizarre form of "keeping score" where the GM thinks she's winning if she's slaughtered enough PCs. But player character death should be so much more than that -- if a PC dies, that death should matter! Don't be afraid to kill characters, though, if you feel it's warranted. A game masterly since of drama should not be a guarantee against player stupidity. If Dud the Barbarian charges the Dragon's Union 753 picket line, he should be toasted.


The GM must walk a very fine line when it comes to the deaths of player characters; either too much or too little results in the cheapening of the event's emotional impact. Your Uncle Figgy walked into an established gaming group that had experienced way too much character death. The players were so desensitized to it that they didn't even get upset when it was their own characters getting killed, much less their fellow adventurer with whom they'd destroyed the demon lords some four years ago. I ask you, where's the role-playing in that!? Is this in keeping with heroic literature? Heck no!! If a main (or even secondary) character dies in the average novel, her friends grieve. The cop's partner becomes obsessed with revenge. The world mourns the passing of a great person. And isn't that what the characters of a role-playing game are? Aren't they supposed to be the heroes? Because if they're not that important, why are they the ones on the adventure? Why not get someone who's better at the job, then? And if they are the only ones who can get the job done, then their deaths should be mourned all the more. Their deaths should at least mean something to their friends and companions if not the world in general.
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But too little character death can run the same risks; making the players feel that the PCs should get away with anything because the GM would never kill a character. Just as with too much, too little causes death to lose its bite. And when a character does die, it might have unpredictable effects -- some players, used to the "immortal" mentality, might actually get angry at the death of their character and begin accusing you of favoritism ("Why'd you kill my character and not theirs? What they did was just as stupid!"); some players might be so shocked by it that they refuse to believe it happened (sounds strange, I know, but it's happened to Uncle Figgy on more than one occasion).

Probably one of the most important things to consider when it comes to character death is that if it's good enough for the PCs, it's good enough for the NPCs -- and not just the ones that you're letting the player characters kill. Nothing brings the emotion of death home like having a favorite NPC ally who has been around for years suddenly die in some hideous fashion that could easily affect one of the PCs and will if they're not careful. 

Chapter 5:

The Good NPC

[image: image53.png]


Too often, Uncle Figgy finds that the average GM slips into something he calls "monsteritis". Monsteritis is an insidious disease that leads game masters to believe that everything not PC is a monster, open for slaughter at any point. The GM suffering from monsteritis has NPCs of any and every race or species that never negotiate and always fight to the death. Monsteritis spawned NPCs know no fear, no love, no joy and no peace. They exist to kill the PCs, no matter the cost to themselves, and there are never repercussions when the characters mow them down.


[image: image54.png]


Not very bloody likely, is it? And not very deep or realistic, either. Even the most "unintelligent" of animals will flee pain or approach pleasure. But monsteritis NPCs take the pain until it kills them, and only seem to get pleasure from being stupid and evil. Now take a look at the world around you. If a gun was fired on a crowded street, how many people would stick around and see what was going on? Answer: None. The average person would run, possibly screaming all the way. Why should your game NPCs be any different?

Again, here's where common-sense needs to be used. Some soldiers are trained to fight until the death. Some people have a sense of honor that dictates the same belief. Some people would get amazingly angry at someone and spew insults and profanity like an erupting volcano, but would never throw a punch and would become very apologetic if confronted with violence. Most people stop and drop when they hear the police yell, "freeze". The ones that don't do their best to run; firing back only when they're trapped and they feel things have gotten out of control. Even the vilest of killers tend to prefer capture to death because there's always the chance, however slim, that they could get free to spread their mayhem in the future. Uncle Figgy reminds you of the old saying, "he who fights and runs away, lives to fight another day." This should usually be applied to any intelligent being, no matter the race or species. (And usually, the lower and/or higher the intelligence of the individual in question, the more likely they would be to follow it. Those of lesser intelligences react more to stimulus-response than any concept of "honor" or "nobleness", while those of higher intelligences would be most likely to rationalize their actions to fit within these concepts. Ask a child why he ran when he was frightened and you might get an answer like, "I was scared, so I ran." Ask the highly-intelligent adult why he ran, and the response might be, "I knew I couldn't do anything to help, so I thought it best to flee and seek help.")


Animals, though, can be different. Most animals in today's world have learned to fear humans -- they only attack when cornered or starving. In a world where the animals haven't learned to be afraid of mankind (or where they're so much stronger and more vicious than humans) they might see humans as an easy food source. Animals have no need for material goods, so they usually only attack for one of three reasons: territoriality, hunger or protection. The mother fighting to defend her young will usually fight to the death, while the male fighting over territory will generally be more than willing to find new stomping grounds if he's getting his tail kicked.
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The motivation of any non-player character is key to his, her or its actions. Motives for any being can include (but are not limited to): revenge, fear, honor, defense or greed. Even basic instincts can be motivators: hunger, for example. And of course you could use any combination of these, such as the character whose honor dictates that he only defend and never attack. Also, don't forget that there are many different types of each motivation. Fear can branch into fear of injury, fear of death, fear of pain, fear of loss, fear of commitment, fear of capture, not to mention all the different phobias that exist. A person doesn't have to be greedy just for money; greed for power, greed for love, greed for knowledge (curiosity), greed for territory -- Uncle Figgy even had a player whose character was greedy for weaponry! And as for defense, don't fall into the trap that people only defend themselves for physical reasons; more and bloodier wars have been fought over defense of religious belief than any other reason. 



Traps: Use and Abuse
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What can be said here that hasn't previously been said? At first, I wasn't going to include a section on traps. Then I realized that traps are a staple of many roleplaying games, so they deserved some mention. If for no other reason than to pop the balloon of "sudden death" traps that hot-air GMs are so fond of.
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First of all, they're not very realistic for a place that's inhabited. What happens if the owner accidentally sets one off? Most people aren't so obsessed with "protection" that they're willing to sacrifice themselves just because they used the wrong key after a long night at the pub.
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Second of all, they're not very dramatic: 

GM: Whoops, Lonnie, you hear a click when you open the door.
Lonnie: I jump back as far as I can.
GM: A three-ton block as long as the hallway falls on top of you. You're dead. 

Now don't get me wrong, sometimes traps like that really were used -- mostly in Egyptian tombs where nobody was ever supposed to get in or out. But the wizard's castle just ain't gonna be like that. Most traps are of the "capture, inconvenience and possibly injure" variety that can reset themselves after use (a pit with a hinged lid, for instance). Single-use traps of the "extremely deadly" variety are often very simple to set up, notice and disarm. Why? Because why would you waste hundreds of man hours of labor just for a one-shot blow? If it took the military four or five months just to make one grenade, you can bet that we wouldn't be using them all that often.


In a good RPG, traps should be used for dramatic value, not an "instant kill" for the GM. Look at the "traps" used in famous movies. All of those used in the Indiana Jones films, for example, had some way to escape from them -- usually at the last second and after a very harrowing bit of scrambling. So what's wrong with that? That is, after all, what heroic role-playing is all about. If you find you simply must do a sudden-death trap, sacrifice an NPC to it first so that the players can see just how dangerous it is. If they proceed without trying to find out all they can, then let them have it. But Uncle Figgy still says that you should give them at least some chance at escape, if only to make them sweat and think about a possible career change.

S. Concepts of the Elemental Planes

(Excerpt from a Dragon Forum Discussion)

After reading all the letters and articles about other planes that have been appearing in

DRAGON recently, I’d like to put in my own two cents:
Having the elemental planes as physical locations where characters can travel and adventure is all very nice for gaming purposes, but a little serious thought shows how flawed it is. Elemental planes should be abstract, all-pervading fields, not places to go and kill creatures.
It’s all a matter of mechanics: Is there any way to structure the elemental planes so that they make sense? They are obviously not organized in a literal “ring” (as in the Players Handbook) or square (as in Gary Gygax’s new method). These forms are just representations of the planes’ relationships to each other.
This is all very easy to deal with. However, now that we know what the planes are not, what are they? Well, the elemental planes are obviously meant to be vast spaces of infinite substances, extending in all directions and with no real boundaries. It is not very practical to think of them as limited spaces, because all sorts of problems arise (how do they end, what is beyond them, and so on) which, if answered, would result in something not at all like the conventional concept of planes, and which would probably also be downright ridiculous (like separating the planes by ultra-cosmic impenetrable walls, for instance). All right then, the elemental planes are infinite. Another problem arises: What about gravity? In an infinite space, what would be the center of gravity, and how would it work? One could assume that there is no gravity on the elemental planes, but then several problems arise, the most obvious of which occurs in the plane of water: without gravity, water forms into small spheres which float in the air; therefore, the plane of water would be an endless expanse of waterspheres floating around. This is far from the conventional idea of the plane of water, and it would certainly not support any aquatic life.
Let’s assume, though, that you find a reasonable way of having a source and center of gravity in the elemental planes. If you have a center of gravity, then, obviously, all things will be drawn toward it. Therefore, anyone who appears on the elemental plane of water would be instantly crushed by the infinite amount of water pressing down upon him. This is true even on the elemental plane of air; though the weight of air is negligible on Earth, an infinite amount pressing down on something is more than enough to squash it to a pulp. No, as they are, the elemental planes just don’t make sense.
As far as my campaign is concerned, the elemental planes are abstract, intangible forces surrounding and permeating the Prime Material Plane. These elemental planes give the Prime Material Plane all of its substance, and the Prime Material Plane provides the bonding force which resolves the separate elements into distinct shapes. The elemental planes are non-existent in spatial terms. They are an abstract concept; there is no life on the planes themselves, and it is impossible to go there by any means. 

DMs reading this can either use an abstract system like the one I have suggested, or they can take the ever-so-common escape route of saying that the construction of the planes is “beyond human comprehension” and therefore doesn’t have to make sense.

Edward R. Masters

Washington, D.C.

Dragon #84
T. The First Dungeon Adventure

NOTE:  This is the map key and descriptions for the related “The First Adventure” section on the Advanced Dungeons and Dragons Players Handbook 1st edition – Multiverse.

A SAMPLE DUNGEON

LEVEL KEY 1 square = 10'
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Non-Crypt Areas (Generally Northern Portion of Map):

Die Result

1          3-12 goblins (patrolling from area 7-8)

2          2-5 bandits (from area 4-5)

3          7-12 giant rats

4          1-2fire beetles (from area 12-13)

 

Crypt Areas:

Die Result

1          1-2 ghouls (from area 24)

2          1 3rd level evil cleric & 2 hobgoblins (from area 35-37)

3          7-12 giant rats

4          2-5 skeletons (patrolling from area 27)

 

MONASTERY CELLARS 8 SECRET CRYPTS

1. ENTRY CHAMBER: 

A damp and vaulted chamber 30' square and arched to a 20' high center roof. Arches begin at 8 and meet at a domed peak. Walls are cut stone black, floor is rough. Thick webs hide ceiling. See A & B below.

 

A. LARGE SPIDER: AC 8; Move 6"*15"; HD: 1 + 1 (HP 6). There are also nine 1 HP young spiders hiding in the upper part of the webs. This monster lurks directly over a central litter of husks, skin, bones, and its own castings, awaiting new victims to drop upon. It will always attack by surprise unless the webs it is in are burned (which will do 3 HP damage to the spider and kill the young). There are 19 silver pieces in the litter on the ground, while a goblin skull there has a 50 gold piece garnet inside which will only be noticed if the skull is picked up and examined.

 

B. ROTTING SACKS: There are 10 moldy sacks of flour and grain stacked here. The cloth is easily torn to reveal the contents. If all of them are opened and searched, there is a 25% probability that the last will have YELLOW MOLD in it, and handling will automatically cause it to burst and all within 10’ must save versus poison or die in 1 turn.

 

C. Heavy oak door with bronze hardware is remarkable only in that if any character listens at it, he or she will detect a moaning which will rise and then fade away. Unbeknownst to listeners, it is the strong breeze which goes through area 2. AS SOON AS THIS DOOR IS OPENED, A WIND GUST WILL EXTINGUISH TORCHES AND BE 50% LIKELY TO BLOW OUT LANTERNS AS WELL. The wind continues to make the corridor impossible for torches until the door  IS shut.

 

2. WATER ROOM: 

This natural cavern was roughly worked to enlarge it. Torches cannot be lit. When the monastery was functioning, the place was filled with casks and barrels and buckets, but now only 8 rotting barrels remain (location A,) and there are 3 buckets scattered about. Several of the barrels hold water - they were new and being soaked to make them tight.

 

B. THE LIMED-OVER SKELETON OF THE ABBOT is in this pool of water, but it appears to be merely a somewhat unusual mineral formation. Clutched in the bony fingers is the special key which will allow the secret door at location 28 to open to the treasury room (29) rather than to the steps which lead down to the caverns (steps down at 30). If the remains are disturbed in any way, a cylindrical object will be noticed, the thing being dislodged from where it lay by the skeleton, and the current of the stream carrying it south (downstream) at 6” speed. To retrieve it a character must be in the stream and score ”to hit” as if it were AC 4 in order to catch it. It is a watertight ivory tube with a vellum map of the whole level inside. However, slow seepage has made all but a small portion blur and run into ruin. The map shows only areas l, 2, the passage to 3, a smudge where 3 is and the passage to 24 about 20’ south of the secret door leading from 3 to 24 - the latter being shown with miniature sarcophagi drawn in the 80’ or so not water soaked and ruined.

 

STREAM: This is cold and fast flowing. It is from 5’ to 7’ wide and 3’ to 5’ deep. It enters on the north from a passage which it fills entirely, and it exits to the south in the same manner. 

 

POOL: The pool is about 10’ long and 15’ wide. It is about 4’ deep at its edge and 7’ in the center. There are a score or so of small, white blind fish in it, and under the rocks are some cave crayfish, similarly blind and white.

 

3. EMPTY CEREMONIAL CHAMBER: 

This large place appears to be a dead end. It has roof supports similar to chamber 1, but the vaulted ceiling dome here is fully 25’ high. When the monastery was functioning, the faithful were brought here after death, consecrated, and then carried to their final resting place by silent monks after the mourners left. A wooden platform, supposedly merely a dais for ceremony and religious rites, was placed against the south wall. This platform being 9’ off the ground enabled the use of the secret door in the south wall - this portal being 8.5’ wide, 10’ high, and 10’ above the floor of the chamber. Amongst the 7 small protruding knobs of stone about 9.5’ above the floor, the 7th pushes in to trigger the door mechanism, and the portal will swing inward (swings east) with a grinding noise. The only clue which still remains are socket hales in the south wall. There are 2 at the 20’ and 2 at the 30’ line (that is, on either side of the centermost 10’ south wall space). Each pair has 1 socket at about 4’ height, 1 at about 8’. Each socket is ½’ X ½’ square and a little deeper. The first socket hale examined by the party will have several splinters of wood (from the platform, of course) which might prove to be another clue to thinking players.

 

4. (Etc.)

 

 

U. Life, Death, and well… the after life.

To avoid issues with real religion, the afterlife is not a topic of consideration in this campaign universe.  Effectively the body and soul are one and the same.  In game mechanics death occurs whenever an individual's hit points are reduced to a negative number equal to his normal maximum (positive number of) hit points.  Magical forces has the potential restore life to an individual as long as the basic essence of that individual remains.  An individual is considered to be irrevocably dead upon reaching a negative hit point total equal to twice his normal maximum (positive number of) hit points.  At this point all of that individual's essence, all that made him a unique and sentient individual, is destroyed and death is irrevocable and indicates the annihilation of the individual and consignment to oblivion.

The concepts of life, death, and afterlife used within Multiverse are derived in large measure from the book To Reign in Hell.  Life is defined as a coalesced sentient will.  This will bends the energy and matter of the Flux or Illiaster into a form.  This form is their body and the essence of all that they are.  Mind, body, and soul are in this interpretation are all effectively the same.  Therefore upon the effective death of the body at –1x maximum hit points the body becomes unable to function under the control of the individual though the body is still representative of the essence of the person.  

Note that it is the time when the individual is between –1x maximum hit points and –2x maximum hit points that the body may be restored to health via a raise dead or resurrection spell.  

Slowly, normally at the rate of 1 hit point per day if buried, the body and the soul’s ties that keep it together weaken and upon reaching –2x maximum hit points the body and soul dissipate and the essence of the individual is gone.

Various reasons for funerary rituals do exist however.  The most common reasons for such rites include:

· Processing the body so that it no longer contains the essence of the individual prevents the body from being brought back to life, or through infection of the disease rise as an undead.

· The rite may infuse the remnants of the spirit with the memorials of the funerary process.  While the individual is extinguished, some portion of their memory may linger on for as long as those memorials (i.e., head stones, pyramids, icons, or other appropriate items to that races deity).  Especially strong wills may even form “Alternatives” affecting the local laws of magic, though this is much more common when many individuals of like mind and purpose and ritually reposed in the same location.
Multiverse follows this interpretation to remove the issues of afterlife as unnecessary or inappropriate in this game for two primary reasons:

· Players cease to play their characters upon death.  There is no desire to role-play the afterlife for the most part and therefore inclusion of an afterlife is moot.
· Deities in this universe don’t have the power or capacity to justify such a scheme.  The physical presence of deities in tangible form, especially in their own realms, is a part of this game.  It is undesirable from a playability standpoint to have such finite individuals that could be fought and killed (by players, monsters, or other deities), to be portrayed as even approaching omniscience or omnipotence.  And while immortal in the sense that they won’t die of old age, they are not invincible.

V. Magic Theory

What is magic and what does it do?
  For purposes of this fantasy, magic may in general terms be thought of as something like the Force from Star Wars.  It functions using a raw universal power I call Illiaster.  But let me begin at the beginning.  

“IN THE BEGINNING…” (According the theory of magic in this fantasy) there was a universe of pure chaos.  This chaos was itself a big ball of untapped pure energy I call the Flux.  Flux effectively equals chaos and is the major component of a multiverse.  Sounds kind of like it should destroy everything and nothing could live, game over, right?  Not exactly.  In the real world the universe is composed mostly of the empty, cold, vacuum of space but that doesn’t mean no life exists.  Flux, also known as the Void, can be thought of as a realm of probability, though Flux is a chaotic and unpredictable force that is virtually uncontrollable and ultimately destructive.  

There are times however when even in raging chaos there is apparent order, some brief time (from a cosmic view) where the chaos operates on some apparent pattern of behavior (even if purists may consider this apparent pattern nothing but an illusion of order).  When this apparent order is derived from Flux the result is the formation of Illiaster.  Illiaster is a form of coherent energy/matter that follows predictable patterns.  Illiaster is a somewhat malleable reality.  Once sentient beings are introduced into an Illiaster environment their very personalities affect the Illiaster so strongly that the Illiaster conforms to their perception of what is a desirable universe.  When only one such sentient being exists in the Illiaster, then the world will perfectly conform to his or her perception of an ideal world.  When more than one such being exists, assuming they do not share exactly the same perception of an ideal world, there becomes a disturbance.  Much like a still pond, when one pebble is dropped into the water a perfect series of ripples is started.  Drop in a second pebble and the conflicting ripples cause a disturbance.  

In a similar fashion this fantasy world is like a still pond (Illiaster) into which many pebbles (sentient beings) have been introduced.  Some of the pebbles are larger than others and cause being ripples.  Therefore powerful entities (i.e. deities) cause very large ripples.  Even the smallest pebble or least important sentient being causes some change to the environment.  Sometimes that effect may be nothing more than earth shattering than when the sentient being imposes their will upon their own home and cleans it.  Sometimes the effect can truly be immense in nature (though this is exceedingly rare even for powerful individuals).  The most noticeable ripples are those that are termed magic.

Magic is in this interpretation the tangible effect upon the reality of the universe imposed by a powerful will of a spell caster (i.e. magic user/wizard/priest/etc...).  Going back to the initial comparison to Star Wars, much like a Jedi's mind can move objects or enable "magical" feat to occur, a spell caster in this fantasy universe can cause similar modification to the normal reality that otherwise exists.

While magic is a science in that there are laws within a multiverse that define it, Magic is not an assembly line technology.  Magic in this sense is more of an art or innate power from within.  An individual, who lacks this innate power, even if latent and unnoticed for most or all of their life, will never have the potential to cast magical spells themselves.  The artistic nature of magic perhaps can best be described by an analogy to a painter.  Anyone can be provided with a canvass, brush, and paints.  The result of combining these does not always generate art.  In fact without a certain talent the result is never art.
In some senses magic can be compared to a radio frequency and a magic user could be radio.  Magic within the confines of a multiverse operates on frequencies identified and controllable by the deities.  As their lesser children 2nd, 3rd, and even 4th wave children may be more or less attuned to this frequency.  The stronger the magical potential of an individual, the closer a copy he is in regards to that magical aspect of his deity.  
Considered from this perspective wizardry is as much a science as physics and chemistry (to which it is closely related), though in Multiverse it is the more reliable.  Through various gestures, utterances and chemicals, wizards are able to tap the free, natural, invisible forces that give power and substance to their spells. It's no more mysterious to them than it is to us when we plug in the toaster. We're tapping another natural, invisible force. (It's just not free, though the cost to the wizard may not be either.) 

W. Alignment

The concept of alignment as it is used in games I DM can be likened to a general personality profile not dissimilar to well known profiles such as those documented by Meirs Biggs.  Alignment is not intended as a means of pigeonholing every person or creature into one of 21 stereotyped personalities.  Alignment is not a “club membership” where all creatures of similar alignment automatically feel kinship; just because two individuals are both Lawful and Good it is not a foregone conclusion that they are always in complete agreement or allies. It is perfectly possible for two Lawful Good individuals or nations to be hostile to one another. Conversely, though it may not be the norm, two Chaotic Evil individuals or nations may be more closely allied through mutual necessity than their Lawful Good neighbors. 

How then are Law/Chaos and Good/Evil interpreted within the context of the games I DM? This is a broad question and cannot be easily answered for all times and places, however below is an attempt to present a broad perspective on the question of how alignment affects the motivations and behaviors of individuals and groups. No attempt is made to define "good" as a list of socially desirable goals or "evil" as undesirable goals. Each group has to determine for themselves what social morals and mores are appropriate for them. Remember, desirable behavior in a human paladin would be quite bizarre behavior for his demon counterpart. 

Law versus Chaos 

Simply put, Lawful beings seek out something larger than themselves to serve and are eager to band with peers of like mind. This something larger than themselves may take on different faces, but most often takes the form of an authoritative superior, codification of laws and government, or other system of beliefs. To the Lawful individual, these are both natural and desirable. 

Chaotic beings on the other hand reject the control of superior authorities and seek personal freedom and liberty as being their birthright. Because of this, though they may seek out peers, serving beneath another is something which they abhor as the stepping stones to oppression. Even in large groups or governments of Chaotic disposition, subordinates are usually afforded positions of peers. Their loyalty must be won, earned, or paid for. It is never freely given simply because of position, mark of birth, or duty to another. 

Good versus Evil 

Good individuals seek to benefit the group to which the individual is associated. The size of the group can vary greatly, from their immediate clan or family to all living creatures everywhere. 

Evil individuals seek to benefit themselves without consideration for others. Whether those others belong to the same or opposing group is immaterial. 

Neutrals and Tendencies
Any creature lacking an extreme view towards Law/Chaos or Good/Evil typically is designated as neutral for that trait.  If there is a bias towards Law/Chaos or Good/Evil but the creature lacks an extremist view, that individual is said to be Neutral with “x” tendencies or N(“x”).

Profile Types:
The many permutations of alignment generate 21 distinct profiles as listed below.
	Full Name of Profile    
	Standard Abbreviation  

	Lawful Neutral (Good)   
	LN(G)  

	Lawful Good     
	LG     

	Neutral Good (Lawful)   
	NG(L)  

	Neutral Good    
	NG     

	Neutral Good (Chaotic)  
	NG(C ) 

	Chaotic Good    
	CG     

	Full Name of Profile    
	Standard Abbreviation  

	Lawful Neutral (Good)   
	LN(G)  

	Lawful Good     
	LG     

	Neutral Good (Lawful)   
	NG(L)  

	Chaotic Neutral (Good)  
	CN(G)  

	Chaotic Neutral 
	CN     

	Chaotic Neutral (Evil)  
	CN(E)  

	Chaotic Evil    
	CE     

	Neutral Evil (Chaotic)  
	NE(C ) 

	Neutral Evil    
	NE     

	Neutral Evil (Lawful)   
	NE(L)  

	Lawful Evil     
	LE     

	Lawful Neutral (Evil)   
	LE(N)  

	Lawful Neutral  
	LN     

	Neutral 
	N      

	Neutral (Good)  
	N(G)   

	Neutral (Evil)  
	N(E)   

	Neutral (Lawful)       
	 N(L)   

	Neutral (Chaotic)       
	N(C )  


As a rule of thumb individuals consider those possessing their alignment or an alignment that is only one tendency removed to be “normal”.  Individuals with an alignment one for place removed are considered “eccentric”, odd, maybe even a weirdo but would not indicate that the two would be unable to co-exist – a LG individual compared to an individual with either a LN or NG alignment.  Fictional deviations of this magnitude were the bread and butter of classic shows like the Munsters, Addams Family, and the Beverly Hillbillies.  Deviations beyond 1 full place of alignment – i.e., a shift of 3 or more tendency – indicate a behavior which is incompatible to the degree that a LG society would consider individuals with NG(C ) or LN(E) alignments or further removed to be antisocial, possessing criminal behavior, or even insane.

The following table attempts to summarize this effect in game terms. 
	An Individual with a Charisma Score of:
	Is considered to be socially and culturally “normal”1 to those of the same race and alignment, plus individuals whose alignments differ by the following number of tendencies2.
	This same individual is considered to be “odd”3 by those of his race whose alignments differ by the following additional number of tendencies2:

	3
	N/a-4
	N/a-5

	4
	N/a-4
	0

	5
	N/a-4
	0

	6
	0
	1

	7
	0
	1

	8
	1
	2

	9
	1
	2

	10
	1
	2

	11
	1
	2

	12
	1
	2

	13
	1
	2

	14
	1
	2

	15
	1
	3

	16
	1
	3

	17
	1
	4

	18
	1
	4

	19
	1
	5

	20
	1
	5

	21
	2
	6

	22
	3
	7

	23
	4
	8

	24
	5
	8

	25
	6
	8


1 “Normal” in this context is to be defined as possessing and utilizing sufficient cultural etiquette and protocol to be accepted by others without special exception or conditions.  On a personal level it describes an individual’s ability to conform to social and cultural expectations, customs, and mores.  At a societal level it describes an individual’s ability to conform to the legal requirements of society.  NOTE:  Charisma in this context typically applies only to individuals of the same race.  In order for charisma to be a factor interracially there must be sufficient grounds for the interaction to take place.  At a minimum this requirement could be fulfilled by language fluency with the other race.  If such a bond does not exist interracial contacts will at best be considered “odd” and very likely automatically hostile

2 Tendencies are “1/2” step alignment shifts.  Each tendency shift corresponds to the shift from one outer plane to the next.  For example NG to N(G) or LN(G) to LG each indicate a 1 tendency shift).

3 Individuals who are considered “odd” are unable to fully integrate with those who consider them odd.  At a personal level there will rarely be a high degree of trust or social interaction.  At societal level “odd” individuals are outcasts, undesirables, eccentrics, radicals or reactionaries.  Their odd tendencies generally push them to the edge of legally accepted behavior or at least the desire to push that boundary.

4 Individuals with this overall lack of social convention are considered odd even to those that do not typically differ with them on any substantive issues.  It is their inability to express even the most fundamental social skills that tends to alienate these individuals.

Individuals with a 3 Charisma typically lack the ability to function in any group environment or society.  Their conduct and open disregard for the basic customs and etiquette of other sentient life forms causes them to act in criminal manner, often making them appear or actually be “dangerous” and/or cri
X. Miscellaneous thoughts
·  “Shadow Stuff” or similar under dark material as an invention might cover the unique properties of drow style metals that dissolve in the sun.

· Something must cause the need for entertainment, drink, and “frivolity”.  Lack of comforts of whatever type should lead to the seeking of those desirables potentially to the detriment of the seeker.  I have not yet been able to sufficiently grasp this concept into game mechanics as of yet.

· Optional Rules on aging II:  Young -10 to -2 to rolls; middle ages -2 to -4 to rolls; old:  -4 to -10 to rolls; venerable -10 to n/a to rolls.

· Hunger = 1 day of deprivation = 10 years temporary aging
· Come up with a death rituals/beliefs for each of the races
· There are at least three layers of earthly settlement:  Surface, Subterranean, and Under Dark.
· Allow magic weapons to add their pluses to the critical hit damage modifier rolls.
· “If a character dons and uses an armor that that they not proficient with, they double that armor’s weight for the purposes of determining encumbrance. They also are penalized on their attack rolls, taking a –1 penalty to attack rolls if wearing light armor or using a shield unskilled, a –2 penalty if wearing medium armor unskilled or a –3 penalty if wearing heavy armor without training in its use.”
If we equate the “encumbrance” to mean that armor worn non-proficiently makes you extra slow that would accommodate our rule base well.  This is also the penalty side of items that I chose to be more skilled in with Sir Tain.
· As a Multiverse Paladin, you could like of it as having a personality that follows the rule of "WWMD" (What Would Moradin Do).  Although it isn't 100% on target the following description should be helpful.

Paladins should be treated as if they were being role played by their creator deity himself, assuming virtually the same personality but with the understanding that the paladin doesn't have the age, ability scores, experience, levels, etc.... that the creator deity has.  So what would Moradin do if he were a 3rd level 80/20 fighter with these ability scores, knowledge, and in this situation?  That would be the best - if very rough - description of how to think of a true paladin that I can give in a short blurb.

It seems relevant to compare and contrast clerics here since militant clerics and paladins are often used interchangeably in a lot of campaign universes, but a real distinction is made in Multiverse.  Where a paladin will effectively behave with the personality of the creator god in the same circumstance as part of his very nature, a cleric only mimics it by asking himself WWMD and then "TRYING to act like he THINKS the creator deity would expect him to act".  He wants to be like the creator deity and does his darnest to emulate that individual but he has a distinct and different personality that is sometimes not fully in sync.

Example:  A paladin and a cleric are put in a life and death situation where the best thing for dwarven kind is that they stand their ground and defend their cavern to the death.  Moradin would do it under these circumstances.  The paladin, having the same personality will stand and die in the same way.  The cleric, "tries to act like he thinks the creator would expect him" though.  So maybe he "does the right thing" and stands and fights to the death.  Maybe he doesn't understand Moradin's mind as well as he thinks he does and mistakenly believes that Moradin would choose the better part of valor and live to fight another day.   He may also know the right thing to do is to stand and fight be unable to force himself to do so because he is afraid or just has a moment of weakness.

*  A Multverse Paladin should not to be confused with Tim Burn's "The Paladin" characters that were not played like Paladin's at all but he picked them because of their neat abilities.

· Definition of slavery?

I offer a couple thoughts:  (forgive the shortcuts in my words, in many cases I generalize or gloss over exceptions in expediency to tackle the bulk of the issue)

1) Slavery as a respectable class of citizen:  Basically a citizen without voting rights, no say in the job they are assigned, no say in the where they are housed or where they live.

Pros:  Usually happier more productive, possibly even willing for this condition if it beats the alternatives they have as freedom.

Cons:  May not cover children, wives, etc... Slaves may not be abused, or maltreated without breaking the contract of master/slave.  

This is effectively life long employment with reasonable benefits.  (Note:  it could also be an indentured servitude contract with a certain time limit before the deal is completed) 

2) Slavery as punishment:  Prisoners captured in war/raiding, criminals, scum.  Usually marked, tattooed, branded, etc... and dumped into slavery for life as punishment.

Pros:  No rights, no privileges, nothing too cruel since they are garbage in the eyes of society.

Cons:  Must have constant and stringent supervision.  Most likely to attempt rebellion or escape.  Most dangerous group.

Slaves of this type are usually sent "to the mines" or other dangerous or disgusting work that no one else would do for love or money.  The work itself is a punishment and usually a death sentence.

3) Non-citizen slave:  Sentient beings that are "different", different color, nationality, species, language, customs or culture that are forced into slavery for no specific "fault".  Usually these types of slaves are effectively treated like a similarly valuable non-sentient.  

Pros:  You get to breed them and keep the kids.  Some will achieve the status of "pets" and actually not mind the job of nearly co-equal status.  Think dog or cat in today's society as the best relationship equivalent.  (The best in this case would be very similar to the small farmer of the American south that had 1 or 2 slaves to assist him in farming his land, the slaves, the farmer, and probably even the hired hands all did basically the same work under more or less the same living conditions though obviously the farmer would have some advantages in status/food/etc... over the hired hand and slave).

Cons:  Relatively high maintenance but still usually cheaper than paying freeman for work.  Rights equal to those that Humane Society would expect for animals performing similar work.  Some may still run away from home like animals will.

These cover in VERY general terms basic slavery conditions based on historical examples that I can come up with.  

· Community Structure base for elaboration

· A Tier X Core made of… 3-12 Tier X-1’s

· A Tier X Core surrounded by 3-12 Tier X-1’s

Example of a village.  3-12 households of 3-12 individuals. And 3-12 individuals that do not belong to any given village household.  Common explanations of this would be:  Young unmarried males who have left their family units in search of work and/or mates; family-less women and children; for that matter widower males and family-less elders.  Nieces, nephews, orphans, and unattached aunts and uncles would commonly be non-household individuals that may or may not physically live in a structure with a family).  Other options would be:

· Drifters/loners, including crazies, criminals, dead beats, and the unemployed searching for work (free men obviously).

· Small scale employment of slaves or indentures could similarly be not part of a main household but listed as individuals (or in some cultures/part of a household or even a household of themselves if the numbers warranted, but that would likely be sub-divisions in larger communities).

· Journeymen of a trade (hence the word “journey”); these could be wandering tinker-ers or journeymen at the final stages of before being “masters” seeking to start a business and settle down 

· Soldiers that have left service (honorable discharge or desertion) that haven’t integrated into society

Example in a town.  3-12 “villages” each with 3-12 individuals associated per village.  In this case descriptions of “villages” could be:

· The “castle” of the local baron – i.e., a motte and bailey with the baron’s family, a family unit of long term servants, and 3-12 “family” of guards/troops in addition to 3-12 individuals that could be the unmarried blacksmith, stable hand, and a couple of children belonging to friends of the baron that he has agreed to take a squires to educate and train.

· Four “standard” farming villages, physically adjoined but not all following the same elder but instead having a council of 4 elders, or a 4 part division of the overall authoritarian duties from who gets to marry who to how to handle the next crop rotation, etc…

· Not typical but an interesting option could be a village composed of a small Christian style monetary with 3-12 groupings of 3-12 monks (i.e., 3-12 groupings of “households”) and 3-12 pre-adult acolytes that seek to join.

· For variety I’ll toss in another suggestion of a “shanty” town village, the wrong side of the tracks composed of share croppers, indentured servants, with 3-12 floating drifters, migrant workers, or “work detail recruiters” at any given time.

· Another variant that would also seem reasonable would be a “village” of wandering workers or gypsies rotating between several (dare I say 3-12) towns – not necessarily all in the same power structure though – that periodically inflate or shrink the size of a standard town.  This wandering village again would be 3-12 families of 3-12 individuals along with 3-12 unattached individuals that may more distant family members, orphans/widows/elderly unattached “family”, or even runaways – slaves, servants, debtors, criminals, or bad children running away “to join the circus”.

III. Historical notes and conversion in into game terms

While certainly no hard and fast rules apply to all situations certain general statements can be derived from historical examples to provide a basis for providing the flavor of an environment or society while remaining as logical and consistent as possible.  The information in this section attempts to summarize and consolidate a wide body of knowledge related to history into a compilation of reasonable translation to this magical universe.  The introduction of this material is hoped to generate a more robust picture of the historical development of military, political and technological achievements and limitations in a manner most easy to convert into game terms.

Y. Simplified Formal Organized Structures/Hierarchies of the Sentient Races
	
	
	
	Size of organization based on average number of subordinates per level

	Title
	Leader
	Description
	(3 per)
	(6 per)
	(9 per)
	(12 per)

	Non-Citizens
	*Varies
	Servants, slaves, and other individuals connected to or serving citizens but not in the hierarchy directly.  Note:  Depending on the society this group may also include drifters, transients, outlaws, or simply nomadic peoples not part of the official hierarchy.
	*N/a
	*N/a
	*N/a
	*N/a

	Citizens
	Head of household
	Adult members of a family group.
	3
	6
	9
	12

	Villages
	Burgher
	Smallest group capable of having basic professional artisans/craftsman.
	9
	36
	81
	144

	Town
	Baron
	Smallest group with standing law enforcement, militia or watch.
	27
	216
	729
	1,728

	City
	Viscount
	Smallest group have variety of specialty professional artisans/craftsman/soldiers.
	81
	1,296
	6,561
	20,736

	County
	Count
	
	243
	7,776
	59,049
	248,832

	State
	Marquis
	
	729
	46,656
	531,441
	2,985,984

	Duchy
	Duke
	
	2,187
	279,936
	4,782,969
	35,831,808

	Kingdom
	King
	
	6,561
	1,679,616
	43,046,721
	429,981,696

	Empire
	Emperor
	
	19,683
	10,077,696
	387,420,489
	5,159,780,352


*   The number of non-citizens is normally starts its base number (3-12 individuals) per unit of citizen varying by culture
Definitions of slavery:

I offer a couple thoughts, forgive the shortcuts in my words, in many cases I generalize or gloss over exceptions in expediency to tackle the bulk of the issue.  The primary concern was to address the prevalent inclusion of “slavery” or at least the term in typical medieval campaigns without a common agreed upon understanding of the meaning of the term, the type(s) of slavery being discussed, or the other repercussions that would typically need to be addressed.

1) Slavery as a respectable class of citizen: 

Basically a citizen without voting rights, no say in the job they are assigned, no say in the where they are housed or where they live. 

Pros:  Usually happier more productive, possibly even willing for this condition if it beats the alternatives they have as freedom.

Cons:  May not cover children, wives, etc... Slaves may not be abused, or maltreated without breaking the contract of master/slave.

This is effectively life long employment with reasonable benefits.  

(Note: it could also be an indentured servitude contract with a certain time limit before the deal is completed)

2) Slavery as punishment:  

Prisoners captured in war/raiding, criminals, scum.  Usually marked, tattooed, branded, etc... and dumped into slavery for life as punishment.

Pros:  No rights, no privileges, nothing too cruel since they are garbage in the eyes of society.

Cons:  Must have constant and stringent supervision. Most likely to attempt rebellion or escape.  Most dangerous group.

Slaves of this type are usually sent "to the mines" or other dangerous or disgusting work that no one else would do for love or money.  The work itself is a punishment and usually a death sentence.

3) Non-citizen slave:  Sentient beings that are "different", different color, nationality, species, language, customs or culture that are forced into slavery for not specific "fault".  Usually these types of slaves are effectively treated like a similarly valuable non-sentient.

Pros:  You get to breed them and keep the kids. Some will achieve the status of "pets" and actually not mind the job of nearly co-equal status. Think dog or cat in today's society as the best relationship equivalent. (The best in this case would be very similar to the small farmer of the American south that had 1 or 2 slaves to assist him in farming his land, the slaves, the farmer, and probably even the hired hands all did basically the same work under more or less the same living conditions though obviously the farmer would have some advantages in status/food/etc... over the hired hand and slave).

Cons:  Relatively high maintenance but still usually cheaper than paying freeman for work.  Rights equal to those that Humane Society would expect for animals performing similar work.  Some may still run away from home like animals will.

These cover in VERY general terms basic slavery conditions based on historical examples that I can come up with.  

**  Note that not all "empires" are discrete entities.  Some are Trade Empires or networks.  Some may involve other breakdowns of groups.  The basic numbers and structure will tend to remain constant in all cases though.  Not every species has a cultural tendency to the highest levels of organization on a single prime.

Z. Stone Age Cultures

Success at this stage is most generally limited to continuation of a subsistence level society. Unless resources are exceptionally plentiful and conditions otherwise ripe for success, these societies are slow to develop into Bronze Age or Ancient/Primitive Cultures.

	Armor and Weapons
	Transportation
	Magic
	Fortification and Siege Equipment
	Organization and Tactics

	No body armor though shields may be used. Weapons would be simple non-metal tools, including knife, club, and spear. Missile weapons included sling, darts, clubs, rocks, and spears.
	Foot only.
	Natural Magic, minor talents primarily.
	Naturally defensive locations used. No siege equipment.
	Tribal or clan oriented organization. No standing army. All able bodied men would defend the group. Minor raiding for food, territory, or women provided the most common military conflict.


Historic information added:

 
	Species
	Time Range, Comments

	Homo sapiens
	First appear, S. & E. Africa, 110,000 B.P., spread to Middle East,  
Europe by 35,000 B.P., Americas by 15,000 B.P., art, bow & arrow

	Neanderthal
	Ice Age Europe, contemporary with Homo sapiens,  
140,000-40,000 B.P.

	Homo erectus
	1,800,000-150,000 B.P. - spread from Africa to Asia, tool-maker, fire

	Australopithecus
	4,000,000-1,800,000 B.P. - various species, upright posture, many with  
small brain size, first upright hominid


 
Culture Phases
 
 
	Phase
	Comments

	Neolithic
	New Stone Age, ground stone tools, appears in different  
parts of the world at different times, first agriculture - food production  
Uplands of Middle East, 8,000 B.C.  Permanent settlements.

	Mesolithic
	Transition phase, Europe, 10,000 B.C., glaciers retreat, hunting  
of herd animals replaced by exploitation of forest resources -  
bow & arrow, fishing, collecting

	Paleolithic
	Old Stone Age - chipped stone tools, raw material is rock.  Australopithecus to  
early Homo sapiens used stone tools.  Techniques changed. Earliest tools - crude pebbles.  
Latest tools- finely worked blades.  Hunting and collecting.  Migratory settlements.


 
Early Man in North America
Much later than Europe - Bering Land Bridge Arrival - 15,000 B.P. 
        Clovis hunters 
Environmental impact - megafauna extinction - big game hunting, environmental change 


Neolithic Revolution
Development of agriculture 
        Food production instead of food collecting 
Makes possible 
        Increased food supply 
        Permanent habitation - settled villages 
Timing of Neolithic 
        Occurs at different times in different parts of the world 
Ancient Middle East - Hilly Flanks of the Fertile Crescent 
        Upland area - Sinai/Israel to Iran/Iraq 
                Not desert - scrubland vegetation 
                Wild ancestors of modern domesticates 
        Natufians - 8,000 B.C. - intensive harvesting of wild resources 
        Eventually results in domestication - human agent needed for reproduction 
Early villages 
        Jericho - Jordan Valley 
        Jarmo - Zagros Mountains - Iraq 
Early agriculture in Middle East was rainfall farming in uplands 
Early civilizations in hot dry river valleys - need irrigation - water control 
        Salinization - irrigation and water combined with evaporation raise the 
        salt levels of soils 

Agricultural Hearths
 
 
	Region
	Crops, Comments

	Mediterranean, Middle East,  
Central Asia
	wheat, millet, seed fruits, lentil, peas, flax, date  
palm, figs, vine fruits, onions, cattle, camel, sheep, goats,  
horse, dog, pig

	North China
	millet, soybeans, sorghum, peach, apricot

	South Asia, India
	lettuce, cucumbers, millets, zebu cattle, mango

	Southeast Asia
	may be earliest of all areas, wide variety of fruits and spices; tea, taro, yams, breadfruit, citrus fruits, sugar cane  
rice, coconut, jute, banana, ginger/spices, dog, pig, chicken,  
duck, goose, water buffalo

	Ethiopia, South Arabia
	millet, sorghum, cotton, coffee, soft wheat, dromedary,  
camel

	West Africa
	yams, oil palm, rice, arrow root, bushpig, okra

	Mesoamerica (Central Mexico and  
northern Central America)
	ancient civilizations - Maya, Aztec, Toltecs, Zapotecs, etc.  
corn, beans, squash, chile pepper, tomato, avocado,  
turkey, chocolate, peanut, tobacco, papaya

	Peru - Andean
	Andean civilizations - Incas and earlier groups  
potato, manioc, pineapple, llama, alpaca


 
AA. Bronze Age or Ancient/Primitive Cultures

Success of a group at this level is based primarily on the abundance of resources. The normal height would be Barony for all non-successful "Barbarian" horde type groups. While the successful groups under absolute ideal conditions made it up to Kingdoms. 

Examples of successful ancient cultures: Egypt, China, and the Kingdoms in the Fertile Crescent.

	Armor and Weapons
	Transportation
	Magic
	Fortification and Siege Equipment
	Organization and Tactics

	Normally no body armor though armor up to ring or scale mail may be manufactured. Shields are common. Weapons and armor taken from neighbors may be used. Normal weapons would include axes, spears, maces, morning stars, and hacking swords. Missile weapons included bows, slings, darts, clubs, rocks, spears, javelins.
	Chariots will be used until mounted combat overshadows it with the light horse. Longboats, and early mostly non-ocean worthy craft.
	Natural magic and runed magic. Clerics and alchemists tend to dominate magic fields.
	Enhanced natural defenses. Use of ditches, palisades, massed earth/stone defenses. Early siege weapons develop.
	Strong leader or "king" of sub groups are common though generally they are scattered and without overall leadership of the group as a whole. In most cases only men of exceptional leadership skills and luck occasionally unit these peoples. Anything over the standard infantry (navy, cavalry, missiles, etc...) can have drastic affects on success rate.


Iron Age or Classical Cultures

Successful groups throughout the classic periods were able to employ "Tricks" which their opponents were completely unable to counter. Although some very successful groups in this period were barbaric peoples and by that definition rarely managed societies more complex than those of a Barony level this is also the age of Empires, where both Greece and Rome each in their time encompassed the entire known world. 

While barbarian warriors like the Huns rarely held a groups together stronger than the level of a Barony, more settled (and agrarian) groups are able to form empires by forging together the heterogeneous Barony's that other population groups embraced as their political universe. The most successful of these settled groups, the Romans, formed an Empire. Roman organization and structure allowed almost complete autonomy by the conquered races up to and including the level of what we would term Kingdoms, though the Romans called Provinces. Provincial Governors ruled massive areas; examples of provinces were Gaul (i.e., France), Egypt, and Spain. The most infamous of these provincial governors was Pontius Pilate who ruled over Palestine, just to provide a frame of reference. And of course over each of these "kings" (i.e., Governors) were the Consuls or Emperors (depending on the time period). A few hundred years before Caesar was born, Alexander the Great had his day. Not only did Alexander's troops conquer Greece, Egypt, and Persia, but they had no real hindrance into India except for failing troop morale. Alexander's Greeks infiltrated and broke down the racial resistance at the Barony level by massive numbers of Greek/conquered race intermarriage and the establishment of Greek writing, language, and architecture forming the first true empire. Upon Alexander's death the empire broke into three huge kingdoms, Greece/Macedon, Egypt, and Persia. 

Standing armies easily dominate the field over less disciplined bodies. Army size reaches thousands strong (Roman army had ~120,000 troops, Chinese many more than that). Though typical engagements only utilize a faction of the force as armies must be distributed over a area the size of Europe in a large empire).

Examples of successful Classic cultures: The Roman Empire, Alexander the Greats Greece, Attila's Huns, though Attila did not create a lasting empire. The Huns, once Attila died settled down from Barbarian status and eventually became the country of Hungary.

	Armor and Weapons
	Transportation
	Magic
	Fortification and Siege Equipment
	Organization and Tactics

	Stock troops wear some armor usually. Shield is almost universal and may be very large for use in shield wall or tortoise formations. Armor up to banded used in well-equipped groups. Weapons tend towards stabbing. Missile weapons included bows, slings, darts, clubs, rocks, spears, javelins.
	Light horse often used as a shock troop to break infantry formations or attack from a flank, but in no way eclipse the infantry's role. Galleys and small sailed vessels. Additions of magical attributes like animate-able figureheads on the bow or fire resistant wood used. Early runed items (flying carpets, broomsticks, etc...) become common enough to be used as auxiliary troops. “Heroes” use light horse formations or mounts of fantastic beasts. 
	Natural and runed magic common. Alchemists are in demand. Clerics are present but will be overshadowed by mage guilds and universities where present.
	Elaborate wall designs, towers, and magic combine to make a large assortment of defenses available. Often quantity is used over quality in order to protect entire cities. In addition siege weapons become common and somewhat sophisticated.
	Infantry used in mass formations normally. Other branches of the military (Navy, missile, etc.) Tend to be used as auxiliary forces to augment the strength or cover a weakness of the infantry. Navy used as waterborne platforms for normal infantry combat. Ship-to-Ship Ramming common. Bureaucracy develops into an unavoidable way of government. "Kings" need senates and governors. Democracy fills in needed positions with those popular enough to win office (popularity can be bought and often is).


Medieval Cultures

Success in this time period was based on Advantage multipliers. The investment (financial and labor) to create and sustain advantage multipliers meant that he who could generate the greatest production base (either in efficiency or just abundance of raw materials) had the upper hand. Overhead is sustaining the technology superiority was a high burden and the larger group that the single overhead rate can be spread over the less crushing the burden on each individual. Castles, full plate, warhorses (not only raising and training but the entire breeding of a new type of horse), all of these multipliers (and more) require a sizable infrastructure and distribution of overhead. 

Because size counts, political power necessary rises on the pyramid. Dukes are the most common/powerful officials of statue. Since each Duke is effectively autonomous and in normal situations needs little to nothing from his neighbors, kings & emperors only develop in dire emergencies for convenience and if the title persists it is generally a status symbol not really a station of power. 

Examples of successful Medieval Cultures include the Duke of Normandy, the Holy Roman Empire, Richard the Lion Heart, who acted more in his role as an Archduke than a king in a lot of ways.

	Armor and Weapons
	Transportation
	Magic
	Fortification and Siege Equipment
	Organization and Tactics

	Armor gets heavier. Shields get heavier. Weapons get heavier. Professional soldiers (in earlier times they would have earned the name "heroes") dominate the field and are devastating. Magic in all forms used by these Knights. Regular troops used as police force, scouts, and sentries. Bows, crossbows, etc. come into their own. Troops fear specialty troops of archers. Disposable runed arrows are common.
	Heavy cavalry overshadows other cavalry. Specialty monsters breed for their ability as mounts. Magic again is common. Cavalry is also a "force". No major improvements to the navy. Often it is considered too expensive for use as anything but merchant or cargo vessels. High quality magic flying devices and creatures (including such power creatures as dragons), join with Heroes. Lesser forms used for scouting, messengers and exploration.
	All magic forms fully developed. Location, preference, and availability determine in what proportion they are available but magic is readily available in one form or another.
	Developments in attack have turned castles into an art form dedicated to protecting heroes and hoards. Though token defenses may be offered for the masses as well.
	Strong central leaders are common though regional governors may often resist with their best ability the commands of their "superiors".


Renaissance Cultures

The development of the nation state is truly the mark of success during this age. The political solidarity and nationalism spirit developed by this point virtually set the borders on the map into permanent divisions. Names of the leaders change but the state and the people survive pretty much intact. 

At the point when political boundaries are more or less solid and even a conquered people still think of themselves as French or Polish (as in when in 1940 Germany conquered them both), politics has had to evolve into a secular religion of the people where the "Pantheon" consists of political positions which take the place of individual gods. Think about it, there is little practical difference in the way that Americans think of the President, the British (especially 100 or more years ago) thought of the Royal Family, and the Greeks thought of Zeus.

Examples of successful Renaissance Cultures were the city-states of Italy, the Spanish Conquistadors, and the British Empire.

	Armor and Weapons
	Transportation
	Magic
	Fortification and Siege Equipment
	Organization and Tactics

	Uniforms begin to replace armor. Shields cease to be used. Weapons turn lighter, faster, and require more skill. Pole arms used in formation at times as well. Massed troops use minor magic (2-5 hp per shot magic missile wands to replace early firearms for instance). Desire is to reduce the power of heroes and elevate the commoner.
	Lighter horse becomes more of a conveyance as a rule than an attack form but still can be quite deadly in a face of a charge. Highly capable sea going vessels used to extend trade. Pirates develop and a resumption of navy progress to combat them commences. Air travel by means of runed devices becomes more standard. Powerful creatures reduced in numbers as greatly as have heroes.
	Clerics lose fashion and are considered "inconvenient" and "inefficient". Magic using "heroes" have been all but eliminated leaving the alchemist as the survival winner.
	Ascetics and looks are more in style than real fortifications for leaders. Troops on the other hand see many improvements to the survival of mass troops.
	Leaders become figureheads and politicians accountable to their support groups (their family, their troops, or their wealthy supporters, etc.). Warfare becomes a decision primarily of economics. Standing armies kept but they aren't necessarily joined to the army for the majority of their lives. Soldiering becomes a job. Mercenaries flourish.


AB. Example of an historical political body to campaign world equivalent 

The typical city-state in ancient Greece was no larger than a modern American county. In games terms that would make a Greek city-state of the classic era, approximately equal in scope to a Count's level. Examples of such city-states would be Athens, Sparta or Corinth. 

As an added corollary or perhaps a separate Theorem, the height of the political pyramid appears to be related to the age of human development.

I.  Resource based success:

The normal height would be Barony for all non-successful "Barbarian" horde type groups.  While the successful groups under absolute Ideal conditions made it up to Kingdoms.  (Egypt, China, Kingdoms in the fertile triangle)

II. Trick level.

Again, barbarians by definition rarely clear Barony level.  Exceptions to Attila and Genghis Khan and to a lesser degree some other very successful barbarian leaders, but neither Attila nor Genghis Khan created lasting empires.  The Huns, once Attila died settled down from Barbarian status and eventually became the country of Hungary.  The Mongol Empire dissolved back down to multiple Barony level almost immediately after Khan's death.

Settled Groups are able to form empires by forging together the disparate Barony's that other population groups embraced as their political universe.  The most successful of these settled groups, the Romans, allowed almost complete autonomy by the conquered races at the Barony and even viscount level and controlled at the count level with provincial governors (the most infamous one was Pontius Pilate, just to give you a frame of reference.)  Alexander the Great, infiltrated and broke down the racial resistance at the Barony level by massive numbers of Greek/conquered race intermarriage and the establishment of Greek writing, language, and architecture throughout his empire.

III. Advantage multipliers.

The investment (financial and labor) to create and sustain advantage multipliers meant that he who could generate the greatest production base (either in efficiency or just abundance of raw materials) had the upper hand.  Overhead is the killer and the larger group that the single overhead rate can be spread over the less crushing the burden on each individual.  Castles, full plate, warhorses (not only raising and training but also the entire breeding of a new type of horse), all of these multipliers (and more) require a sizable infrastructure and distribution of overhead.

Because size counts, political power necessary rises on the pyramid.  Dukes are the most common/powerful officials of statue.  Since each Duke is effectively autonomous and in normal situations needs little to nothing from his neighbors, kings & emperors only develop in dire emergencies for convenience and if the title persists it is generally a status symbol not really a station of power.

(Examples:  Duke of Normandy, the Holy Roman Empire, Richard the Lion Heart, who acted more in his role as an archduke than a king in a lot of ways)

IV. Political solidarity.

At the point when political boundaries are more or less solid and even a conquered people still think of themselves as French or Polish (as in when in 1940 Germany conquered them both), politics has had to evolve into a secular religion of the people where the "Pantheon" consists of political positions which take the place of individual gods.  Think about it, there is little practical difference in the way that Americans think of the President, the British (especially 100 or more years ago) thought of the Royal Family, and the Greeks thought of Zeus.

Reconsidering military development based on historical study. 

· Earliest of, and least civilized, civilizations conducted organized war effort (even if all they had were sharpened spears and slings). 

· Definition of War: "Organized, purposeful group action, directed against another group that may or may not be organized for similar action, involving the actual or potential application of lethal force."

· Perhaps the main difference between prehistoric and historic war is that in many cases prehistoric populations often did not share a common border, a no-mans land existed as a buffer zone and most conflict began in that zone. Not until people settled sufficiently for permanent secure shelters did war begin to be started on the defenders "home ground". 

· This is self evident but... One popular misconception about prehistoric warfare is that populations were so small that warfare on a modern, historic scale is simply out of the question. In fact, that is entirely wrong. Too many writers today tend to think of war as involving armies of millions of men, but only in the twentieth century has this been the general rule. 

At Waterloo both Wellington and Napoleon had armies of less than 100,000 men, and a half century later at the Battle of Gettysburg neither army had that many. At the Battle of New Orleans there were 9000 British and 4000 Americans on the field. Actually throughout much of modern history armies have been far smaller than most people realize. In 1567 the Duke of Alba marched to suppress a revolt in the Netherlands with only about 10,000 men. In the French Huguenot wars armies numbered about 10,000 to 15,000 strong. In 1643 at Rocroi a French army of 22,000 defeated Imperial Spain. Suffice it to say that armies of 5,000 to 15,000 men are large enough to represent major military striking forces in most periods of history. Population figures for prehistoric times in the Mediterranean region are notoriously difficult to determine, but there are some reasonably reliable estimates, as we shall see. Also estimates of New World native populations before contact with the Europeans are impressive for such places as the Hawaiian Islands where prehistoric armies were large. Even some of the Northwest Coast Indian tribes, such as the Tlingit and the Kwakiutl, had populations of about 10,000. In the Eastern Mediterranean as early as the seventh millennium BC 5,000 to 6000 people may have lived at Catal Huyuk in modern Turkey, and the population of Jericho at about 8,000 BC has been estimated at 2,000 with a possible defending force of 500 to 600 men. At the beginning of the Neolithic period in the Near East some armies may have numbered up to 1000 or so, and by the end of the period somewhere between 5,000 to 10,000 men. Armies of that size compare with full- scale historic armies of a much later period. 

· Most forms of the bow appeared in the Neolithic period, even the composite bow. (Note: This of course states a very low level of technology required). Before the introduction of the bow the thrown spear provided long-range firepower. The spear was sometimes augmented with the help of an atlatl, a spear thrower that extended man's forearm and gave the spear more range, accuracy, and power. But the bow more than doubled the range of the spear, and since the arrow was so much smaller and easier to carry, it was possible to deliver a much greater volume of fire against the enemy. In some cases it could have been done from concealment. When Neolithic man took position in a line and fired on command, he unleashed a powerful barrage of arrows. 

· Almost simultaneously other new and important weapons appeared in the late Paleolithic or Neolithic periods. The dagger, the sling, and the mace were found at Catal Huyuk in Anatolia dating from about 7000 BC. The sling is an especially important weapon, deadlier and with greater range and accuracy than the early simple bow. Everyone knows the famous biblical story of David and Goliath, but few people realize how widespread the sling was throughout the world and how devastating a weapon it could be. The ancient Greek writer, Xenophon, tells us that as he led a group of Greeks out of Persia back to the Aegean his slingers from the island of Rhodes fired sling stones farther than the Persian arrows and that their accuracy was greater. Projectiles for slings can vary dramatically in size from pebbles to lead shot to fist-sized stones. The larger missiles can smash skulls and break bones, even against armor. Some authorities believe that the sling was not often used because slingers took up too much space in line. That is wrong on both scores. The sling was a common weapon in ancient war, and slingers could fight in relatively close formation. Slings need not be slung overhead, nor need they be long. Short slings slung underhanded like a softball pitcher with only one swing of the hand became the standard, at least by Roman times, and probably much earlier. Another misconception is that it takes nearly a lifetime to learn the use of the sling and that only those men who used it as boys in their native land could be recruited as slingers. Nothing could be further from the truth, even though there were some regions in antiquity, such as Rhodes and the Balearic Islands, famous for their slingers. Still, one of my own students in military history became reasonably adept with the sling during spring vacation a few years ago, and all Roman legionnaires received regular training in it. The weapon was important and widely used, particularly in a siege. 

· But prehistoric warfare was savage. There were also no Geneva Conventions, and a captive who gave his captor name, rank, and serial number would have had his skull broken (assuming captives were taken at all) or even more likely would simply have been reduced to permanent slavery. Captive women were taken as slaves and concubines, and modern distinctions between the treatment of the civilian and military population were often nonexistent. 

· Neolithic fortifications were sometimes massive. The walls of Jericho were ten feet thick and thirteen or more feet high. A twenty-eight foot tower that was thirty-three feet in diameter with a central stairway and an entrance at the bottom was attached to the wall. Although the entire wall remains unexcavated, it probably extended about 765 yards and enclosed an area of approximately ten acres. 

· A quite different form of military defense is seen in the architecture of Catal Huyuk. There were no massive outside walls, but the houses were all interconnected, sharing contiguous inner walls. Entry into the rooms was through holes in the roofs reached by ladder. As a result the line of the outside walls of the rooms around the settlement formed a kind of fortification. When attackers approached the city, the inhabitants could simply scamper up their ladders, retrieve them, and if an invader broke through a wall, he simply found himself in a single room. 

· In Mesopotamia the war chariot was used as early as 3000-2500 BC, and in both Egypt and Mesopotamia the weapons arsenal was highly developed with new arms and armor made of bronze. 

· Whereas the bow and arrow were used extensively in Egypt, in Mesopotamia Sumerian infantrymen were armed with javelins, spears, daggers and swords. In both regions other prehistoric weapons, such as maces and battle-axes, were widely used. 

· In Mesopotamia, especially, siege warfare and fortification were highly developed. By the second millennium, in the Battles of Megiddo and Kadesh, armies of 20,000 men marched distances of hundreds of miles with the logistical support system that entailed. 

· REGARDING FORTIFICATION SPECIFICS: Normally a timber palisade surrounded by shallow ditches formed a perimeter around the settlement. The one discovered in 1978 at Compiagne, during the extension of an industrial park, was only partially excavated, but aerial photographs reveal that it was about 750 meters long in the form of a rectangular bow with a straight palisade trench as the string of the bow. Altogether the enclosure included about 14 or 15 hectares, and the circumference of the timber palisade was 1800 meters. This is roughly three times larger than the enclosure at Jericho. The quantity of earth removal for the trench is staggering. As illustrations of the site have shown, the ditches were wide and deep. The palisade was made of posts, an average of 14 posts for every 10 meters, lined with clay for protection against moisture, and the gaps filled with wickerwork. Oyster shells and pottery shards were placed in the palisade trench as a foundation for the posts.

AC. Culture and Civilization 

from http://anthro.palomar.edu/subsistence/sub_1.htm
Introduction

From the beginnings of anthropology in the mid 19th century, researchers have tried to classify the cultures of the world in a meaningful way.  They have sought to develop categories of cultures that would help explain a wide range of behavior patterns.  However, initial attempts at doing this were not very useful.
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	19th century European stereotype of "primitives"
(left: Koreans; right: Australian Aborigines)


During the 19th and early 20th centuries, the educated public in Europe and North America generally divided the world's people into two categories--primitive and civilized.  This fell far short of describing the full range of differences between cultures.  It was also prejudicial and very misleading.  It generally emphasized technological and social characteristics.  For instance, a society was considered primitive if its people did not wear much clothing, did not have elaborate machinery, and practiced polygamy.  In other words, if people were very different from Europeans, they were considered primitive.  This ignored the fact that some of the so-called primitive peoples had complex social systems and religions.
Late 19th century anthropologists, such as Edward B. Tylor in England and Lewis Henry Morgan in the United States, developed classification schemes that were only slight refinements over the primitive-civilized distinction made by non-anthropologists.  Their systems included three main categories of cultures--savages, barbarians, and civilized peoples.  While each of these categories was sub-divided into smaller ones in order to be more precise, this was still a naive, simplistic, and quite ethnocentric 
approach due to the fact that it was largely based on a comparison with European Culture.
By the 1930's, enough first hand ethnographic 
data about the cultures of the world had been gathered for anthropologists to understand that there is a better way of categorizing them.  They based their distinctions primarily on differences in subsistence patterns--i.e., sources and methods a society uses to obtain its food and other necessities.  This focus on economic differences proved to be useful because much of the rest of a culture is directly related to its economy.  If you know what the subsistence base is, it is possible to predict many of the other basic cultural patterns.  There is a surprisingly high positive correlation between the type of economy and such things as population sizes and densities, social and political systems, scale of warfare, and complexity of science, mathematics, and technology.  Using this approach, anthropologists divided the cultures of the world into four basic subsistence types:
	1.  
	Foraging 
(hunting and gathering wild plants and animals)

	2. 
	Pastoralism 
(herding large domesticated animals)

	3.
	Horticulture 
(small-scale, low intensity farming)

	4.
	Intensive agriculture 
(large-scale, intensive farming)


This classification system is still used in anthropology today due to its usefulness for understanding human cultural diversity.
Foraging

Foraging for wild plants and hunting wild animals is the most ancient of human subsistence patterns.  Prior to 10,000 years ago, all people lived in this way.  Hunting and gathering continued to be the subsistence pattern of some societies well into the 20th century, especially in environmentally marginal areas that were unsuited to farming or herding, such as subarctic tundra 
, deserts, and dense tropical forests.  Earlier foragers also occupied productive river valleys in temperate zones until these areas became farmlands during the last 5,000 years.
Foragers generally have a passive dependence on what the environment contains.  They do not plant crops and the only domesticated animals that they usually have are dogs.  These useful animals often have multiple functions for foraging peoples.  They serve as pets, hunting aids, watch-animals, camp refuse scavengers, and even surplus food when needed.
Some foragers in East Africa and Western North America periodically regenerated the productivity of their environments by intentionally burning grasslands and sparse woodlands.  This encouraged the growth of tender new vegetation which attracted game animals.  It is likely that controlled burns of this sort were used by foragers elsewhere in the world as well.
Foragers rely mainly on their own muscular energy in carrying out their subsistence tasks.  Most labor is done individually or in small groups of relatives and friends.  There is an almost a complete absence of occupational choice.  Every man is primarily a hunter of animals and every woman is mainly a gatherer of plants.  Economic roles are mostly based on gender and age.  However, it is not unusual for some tasks to be performed by either men or women.  Gathering of fire wood as well as collecting mollusks, insects, and other small game for food are often non-gender specific activities.
Most foraging societies do not establish permanent settlements.  Rather, they have relatively temporary encampments with tents, brush huts, or other easily constructed dwellings.  The length of time that they stay in any one location is largely determined by the availability of resources.  In regions that experience seasonal variations in climate, foragers usually carry out a round of migrations determined by the resources that can be exploited at particular times of the year in different areas of their territories.  In this way, they increase the amount of food and can support somewhat larger populations than otherwise.  However, their migrations are limited by the fact that most foraging societies travel on foot.
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	Foragers in the North American Subarctic (Eskimo 
or Inuit  
in the early 20th century)


Foraging population densities are very low compared to other subsistence patterns.  In harsh, relatively unproductive environments, densities of foragers have been as low as one person per 10-50 square miles.  In rich environments, the densities have been as high as 10-30 people per square mile.  The optimal community size usually is about 25-30 people, depending on the availability of food and water.  However, the band 
size tends to stabilize well below the carrying capacity of the local environment.  Social factors rather than food scarcity usually limit the community size.  With increased numbers of people, there is increased potential for social conflict.  The result is a splitting of the band.  Fissioning of the community into two bands that go their own way has the effect of preventing a large population concentration that could strain the carrying capacity of the environment.  
Anthropologists have identified three major variations of the foraging subsistence pattern:
	1.  
	pedestrian 
(diversified hunting and gathering on foot)

	2.
	equestrian 
(concentrating on hunting large mammals from horseback)

	3.
	aquatic 
(concentrating on fish and/or marine mammal hunting)


Equestrian and aquatic foragers have specialized subsistence patterns.  They focus their food getting efforts on a limited range of species.  This allows them to become very efficient at harvesting them.  As a result, they usually have abundant food supplies and larger communities than pedestrian foragers.  However, there is a downside to a specialized subsistence pattern.  It can be a precarious way of life in a changing environment.  An epidemic 
or other catastrophic event can rapidly reduce the numbers of animals that are the focus of the hunt.  In contrast, the diversified subsistence approach of most pedestrian foragers has the advantage of relative economic security if there are fluctuations in the weather, water supply, or periodic die-offs of the food sources.  The disadvantage of a diversified subsistence pattern is that the total amount of food calories acquired is often less and the amount of time required to secure them is greater.

Pedestrian Foraging
The general foraging way of life described above mostly fits the pedestrian pattern.  This has been the commonest form of hunting and gathering.  Pedestrian foragers lived on all continents at one time.  Prior to the invention of agriculture 8-10,000 years ago, almost all people lived in this way.  They occupied the rich fertile valleys, hills, and grasslands.  By the early 20th century, however, this subsistence pattern survived only in marginal areas that farmers and herders were not able to or interested in exploiting.  The most well known pedestrian foragers were the Australian Aborigines, the San 
speakers of Southwest Africa, the pygmies 
of Central Africa, most California Indians, and the Paiutes 
of the Great Basin in Western North America.  Other pedestrian foragers lived in marginal areas of Asia, Africa, and the Americas.  Surviving pedestrian foragers have been heavily impacted by large-scale agricultural societies.  Few if any of these foragers are still following their old subsistence pattern exclusively.
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	Pedestrian foragers during the late 19th century


The pedestrian hunting and gathering way of life was highly mobile.  Most of these societies moved their camps several times a year and had temporary dwellings.  The number of people living in a camp also often varied throughout the year depending on the local food supply.  Material possessions were generally few and light in weight so that they could be transported easily.  Subsistence tools included such things as simple digging sticks, baskets, spears, and bows and arrows that could be easily replaced when needed.  This settlement flexibility is an efficient way of responding to changing environmental opportunities. 
 
Equestrian Foraging 
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	Equestrian foragers


Equestrian foragers have evolved in only two areas of the world--the Great Plains of North America and the sparse grasslands of Southern Argentina.  In both cases, pedestrian foragers acquired horses from Spanish settlers in the early 17th century.  Over several generations, horse breeding and riding skills were honed.  This resulted in a revolutionary change in these Native American societies.  The horse became the principle mode of transportation and dramatically increased hunting success in the pursuit of large animals.  These societies became larger, more mobile, and were now able to travel over larger areas throughout the year.  Horses allowed them to effectively follow the seasonal migrations of large herbivores over hundreds of miles.  In North America the prey of choice for the Sioux 
, Crow 
, Cheyenne 
, and others was the bison.  In South America, the guanaco 
was hunted by the Tehuelche 
.
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	North American bison
	
	South American guanaco


The equestrian foraging societies became male dominated and warlike.  This was particularly true on the Great Plains of North America after the widespread acquisition of guns in the 19th century.  Raiding other societies to steal horses and defeat enemy warriors was the principle path to respect and success for men.  Their societies acquired hierarchical 
, almost military-like forms of political organization with chiefs at the top.  In contrast, pedestrian foragers are comparatively peaceful and have very democratic political systems that usually lack fulltime leaders.
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	North American equestrian foragers of the Great Plains in the late 19th century


The combination of aggressiveness and high mobility made it very difficult for the U.S. and Argentine armies to subdue the equestrian foragers during the last half of the 19th century.  In both countries, it required a number of army regiments with rapid fire guns and light artillery.  In the case of the North American Plains Indians, decimation of the bison herds at that time by non-Indian hunters was the most important factor in subduing them because it destroyed their traditional subsistence base.  All equestrian foragers were forced to move from their homelands to relatively small isolated reservations.  Today, their survivors are mostly living in poverty with little hope for their future. 

Aquatic Foraging
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	Aquatic foragers
of the Americas


Aquatic foragers focus their subsistence activities on fish, mollusks, crustaceans, and/or marine mammals.  The most well known aquatic foragers lived on the Northwest Coast of North America from the Klamath River of California to the Aleutian Islands of Alaska.  These societies specialized in salmon fishing along the rivers and hunting seals and whales off the coast.  Other aquatic foragers occupied the coastal regions of the American subarctic, the Channel Islands of Southern California, the southern tip of South America, the coastal areas of Eastern Siberia, and a few other regions of the world.
The exploitation of fish and other marine resources is usually a far more reliable and productive form of foraging than the diversified hunting and gathering of most foragers who live away from the coasts and major rivers.  Among the Northwest Coast Indians, settlements were usually permanent.  On Vancouver Island in Western Canada, the Kwakiutl 
and some of their neighbors built split plank wood homes and large community halls for ritual performances, dances, and feasts.  They had the leisure time to invest considerable effort in creating elaborate clothing, masks, and large wood carvings (e.g., totem poles 
).  They also had relatively complex social stratification for foraging peoples.  Politically powerful men had titles and privileges reminiscent of Medieval European lords.
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	Aquatic foragers of the Northwest Coast of North America in the late 19th century


Today, many aquatic foraging communities continue exploiting marine resources but as part of the international economy.  They fish commercially with modern boats and equipment and sell most of their catch to buy things that they do not produce themselves.  Apparently, no aquatic foragers still solely practice their traditional subsistence patterns.

Misconceptions about Foraging
The most common image of the hunting and gathering way of life until recently was that of an uncertain existence in a harsh environment and a short miserable life.  This view was more of an ethnocentric projection than an accurate description of the lives of foragers.  It was based on our tendency to pigeonhole human societies in terms of an outdated evolutionary framework.  It was assumed that if the technology is simple then life must be grim.  It was a vestige of the Victorian belief that our "civilized" lives are not only more efficient but also more comfortable than those of "primitive" peoples.  
Ethnographic research carried out over the last half century has largely demolished this myth that hunters and gatherers had to struggle for existence.  In fact, they usually had a food supply that was adequate and reliable.  Most of them only had to expend minimal labor to provide for their basic needs.  What is particularly surprising to people in industrialized nations is that foragers often lived to an old age with few signs of anxiety and insecurity.  
Outside of the subarctic 
, most foragers subsisted mainly on nuts, vegetables, fruits, and even protein rich insects.  Hunting large animals was relatively unreliable.  Among the San speakers of the Kalahari 
Desert in Namibia and Botswana, 60-80% of the diet came from non-meat sources, especially nuts and roots.  Since women provided most of the vegetable foods, they were responsible for the majority of the calories that were consumed.  Men mostly provided the most desirable food, which was meat.  The San way of life was remarkably efficient.  While they had few days that were free of subsistence activities, the ratio of labor expenditure to production was low.  The ethnographer Richard Lee discovered that adult San spent only about 2½ days of 6 hours each week hunting and gathering.  Young people did not fully join the work force until around 20 years old.  The 60% of the society that were the healthy adults, provided the food for everyone by working only 15 hours a week.  Foragers have rightly been referred to by Richard Lee as the most leisured people.  In the United States today, less than 1% of the population produces all of the food for the entire society.  Given this remarkable efficiency, it is worth asking why the rest of us work 40-50 hours a week, often with considerable psychological stress.
Foragers often have long lives compared to people in the industrial societies of the 19th and early 20th centuries.  Richard Lee discovered that 10% of the San were over 60 years of age and the elderly, blind, senile, and crippled were supported by their families.  In the United States today, 10-15% of the people are over 60 and life expectancy is in the low to mid 70's.  However, living to an advanced age is a very recent trend resulting from modern medicine.  In 1900, the average life expectancy in the United States was only 50.  At the time of the American Revolution, it was 35.  By comparison, the San lived relatively long, healthy lives.


Note:  The most well known San speakers of southern Africa are the !Kung or Dobe Ju/'hoansi.  They maintained their traditional foraging way of life into the 1960's.  Since then, they have been increasingly forced into smaller territories that are not adequate to support their population by foraging. Today, most of them are poor subsistence farmers.
Pastoralism
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	   Mongolian horse pastoralist camp



Pastoralism is a subsistence pattern in which people make their living by tending herds of large animals.  The species of animals vary with the region of the world, but they are all domesticated herbivores 
that normally live in herds and eat grasses or other abundant plant foods.  Horses are the preferred species by most pastoralists in Mongolia and elsewhere in Central Asia.  In East Africa, it is cattle.  In the mountainous regions of Southwest Asia, it is primarily sheep and goats.  It is often camels in the more arid lowland areas of the Southwest Asia and North and East Africa.  Among the Saami 
people (or Lapps 
) of northern Scandinavia, it is reindeer.  Some pastoralists in Northern Mongolia also herd reindeer.  While the Saami primarily use their reindeer as a source of meat, the Dukha 
people (or Tsaatan 
) of Northern Mongolia milk and ride their reindeer much as other Mongolians use horses.
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	Traditional pastoralist regions during the late 19th and early 20th centuries


There are essentially two forms of pastoralism--nomadism and transhumance.  Pastoral nomads 
follow a seasonal migratory pattern that can vary from year to year.  The timing and destinations of migrations are determined primarily by the needs of the herd animals for water and fodder.  These nomadic societies do not create permanent settlements, but rather they live in tents or other relatively easily constructed dwellings the year round.  Pastoralist nomads are usually self-sufficient in terms of food and most other necessities.
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	  Near Eastern transhumance nomads  
moving their herd of sheep and goats
to highlands in the spring


Transhumance pastoralists 
follow a cyclical 
pattern of migrations that usually take them to cool highland valleys in the summer and warmer lowland valleys in the winter.  This is seasonal migration between the same two locations in which they have regular encampments or stable villages often with permanent houses.  Transhumance pastoralists usually depend somewhat less on their animals for food than do nomadic ones.  They often do small scale vegetable farming at their summer encampments.  They also are more likely to trade their animals in town markets for grain and other things that they do not produce themselves.
Not all pastoralist societies can be accurately described as following a nomadic or transhumance way of life.  As conditions change, pastoralists usually adjust.  This can result in a traditionally nomadic society or some families within in it becoming more or less transhumance in their migratory patterns if the opportunity arises.  Likewise, a society that prefers a transhumance way of life may be forced by circumstances to change to a nomadic pattern for some or all of its livestock.
Pastoralism is most often an adaptation to semi-arid open country in which farming can not be easily sustained without importing irrigation water from great distances.  Pastoralism is usually the optimal subsistence pattern in these areas because it allows considerable independence from any particular local environment.  When there is a drought, pastoralists disperse their herds or move them to new areas.  Farmers rarely have these options.  They suffer crop failure and starvation in the same situation.  A pastoral subsistence pattern reduces the risk when there is an irregular climate pattern.  This is especially true of nomadic pastoralism.
The animals herded by pastoralists are rarely killed for family use alone.  Fresh meat is distributed throughout the community.  This is the most efficient use of their animals because they usually do not have the capability of adequately preserving meat.  Not only does it ensure that no spoilage takes place, but it also sets up numerous obligations to reciprocate 
within the community.  It promotes cooperation and solidarity.  Often the slaughter of an animal is for a ritual occasion so that its death serves multiple purposes.  It feeds both the gods and the people.  Most pastoralists also get food from their animals without killing them.  Horses, goats, sheep, cattle, and camels are milked.  In East Africa, cattle herding societies also bleed their animals.  The blood is mixed with fresh milk to make a protein rich drink.
Pastoralist societies most often have patrilineal descent 
patterns and are male dominated.  Men usually make the important decisions and own the animals, while women primarily care for children and perform domestic chores.  Compared to pedestrian foraging societies, the economic and political power of most pastoralist women is very low.  However, the division of labor is based primarily on gender and age in both foraging and pastoralist societies.

Common Pastoralist Personality Traits
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	  East African pastoralist  
men with their spears


Pastoralists often have the same distinct qualities of personality regardless of the region of the world in which they live.  Men tend to be cooperative with each other and aggressive towards outsiders.  They usually have the ability to make important economic decisions quickly and to act on them independently.  They have a profound attachment to their animals.  These typical pastoralist personality traits are related to subsistence success.  A pastoralist leader needs to be a man who can direct the movements of his herds and decide on an optimum strategy for using scarce resources without having to first consult others.  He needs to make decisions easily and to act on them without hesitation.  He needs to be able to take the initiative and to be a leader in aggressively defending his herd by expanding territory at the expense of others.  He must always be realistic in his appraisal of the world.  To do these things, he needs to have an attitude of self-containment, personal control, and bravery.  In other words, he needs to be like John Wayne when he acted as a cowboy, western lawman, or soldier in movies such as "She Wore a Yellow Ribbon" and "The Sands of Iwo Jima".
Men in pastoralist societies usually acquire prestige and power by being brave and successful in predatory raids as well as by accumulating large herds of animals.  Teenagers and young men often are the community's bachelor warriors.  This is especially the case among the Masai 
, Kikuyu 
, and other cattle herders of East Africa.  They usually do not begin to acquire their own herds until they become elders.  As a result, there are often great status differences between young and old men.  It is the older men who usually marry the young women.  Polygyny 
is a common pastoralist marriage pattern.

Pastoralist Military Conquests 
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	  Mongol horsemen today


Pastoralists have often been successful conquerors of agricultural societies.  This has been especially true of the Mongol horse pastoralists and the cattle herders of East and South Africa.  The Mongol 
light cavalry-based armies with their powerful  short bows rapidly conquered China and Central Asia in the 13th century A.D.  During the 14th century, they also controlled Persia, Iraq, much of Russia, and the northern parts of South Asia.  Beyond this vast area, the threat of their invasion caused many nations to pay the Mongols large tributes.  In East Africa, pastoralists established important kingdoms from Uganda and Rwanda to South Africa.  Perhaps, the most famous African pastoralist conquerors were the Zulus 
.  During the 1830's, they began an intermittent war with the Dutch settlers of South Africa (i.e., the Boers 
) after defeating several African farming peoples.  The Zulus were finally subdued with great difficulty by the British army in 1879.  
The pastoralist success in war has been due to several things.  They usually have the ability to operate in a large social context and to accept the absolute authority of their leaders.  They value extreme bravery and train their children accordingly.  Pastoralist armies can easily wage prolonged wars because they are independent of lines of supply from home bases.  The Mongols took their herds of horses to war with them.  In fact, they rode their horses into battle.  The horses carried their tents and provided much of their food (in the form of mare's milk).  This meant that the Mongols had highly mobile cavalry units.  They also let their herds loose to feed in the grain fields of the people they conquered.  Not only did this fatten up their horses, but it also economically weakened their enemies.

Pastoralism Today 
During the 20th century, most national governments tried to force pastoralists to stop their migrations and to reduce the size of their herds in order to prevent over-grazing.  These efforts at controlling them have been consistently resisted by pastoralists.  Large herds are usually seen by them as symbols of wealth and as security against unpredictable climates and periodic epidemics among their animals.  Conservation has not been traditionally important since pastoralists migrated over vast areas and could easily move on when grasses and water were depleted.
It is likely that pastoralists will not have the same fate as foraging societies.  Pastoralism will continue for the near future in poor nations, especially in Central Asia, because it is generally an efficient, low energy requiring subsistence base for semi-arid regions.

Postscript
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	Modern cattle pastoralist    
in Western America    


A modern form of pastoralism is practiced by cattle and sheep ranchers in Western North America, Australia, New Zealand, Argentina, and a few other areas of the world.  However, these ranchers are not subsistence pastoralists.  They are businessmen who produce a commodity for national and international markets.  They also use mechanized equipment such as trucks and even airplanes and helicopters.  Despite the differences, there are major similarities in the way of life and personality between modern and traditional pastoralists.  Both approach the world as high risk takers.  Their livelihoods can quickly be lost to theft, diseases, or other natural disasters.  On the other hand, their herds can double in a few years making them rich.  Modern pastoralists also admire men who are confident, self-reliant, and brave.  There has been a striking similarity as well between 19th century American cowboys and traditional subsistence pastoralists elsewhere around the world in their disdainful attitudes about farmers and fences.  Hollywood has immortalized this story of strained relations between "sod-busters" and "cattlemen" in many western genre films.
Horticulture

Horticulture is small scale, low intensity farming.  This subsistence pattern involves at least part time planting and tending of domesticated food plants.  Pigs, chickens, or other relatively small domesticated animals are often raised for food and prestige.  Many horticultural societies supplement their farming subsistence base with occasional hunting and gathering of wild plants and animals.  Horticulturalist population densities are higher than those of most foragers and pastoralists.  Usually, there are at least 1-10 people per square mile with community sizes ranging from around 30 to several hundred.  In most cases, horticulture is more productive than foraging (with the exception of aquatic foraging).  Some horticulturalists are not only subsistence farmers but also produce a small surplus to sell or exchange in local markets for things that they cannot produce themselves.
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	Pigs raised for food and sale on a
small horticultural farm in Colombia
	
	Women from a Papua New Guinea 

  horticultural village selling fruits and  
vegetables in a small town market


Horticulture is still practiced successfully in tropical forest areas in the Amazon Basin and on mountain slopes in South and Central America as well as low population density areas of Central Africa, Southeast Asia, and Melanesia 
.  In the past, it was a common subsistence base elsewhere in the world until population densities rose to high levels and people were forced to develop more intensive farming methods.
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	Major horticulturalist regions


Horticulturalists usually have a shifting pattern of field use.  When production drops due to the inevitable depletion of soil nutrients, horticulturalists move to a new area to plant their crops.  They clear the wild vegetation with a slash and burn technique.  Brush and small trees are cut down and allowed to dry out in place.  They are then burned.  This simultaneously clears the field of all but large trees and adds ash to the soil surface.  The ash acts as a fertilizer.  No other fertilizer is applied to the field.  As a result, soil productivity lasts only for a few years.
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	Hillside field in Colombia cleared of wild
vegetation by the slash and burn technique
(note the ash covered soil)
	
	Colombian horticulturalists using
hand tools to work their land in
preparation for planting


Horticulturalists do not have large beasts of burden to pull plows.  Likewise, they don't have mechanized farming equipment such as tractors or rototillers.  They use pointed sticks, hoes, or other hand tools to make holes in the soil to plant their seeds, tubers, and cuttings.  This is a labor intensive but not capital intensive form of farming.  Pesticides and herbicides are not used by traditional subsistence horticulturalists.  Likewise, irrigation is rarely used.
Like pastoralists, many horticultural societies carry out periodic intervillage raiding in which people are killed.  The goal is usually revenge for perceived wrongs and, at times, the theft of women, children, dogs, and other things of value.  The horticulturalists of New Guinea and the Amazon Basin have been particularly interested in raiding their neighbors.  The Yanomamö 
of Venezuela and Brazil are one of the most well documented aggressive horticultural peoples.  The ethnographer Napoleon Chagnon reported that as many as 1/3 of Yanomamö men died of injuries acquired in raids.

Misunderstandings about Horticulturalists
People in the industrialized nations with advanced intensive agriculture have for a long time had a distinctly ethnocentric model of farming.  When indigenous horticultural societies were encountered, they were assumed to be relatively unproductive and ignorant of soils and plant nutrients.  Slash and burn field clearance practices were seen as being destructive of the environment.  In fact, the knowledge and farming skills displayed by indigenous horticulturalists is often surprisingly detailed and practical with regard to soils, plants, and cropping techniques.  
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	  Many different food crops growing
  together in the same horticultural field
  (big leafed banana plants provide shade
  for the more sun sensitive crops)


In the early 1950's, the Hanunóo 
mountain people of Mindoro Island in the Philippines were studied by H. C. Conklin.  These horticulturalists recognized 10 principle and 30 derivative soil categories.  They also understood the suitability of each soil for their crops as well as the effects of erosion and over-farming.  They distinguished 1500 useful plants including 430 cultigens and they identified minute differences in plant structures.  All of this detailed knowledge was unexpected among horticulturalists.  The Hanunóo usually grew as many as 40 different crops in the same field.  As a result, their vegetable gardens looked more like a tangle of wild vegetation than our modern rows of crops.  This multi-cropping allowed them to have successive harvests throughout the growing season, while the dense vegetation of their crops broke the erosional force of rain and shielded delicate plants from the sun.
Multi-cropping is a common horticultural practice.  Mesoamerican horticulturalists carefully plant corn, bean, and squash seeds in the same hole.  As the corn stock grows up, it provides support for the climbing bean plant.  The squash grows over the ground and keeps down the weeds. 
Another example of the practical farming knowledge of horticulturalists was found among the Birom 
people of the Jos Plateau in north central Nigeria.  An important food of the Birom was acha--a Digitaria grass with tiny edible seeds.  This cereal crop was traditionally grown in fields without the use of added fertilizers.  During the first half of the 20th century when Nigeria was still a British colony, colonial officials concluded that the Birom were ignorant of the effects of fertilizer because they refused to put manure on their fields.  In fact, the acha crops failed when the Birom were induced by government officials to fertilize them.  Acha grows too quickly in enriched soils, falls over from its own weight, and rots before its seeds are ripe.  Following this failed experiment, the Birom were allowed to return to their superior traditional farming practices.

Economic Advantages of Horticulture
Horticulture is particularly well suited to humid, tropical conditions.  In such environments, temperatures and rainfall are usually high, there are no cold seasons, and plants usually grow year round.  In these areas, nutrients are mainly locked in growing plants rather than in the soil.  Energy cycles through the food chain rapidly.  Plants flourish, die, quickly decompose, and the nutrients are taken up by growing plants.  When forestry product corporations cut down the trees and hall them off for lumber, they remove most of the nutrients leaving the soil impoverished.  In addition, clear cutting tropical forests exposes the soil to rainfall and intense sunlight.  As a result, the organic components are leached out and the soil erodes away leaving a waste land.  
In contrast, horticulturalists usually leave the big trees in place in and around their farm plots.  Tree roots help to stabilize the soil.  Burning the other wild vegetation converts chemical compounds locked in the plants to a form that is readily useable by other plants.  By planting many different crops in the same field, the soil remains covered with vegetation throughout most of the year.  This protects it from erosion.  When the labor input rises to an unreasonable level, the farm plot is abandoned and allowed to revert to the original natural vegetation again.  The decline in productivity is usually due to a combination of the loss of nitrates and potassium from the soil as well as growing competition from weeds and insect pests.
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	Colombian horticulturalist
woman spinning wool to
produce her own clothing


Most temperate zone intensive agricultural techniques are generally inappropriate for tropical forest areas.  Plows expose too much soil to the elements.  Massive amounts of fertilizer must be added to the soil regularly due to the leaching effect of heavy rain fall.  Because mono-cropping is the usual practice with this kind of agriculture, the crops are often more susceptible to being wiped out by insects, fungal infections, and other parasites.  As a result, pesticides and herbicides must be heavily used.  Large domestic animals for pulling plows and wagons are often restricted in the tropics by insect-borne diseases.  This is particularly true of Central Africa.  Tractors and other mechanized pieces of equipment powered by internal combustion engines are usually too costly for most nations that have extensive tropical forest lands.  These large-scale agriculture methods are not labor intensive but they are expensive.  For instance, in North America, it takes about 2 pounds of oil to produce one pound of wheat.  In contrast, horticulture is labor intensive but not capital intensive.
Horticulture is only economically practical as long as the population density remains low and land for new fields is readily available.  When horticulturalists are not permitted to practice their usual field shifting pattern of farming, the result is soil depletion and poverty.  This has been the case in the last 30 years in parts of the Amazon Basin of Brazil and the Indonesian islands of Sumatra and Borneo as a result of over population and government schemes to send urban poor families into the forests to become low income farmers on small plots of land.
Intensive Agriculture

Intensive agriculture is the primary subsistence pattern of large-scale, populous societies.  It results in much more food being produced per acre compared to other subsistence patterns.  Beginning about 5,000 years age, the development of intensive farming methods became necessary as the human population grew in some major river valleys to levels beyond the carrying capacity of the environment using horticulture and pastoralism.  The transition to intensive agriculture was originally made possible by water management systems and the domestication of large animals for pulling plows.  This allowed farmers to get below the top soil to bring buried nutrients up to the surface.  It also allowed farmers to maintain much larger fields of crops.
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	Heavily fertilized and irrigated
hillside terraced fields used for
intensive rice farming in Indonesia
	
	Rice production in China using gasoline
driven rototillers (top left) and large
amounts of hand labor for planting


The first intensive agricultural societies were the ancient civilizations in Egypt, Syria, Mesopotamia (now Iraq), India, North China, Mesoamerica, and Western South America.  Today, intensive agriculture is the primary food production pattern in all developed nations except those that are too arid or too cold for any form of farming outside of greenhouses.  Over the last century, large-scale agricultural techniques spread rapidly throughout the world with the introduction of farm machines driven by internal combustion engines and the availability of commercially produced fertilizers, pesticides, and herbicides.
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	Centers of ancient intensive agricultural civilizations


The transition to intensive agriculture brought with it a number of inevitable major social changes.  Permanent year round settlements became necessary because the food source was immobile.  As a consequence, more time and effort were usually expended in building houses that would last for generations.  Surplus crops produced by farmers were sold in village markets.  Some of these market centers increased in population over time and became towns and eventually cities.  There was an evolution of a complex division of labor.  Many new kinds of jobs appeared, including craftsmen, professional soldiers, priests, rulers, and bureaucrats.  The emerging urban centers were occupied mainly by these non-food-producing specialists and their families.
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	A West African king   
(the top of the pyramid   
of power in his society)   


The ancient civilizations became rigidly divided into social classes.  The economic and political power of farmers was dramatically decreased as elite groups headed by kings increasingly monopolized power.  The ruling class ended up controlling the sources of wealth--i.e, land, water, manufacturing, and trade.  This required a radical change in the concept of ownership.  In most small-scale societies with less intensive subsistence patterns, economically important properties, such as land and water wells, usually are not owned in the sense that we think of ownership today.  Rather, this property is kept in stewardship for the society as a whole.  An individual keeps the property only so long as it is being used or otherwise actively possessed.  Strong pressures of reciprocity within the community require that property be shared or given away rather than hoarded if it is not being used.  In order for a wealthy ruling class to emerge, this concept of ownership had to be replaced over time by one in which absolute personal property rights are paramount.  This transition allowed for wealth to be accumulated by individuals and passed on to their descendants rather than returned to the society for redistribution.  As a result, economic disparities developed between families over time.  These disparities gave rise to economic class distinctions and non-egalitarian societies.  As these major social changes were occurring, the status and power of women significantly declined as well.

Modern Large-Scale Societies
In large-scale societies today, agriculture has become highly efficient, requiring much fewer people to produce the food for everyone else.  This is particularly true of mechanized grain farming and ranching.  Technological advances in farm production now occur frequently and are spread world wide within a few years.  Our new sources and uses of energy often require international economic exchange to acquire them.  This is particularly true of petroleum products.
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	A large corporate farm in North America
producing food and fiber only for sale
	
	The use of expensive mechanized
farming equipment to reduce labor
costs and increase productivity


In many of the poor developing nations of the tropical regions of the world, plantation agriculture has increasingly replaced subsistence horticulture.  Plantations are large, labor-intensive farms that mostly produce fruit, sugar, fiber, or vegetable oil products for the international market.  The laborers usually work for very low wages that keep them in poverty.  Many of the plantations of Indonesia, the Philippines, Central America, the Caribbean, and West Africa are owned by multinational corporations such as Dole and the National Fruit Company.  The net effect of this form of agriculture generally has been the flow of wealth from poor nations in the Southern Hemisphere to rich ones in the Northern Hemisphere.
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	21st century dense urban
workplace in North America
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	Confident woman military pilot
(an example of the increased
 importance of women in society)


A century ago, the typical North American family lived on a farm in a multi-generational household.  Today the common pattern is a nuclear family 
household in an urban or suburban environment.  The form of the contemporary North American family is largely a result of the demands of the work place.  Corporations and other types of employers are often nationwide and even international in their operations.  They typically require their employees to move from city to city and even country to country every few years.  As a result, it is extremely difficult for extended families to remain together in the same community once the children grow up.  We have become a people with few long term community roots.  It is not surprising that 3/4 of the people living in California today were not born there. 
We are now moving into a post-industrial information-based economy in the U.S. and other economically powerful nations.  There is an increasing emphasis on mental rather than hard physical labor.  The economic and political power of women has risen significantly in part as a result of this change.
Comparisons
Over the last 10,000 years, human populations have grown rapidly.  This has resulted in increased pressure to produce more food with the same amount of land.  As a consequence, our foraging ancestors were forced to change their subsistence patterns radically.  Horticulture and pastoralism solved the problem for several thousand years.  However, by 5,000 years ago in some regions of the world, intensive agriculture became a necessity.  During the 20th century, most of humanity was forced to adopt this means of food production.  Accompanying the transition to intensive agriculture was the development of towns, cities, and international commerce.
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With each successive stage in this transition, people have steadily moved away from a passive dependence on the environment.  As human populations grew, more food had to be produced, which inevitably meant that there had to be greater control of food sources.  Foragers and pastoralists generally use their environments without altering them significantly.  In contrast, the environments of intensive farming societies were radically converted--the land was leveled, the courses of rivers were altered, and forests were cut down.  Many wild plant and animal species were driven to extinction.  Others were genetically altered through thousands of years of selective breeding.   
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	  Political elites in contemporary society


Societies generally became more complex with each successive stage in this transition from foraging to intensive agriculture.  Most foragers had small communities of equals without permanent leaders or other full-time non-food-producing specialists.  Their political systems were egalitarian 
.  Relationships were based mainly on kinship ties and friendship.  In contrast, societies that rely on intensive agriculture to supply their food have class stratification and elaborate political systems with hierarchies of leaders and bureaucrats.  They are no longer societies of equals.  Some individuals become rich and politically powerful through their control of the means of production, while others face conditions of poverty with severe periodic food shortages.  This discrepancy in access to resources is common but not inevitable in large-scale agricultural societies.  It has been significantly reduced in industrial nations during the 20th century as a result of the evolution of more democratic political systems and taxation that redistributed society's wealth to some degree.
Increased efficiency in food production has resulted in a dramatic rise in the number of non-food-producers.  Among foragers, it is common for 100% of the healthy adult population to participate directly in food production.  In Bangladesh, Guatemala, and other relatively poor developing nations today, where farming has not been significantly mechanized, 60-65% of the population are food producers.  In the United States, only . 84% of the entire population are still farmers.  Those farmers not only provide food and fiber for all of the non-food-producing Americans but also for millions of people elsewhere in the world.  It is ironic, that this dramatically increased food production has not resulted in more leisure time.  Far from it, Americans now individually work more hours during the year than almost all other nations.
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	Non-food producing specialists in a modern large-scale agricultural society


The transition to intensive agriculture apparently had a major effect on the spread of human parasitic diseases 
.  The high population densities of people resulting from this subsistence pattern made it far easier for contagion to rapidly pass from individual to individual.  Major epidemics 
of bubonic plague 
, small pox, influenza 
, and other scourges are far more likely to spread rapidly in towns and cities than among relatively isolated small communities of foragers or horticulturalists.  They are also more likely to infect a higher percentages of the people in a dense population.  It is not surprising that the global influenza epidemic of 1918 killed 20 million people.  The number of deaths due to AIDS is likely to be far higher than this during the next 10-20 years.  Africa will be especially hard hit by AIDS.
Our large modern cities with their vast areas of concrete and asphalt change the local micro-climate by altering the amount of solar energy that is absorbed rather than reflected back out into space.  Cities literally become hot spots.  These artificial man-made environments also usually experience air and water pollution problems not encountered when our populations were smaller and more dispersed.  In addition, our burgeoning populations deplete important natural resources such as drinking water, natural gas, and oil.
Another consequence of the transition to intensive agriculture and large-scale societies has been a change in the nature of warfare.  While most foraging societies were peaceful and avoided violent conflicts with other societies when possible, all of the ancient civilizations frequently carried out bloody wars of conquest.  Some pastoralist were aggressive conquerors as well.   As agriculture became more intensive and populations larger in modern times, however, the scale of war increased dramatically.  Far more people were killed as a result of warfare during the 20th century than in any other century in history.  Armies were much larger and better equipped with efficient mass killing machines.
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	Tools of mass warfare used by modern large-scale agricultural societies


On the positive side, however, the 20th century also saw a rapid increase in scientific knowledge and life expectancy in the developed nations.  The time between major technological revolutions has shortened to less than a single human generation.  By comparison, the lives of our relatively isolated, self-sufficient forager ancestors remained largely unchanged over many generations.
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IV. Glossary:  Terminology or clarification of ‘reserved words’
Wave or Waver:

Wave is a designation describing the origin of an entity; it also determines the maximum potential of an individual’s ability to advance.  

As of the current time in Multiverse the following waves are known to exist:

1st Wave (Greater Deities):  

Entities identified as being of the 1st wave originated directly out of the flux without assistance.  Being born in this fashion, 1st wavers are immortal and are immune to the direct natural affects of flux exposure.

It is also something of a description as to the “purity” of the essence of the entity.  For example Gruumsh One Eye, the primary orcish deity, is a 1st wave entity is also the essential essence and representational manifestation of an Orc.  All other orcs, including other orcish deities and immortals are but copies of the imprint of Gruumsh.  Gruumsh is the quintessential orc.  The closer one comes to being like him in all respects could be described as a journey towards orcish perfection.  It is because of this concept of perfect purity that enables first wave creatures to endure in the flux.  Much as historically alchemists saw gold as a perfect element untouchable and unalterable in essence, so is the perfect essence of orcs exemplified in the manifestation of Gruumsh.  On the opposite end of this scale a 4th wave (or mortal) orc is such a pale and insignificant copy of this perfection that such a being would be instantly destroyed in the Flux.

2nd Wave (Lesser Deities):

2nd wave entities are also born directly from the flux, but could not or at least did not do so without the assistance of another, typically this assistance can only be provided by 1st waves.  They too are also immortal but can survive extended but not indefinite exposure to raw flux.  Being partially formed with the assistance of another they take on aspects of that individual’s personality.

To follow though with the example above, Illneval a powerful 2nd wave orcish deity is still “orcish” and that in itself defines him to be a copy (though nearly perfect copy) of Gruumsh the original and perfect orc.

3rd Wave:

3rd waves are normally born in the Flux or exceptionally powerful Illiaster (i.e., impure/coherent Flux) and are created by the will of Greater god (see below).  They are immortal, but are unable to survive more than brief periods exposed to raw flux.

Although immortals, such as giants for instance are copies of copies or are copies created with imperfect materials and therefore contain obvious flaws differentiating them from perfection and purity.

4th Wave:

The 4th wavers were first created by immortals utilizing powerful concentrations of Illiaster.  They are fully mortal, though their life spans vary greatly.  Being mortal they not only die but also are able to reproduce through sexual reproduction.  Any direct exposure to the flux is almost always fatal.  Sub categories of 4th wavers include:

“Quasi-deities” – Mortals with tremendously or indefinitely extended life spans compared to the typical member of their race.

 “Supped” – Mortal races that have exceptionally long life spans compared to humans, especially if they possess significant special abilities or immunities.

“Advance-able” – Mortal races that are not constrained by the typical limitations of their species in one attribute or ability, normally this involves there being no cap on level advancement.

“Damaged” – Typically mortal creatures that are non-sentient or “animals”.

Copies of copies of copies, mortal orcs, to complete this example, are such pale reflections of those essential characteristics of orcish perfect as to be but poor imitations easily dispersed by the effects of even the most refined Illiaster (i.e., over time they die naturally of old age).

Deities//Immortals/ Mortals:
Greater Gods, are 1st waves. Each plane of existence can be likened to a fiefdom of a power or powers known as Greater gods.  While all planes within a multiverse operate under a single set of universal laws of nature, each plane was formed by the force of will of its particular greater god and emphasizes this nature by having become an environment that mirrors the personality and character of this greater god.  

Lesser gods, typically strong 2nd waves, much like greater gods influence the general nature of a multiverse’s environment in their image.  Lesser god’s influence however extends only as far as the general nature of fiefs within planes that are called layers.  Being shaped by their greater gods themselves, the lesser gods tend to emphasis one of the many facets of the personality of the deity that helped create them.  These facets may also be referred to as spheres of influence embraced by their greater god, and their layers reflect this.  Layers of planes are fully self-sufficient.

Demigods, also typically 2nd waves, assuming even more finite distinctions of their greater god’s personality than lesser gods, tend to focus on specific applications of a lesser gods sphere of influence.  At times these demigods are able to form a demiplane, these are planes which are neither stable unto themselves nor are they particularly self-sufficient.

Quasi deities, are unique immortal 3rd waves of exceptional power.  Such a status is equivalent to legendary figures which are exclusively and uniquely a product of the race of humans due to the insolated nature of the Prime Material in relation to the Flux.

Non-unique immortals, typically 3rd Waves, are often seen as avatars of their plane’s philosophy and are pale reflections of their greater god.  

Mortal races typically 4rth waves, are the by products of the influence of the gods that made them.  As such they have traits, abilities, preferences, and overall outlooks that are heavily biased by their creator’s personality.  Greater gods inspired the major races, those populating entire planes or influencing multiple planes of existence.  Minor races, those unable to dominate entire planes of existence but are still viable unique cultures, are inspired by lesser gods.  Demigods typically inspire “Monsters” or sub-divisions within a race.

Plane:

· Approximately planet sized sovereignty created by a powerful entity (i.e., a greater deity).  It is an unconscious act of will by this individual that also maintains the existence of the plane – it is said, though not completely accurately that his very presence denotes the center of a plane.

· It is the home world to a sentient race.  The center of the plane is an ideal paradise for its sentient race and is perfectly suited to them, though the further from the center one travels the less hospitable to the native race it becomes until it can no longer support its native life form.  This happens approximately at the distance corresponding to the “planet size” boundary of the plane.  

· It is a flat world not a globe, the edges extending into infinity.  Spatial anomalies exist (more or less frequently depending upon the plane and the distance from the center of that plane).  These anomalies may be described as worm holes or dimensional rifts connecting two or more otherwise unconnected locales.  These overlapping areas may be permanent, periodically occurring, or unique temporary effects.  These anomalies coincide with times and places where locations in multiple planes take on identical appearance.  NOTE:  It is one theory that the Prime Material Plane is not a discrete plane at all but the sum of multiple overlapping spatial anomalies from all of the other planes composing a multiverse.  The central location of the Prime Material Plane within a multiverse, that it possess no specific “center”, and the fact that no single greater deity can take responsibility for its creation seem to support this belief.  

· It is composed of one or more Layers. 

Layer:  

· Approximately continent sized sovereignty created by a powerful entity (i.e., greater or lesser deity).  Once created it is an unconscious act of will by this individual that also maintains the existence of the layer – it is said, though not completely accurately that his very presence denotes the center of a layer.

· It is associated with a specific plane of existence.  NOTE:  Here too the Prime Material Plane operates differently as it is never described as a layer.

Demiplane:

· Demiplanes may be as large as a kingdom or as small as a county, the sovereignty is created by a powerful entity (i.e., Greater or lesser deities, demigods, or quasi-deities).  Once created it is an unconscious act of will by this individual that also maintains the existence of the layer – it is said, though not completely accurately that his very presence denotes the center of a layer.
· It is may or may not be associated with a specific plane of existence and may in fact be a transitory stage in the creation of a new plane, layer, or the remnants of those that can no longer be sustained.
· New demiplanes in the process of forming or old ones that are returning to the flux typically do not host a sustainable ecological habitat, though the causes vary based on what resources or conditions are lacking.

Pocket plane or Ethereal Plane:

· Pocket planes by be as large as a city, though are frequently much smaller, sometimes as small as a chest or closet.

· It is typically associated with a sustained ethereal space, either naturally occurring within the plane from which it is accessed or specially created by powerful magic.  
· The space typically has a sustainable environment similar to that of the plane from which it was accessed.  It may or may not have its own light source but a “one way mirror” may allow light to flow into the pocket plane from the location from which it was accessed.  This “mirror” may also be used to view the outside world as a peephole in order to determine if the portal can be used safely and/or without detection.

· In no way is this ethereal space a viable habitat in and of itself.  It contains no natural resources, water, or inhabitants though small gardens could be created and sustained with “imported” water given sufficient effort and magic.

Astral “Plane”:

· Astral spaces are the bridges between other planes or layers.  These bridges may be minute imperceptible “cracks” between the planes or enormously large.  

· These connections exist where two or more planes share virtually identical appearance and traits and are in fact overlapping or coexisting.  This area of crossover – a bridge between planes – is itself the astral plane.

Astral “Space” or Void:

· The void between planes that has at times been traversed using “spell jammers” ships or fleets that are effectively crossing spaces equal to that of a solar system (multiverse) made up of many planets (planes).  This space has environmental conditions of air and warmth similar to the two (or more) planes sharing the same astral space but the “void” generally lacks the erosive effects of weather and the bacteria that decompose organic matter don’t survive long.  Old wreckages or tombs may therefore suffer virtually no effects of time.  There is no solid material in the Astral Plane aside from the wayfarers within it, some random bits of debris, and [a few small “islands,” some with] built structures. To those passing through it, the Astral Plane appears to be a blurred silvery color all around, as if the travelers were suspended weightless within a great silver atmosphere. Mists may be seen at times, and sometimes star-like objects are seen in the distance. Other strange phenomena have been reported as well. Objects in astral space are weightless but still have mass and can cause damage. It is conceivable that there may be dwellings on the Astral Plane built by great wizards, clerics, or godlings; in a weightless environment these buildings could be of any shape, and might wander randomly from Outer Plane to Outer Plane, or across the various Prime Material universes.

· Astral space is strange and dreamlike. There are no day/night cycles astrally, so time’s passage is difficult to measure. A character or creature can feel a sense of movement whenever he/she/it concentrates on moving (travel through astral space is a function of thought), but one usually has little idea of how far one is going.
· Unlike mundane “outer space” or traditional AD&D Astral space, there is no timelessness or eternal youth here.  Environmental conditions are similar to the two (or more) connected planes sharing this bridge.  

· Note:  Objects are not technically “weightless” in the void.  A more accurate statement might be that each object forms operates and moves under a magical gravity and balance maintained by the higher of the characters charisma, wisdom, or Intelligence.

· See Dragon #67 for additional background material.

� Is magic a science or an art?  For a more complete explanation see Section VIII.


� NOTE:  You don't really need to understand the theory behind magic in a fantasy world to enjoy it or use it however for those that feel the need to understand the "whys" of the universe here is a summary of magic theory for this fantasy world.
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