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For th e  th em e  of th is  is sue  of th e  Cam paign Builders’ Guide , w e  decided to go w ith  th e  th em e  
of m em orable villains .  Th is  is sue  is  th e  CBG’s  “Big, Bad, Evil Guy (BBEG)” is sue , and w h o better 
to talk  to you about pure  and absolute evil, th an m e , Is h m ayl?  Th at’s  righ t, for th e  new  guys  h e re  on 
th e  s ite , and for first tim e  readers , it can be  q uite  overw h elm ing to h ave such  a m enacing pre s ence , 
such  as  m ys elf, constantly overlook ing such  a peaceful, tam e s ite  and an e -zine  focus ed on 
com m unitie s  and creation.  In fact, few  people h ave tasted th e  w rath  of Is h m ayl w ith out com ing 
aw ay w ith  q uite  th e  scorch ed s ensation!  As  of th e  m ost recent poll, th e  terrible evilne s s  of m e  is  
rank ed som ew h e re  betw e en a dreaded w ildebe e st lich  and a legendary... dire .... pum pk in.   W ith  
re ally w ick e d e ye s .

O k ay, it’s  true , I’m  a fak e .  M y e igh t pound tabby scare s  m e  to death  w h en h e  h is s e s , and I’ve 
never even s e en a w ildebe e st.  But w h ile I m ay not be  ch ock -full of badne s s  m ys elf, I can appreciate  
a good villain.  H eck , w h o can’t?  W h eth e r it’s  Lord Voldem ort in H arry Potte r, Cardinal Rich elieu in 
Th e  Th re e  M us k e te e rs  (w ith  Tim  Curry!), or one  of m y personal favorite s , Donovan, th e  Nazi scum  
from  Indiana Jone s  and th e  Last Crusade  (“H e  ch os e ... poorly”), villains  m ak e  entertainm ent 
m em orable.  Gam e s  - e specially role playing gam e s  - s h ould be  no exception.

As  players , w e  rem em ber th e  battles  w h e re  w e  finally brough t dow n th e  evil Grognar, a 
dem on from  th e  abys s  so ruth le s s  th at h e  slaugh tered sleepy little farm ing village s  for fun, and 
k idnapped a little girl w ith  th e  intention of us ing h e r body to becom e fully ph ys ical in th e  w orld.  As  
GM s, w e  spend h ours  upon h ours  plotstorm ing (no, th at’s  not a typo) th e s e  perfect villains , planning 
th e  ideal m om ent to spring th em  on th e  unsuspecting players .

Villains  from  existing source s  can certainly provide  a great deal of inspiration for RPG foe s . 
 W h eth e r you borrow  a look , and agenda, or a uniq ue  spe ech  pattern, th e re  are  loads  of villains  ripe  
for th e  pick ing.  At th e  sam e  tim e , overus ing th is  angle can m ak e  your BBEGs predictable and 
unintere sting.  If your ch aracters  only ever face bad guys  bas ed on Batm an film s  (“Everybody, 
ch ill”), pretty soon, you’re  not borrow ing, you’re  boring.

Th at’s  w h y it’s  so im portant to spin th os e  villains  a bit.  If som e  aspect of your villain rem inds  
th e  players  of a favored BBEG, you can play on th e  fe elings  h e  originally invok ed in th em .  And by 
tw isting h im  around just a bit, m aybe  adding a fre s h  coat of paint and som e  new  h igh ligh ts , you can 
still create  som eth ing new , intere sting, and m em orable.  Th at’s  w h at th is  particular is sue  of th e  
Cam paign Builders’ Guide  is  really all about: tak ing clas s ic villainous  traits  and ideas  and spinning 
th em  on th e ir h eads , giving you a new  w ay to portray your BBEGs .  Give it a try, you really can’t go 
w rong.

-Is h m ayl
Overlord Extraordinaire

*****
As an im portant s ide  note, I w ould lik e  to tak e  th is  tim e  to introduce 

  Fantas eum  is  a collaboration of sm aller, creative com m unitie s  around th e  
w eb dedicated to th e  h obbie s  w e  k now  and love.  Currently, it cons ists  of  
(w w w .plotstorm ing.com ), a s ite  dedicated to w riters , role playing gam ers , and fans  w h o enjoy any 
genre  of fiction, th e   (w w w .cartograph ersguild.com ), a com m unity for 
cartograph y enth us iasts , and th e   (w w w .th ecbg.org), a one -stop s ite  
dedicated to th e  building and creating of adventure s , s ettings , and entire  cam paign w orlds .

FROM  ATOP TH E W ORLD
EDITORIAL

http://www.plotstorming.com
http://www.cartographersguild.com
http://www.thecbg.org
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Uncom m on EVIL
by: Nath an Ellsw orth

(psadm in@ plotstorm ing.com )

Dragons , w izards , vile prie sts , w ild orcs , fiends , 
and dark  elves  are  th e  standard villains  of 
fantasy. Born to evil, it's  expected for th em  to 
com m it nefarious  de eds , but th e  clas s ics  can be  
overus ed. W h en th e  villains  los e  th e ir 
m ystiq ue , or w h en th e  players  aren't excited 
about bas h ing orcs , its  tim e  to cons ider 
uncom m on EVIL.

To q ualify as  uncom m on EVIL, th e  villain m ust 
com e from  a race  th at m ak e s  th e  players  drop 
th e ir jaw  once th ey realize  w h at th ey're  facing. 
Perfect ch oice s  for villains  can com e from  race s  
th at are  usually h e roic, good, benign, 
overlook ed, lack eys , or adventurer fodder. 
W h en a player face s  off against a be ing th at 
break s  th e  stereotype , th ey're  lik ely to 
rem em ber th em .

Th e  four villains  th at follow : a h igh  elf 
suprem acist, a k obold lycanth rope  w arlord, an 
earth  elem ental  tyrant, and a treant eco-
terrorist s h ould at least m ak e  players  paus e . All 
could be  dastardly arch  villains , beyond h ope  of 
redem ption, but th re e  h ave th e  pos s ibility of 
be ing very dynam ic. W h eth e r players  go for th e  
k ill, or try to convince th e  villain to m end th e ir 
w ays  - - th ey w on't h ave faced a foe  lik e  th is  
before .

Enjoy Uncom m on EVIL, its  good to be  bad!

"Th e  only th ing rede em able about h um ans  is  
th at th ey can be  trained. Th ey're  bras h , 
dis re spectful, conce ited, s elf-absorbed, and 
m alodorous  h ellions , so lik e  unruly ch ildren, or 
w ors e  - - m ongrel dogs . And just lik e  ch ildren 
th ey ne ed a firm  h and, a firm  elven h and, to 

m old th em  into a re spons ible m em ber of 
society. Th os e  th at don't re spond, w ell, if th ey 
m ust act lik e  m ongrels, th ey'll be  treated lik e  
th em ."

Elves  are  creature s  of m yth ology, born from  
m agic at th e  beginning of h istory, and often tied 
to nature  and prim ordial force s . Th ey build 
m igh ty em pire s  only to abandon th e ir great 
w ork s  w ith  th e  spread of th e  younger race s . 
Th e ir tie s  w ith  m agic and th e ir long h istory and 
life span give th em  a uniq ue  outlook  on life . 
M ost are  th ough tful and calculating, h ow ever 
th is  m ay border on egotism  due  to th e ir race 's  
age  and accom plis h m ents . YAW N.

Cons ider th e  h ards h ips  th e  "com m on" elf face s  
as  th e  younger race s  spread and grow  in pow er. 
Th ey w itne s s  th e  fall, or at least eros ion, of 
th e ir m igh ty em pire s  and w ay of life . Th e ir 
w atch , often h elples sly, as  th e ir land slow ly 
disappears , sacred s ite s  are  de s ecrated, m agic is  
stolen, and th e ir people are  s ingled out and 
h aras s ed. Th ey constantly face th e  fear of 
m arauders  from  th e  m onstrous  race s  and th e  
th reat of w ar betw e en th e  young em pire s  
alw ays  s e em s  to loom  on th e  h orizon. Its  a 
tough  th ing to face for a race  unus ed to death  
and ch aos .

W ith  a little nudge, it isn't h ard to im agine  a 
group of elves  "snapping." Th e  younger race s  
h ave pus h ed th em  too far, and th ey dream  of 
pus h ing back . All th e  disgruntled elves  ne ed is  
a strong leader w ith  an e q ually pow erful vis ion.

Anaxim ander -- a m inor son of a noble -- 
m arried at a young age , and h e  took  h is  bride  to 
tend th e  fam ily orch ards  at a rem ote elven 
village . Th e  early years  w ere  ble s s ed and th ey 
h ad a ch ild.

H um an bandits  attack ed th e  village look ing for 
elven rich e s  and m agic. Th ey struck  w h en h e  
w as  in th e  fields , but h e  noticed th e  fire s  and 

mailto:psadmin@plotstorming.com
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ran back  to th e  villa. Th e  bandits  h ad w aited for 
h im  w ith  h is  w ife  and ch ild -- som eone  said h e  
w as  th e  leader. Th ey im m ediately k illed h is  boy 
before  h is  eye s  and dem anded all th e  elven 
treasure s . But th e  village h ad noth ing -- it w as  a 
s im ple farm ing com m unity -- and h e  told th em  
as  m uch . Th e  bandits  w ere  furious , th ey didn't 
believe h im , and one  of th em  m oved to m aim  
h is  w ife . Anaxim ander attack ed in de speration. 
Th ey cut off h is  arm  at th e  elbow , beat h im  and 
left h im  for dead, and th en burnt dow n th e  
village for spite . But h e  didn't die .

Anaxim ander dem anded justice  from  th e  
nearby h um an s ettlem ent. Th e ir council h ad 
initially prom is ed to protect th e  elves , and h e  
cons idered th em  h onor bound to rectify th e ir 
failure . Th ey prom is ed to bring th e  bandits  to 
justice , but th e  m onth s  pas s ed by w ith out 
re solution. H e  grew  bitter, and began to 
form ulate h is  ow n plan.

H e  united th e  h andful of survivors  from  th e  
village, and th en called upon distant relative s  
and loved one s  of th e  one s  th at h ad died. 
Anaxim ander form ed a pos s e  and th ey 
m eth odically h unted th e  bandits  to exact th e ir 
revenge . Every tim e  th ey k illed a bandit th ey 
left th em  strung up in th e  s q uare  of th e  h um an 
village w h o h ad failed to h elp. Th e  h unt w as  
exacting and in th e  end all but Anaxim ander 
and tw o of h is  pos s e  died, but th ey w ere  
victorious .

Word of Anaxim ander's  de eds  spread and h is  
fam e  grew . Sim ilarly h is  band of follow ers  also 
grew , and h e  realized h is  job w asn't done . Th ey 
roved elven lands  and struck  out at any w h o 
dared to h aras s  h is  people, but it w as  only h is  
first step.

H e  vied for political pow er back  h om e , and h e  
claim ed a new  path  for h is  people h ad be en 
revealed to h im  in a dream . Anaxim ander 
ch am pioned a w ar against th e  m onstrous  race s  
th at h ad continuously plagued elves  -- not to 
de stroy th em , but to contain, control, and guide  

th em . Th e  elves  h ad to look  past th e ir disgust of 
th e  vile nature  of th e  orcs , goblins  and th e ir k in 
and recognize  h ow  -- w ith  a firm  elven h and -- 
th ey could be  m olded.

Anaxim ander, dubbed Th e  Vis ionary, 
succe eded. For th e  first tim e  in age s , h is  people 
m arch ed from  th e ir h om eland, and h is  daring 
raids  took  th e  ch aotic and m onstrous  
h um anoids  by surpris e . H is  succe s s  brough t 
h im  m ore  pre stige  and political pow er. Th e  
Vis ionary unveiled h is  ultim ate plans : th e  elves  
couldn't stop w ith  th e  orcs  and th e ir ilk , th ey 
h ad to conq uer and guide  all th e  younger race s . 
If th e  young race s  can't control th e ir people and 
s ecure  th e ir borders , th e  elves  s h ould do it for 
th em .

Entrench ed as  th e  leader of h is  people, th e  H igh  
Vis ionary h as  de s igns  on th e  entire  w orld. H e  
w atch e s  from  th e  great m arble tow er of 
Caledon as  trained eleven w arriors  and th e ir 
ch arm ed slave arm y m arch  forth  to bring peace  
and order to th e  w orld.

Th e  dark  experience s  Anaxim ander h ad earlier 
in h is  life  h as  em bittered h im  to everyone but 
elves . H e  view s  m any of th e  younger race s  as  
h opele s s  - - th e  orcs , goblins , and th e ir ilk  are  
only suitable as  m enial slaves  and ch arm ed 
s h ock  troops . W h ile th e  oth er race s , h um ans  
included, s im ply ne ed th e  guidance of th e  elves  
to save th em  from  th em s elves . H e  believe s  th at 
only h is  people understand th e  cours e  th e  future  
m ust tak e , and th at if to ensure  tranq uility th ey 
m ust us e  a firm  h and or even th e  blade, so be  it.

Th e  H igh  Vis ionary's  goals are  s im ple: bring all 
th e  younger race s  under th e  rule of th e  elves . 
H e  h as  no q ualm s about putting th e  m onstrous  
race s  to th e  sw ord -- th ey've s h ow n th e ir true  
nature  tim e  and again. If th e  sm arter one s  s h ow  
reason, th ey w ill m ak e  good slaves , and 
perh aps  eventually earn th e ir fre edom . Th e  
oth er h um anoids  are  given a ch oice : subm it or 
becom e slaves . Th os e  th at subm it are  allow ed 
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to live w ith  a m odicum  of fre edom  th at grow s  
th e  longer th ey prove th e ir w orth . Th e  new  
m iddle clas s  in th e  regim e  th e  Vis ionary h as  
e stablis h ed.

It usually com e s  as  a surpris e  to m any facing 
th e  H igh  Vis ionary's  force s  th at non-elves  
com pris e  th e  m ajority of h is  arm y. Ch arm ed 
m onstrous  h um anoids  - - goblins , orcs , and 
ogre s  - - are  th e  bas is; th e  elves  h ave ch anneled 
th e  h um anoid's  ch aotic blood lust into 
som eth ing productive . W illing slaves  lead th e ir 
ch arm ed ilk  w h ile an elf or a fre e  h um anoid 
s e rve s  as  an officer. Fre e  h um anoids  s e rve as  
advanced force s , and entirely elven units  are  
th e  m ost elite  in th e  Vis ionary's  arm y.

 - "M onste r Squad" - Elf officer, 
slave orc s e rgeant, 6 ch arm ed orcs  &  6 ch arm ed 
goblins

 - Scout Squad - M ounted elf 
officer, m ounted fre e  h um an s e rgeant &  8 
ch arm ed goblins  on ch arm ed w args

 - "H e avy M onste r Squad" - 
Elf officer, h um an s e rgeant, 4 ogre s , 4 orcs

 - "Fre e  Squad" - Fre e  h um an 
officer, h um an s e rgeant &  8 h um ans

 - "De ath dance rs" - 7 double -sw ord 
w ielding elves

Rae s -Ell is  th e  capital and s eat of elven pow er. 
Th e  city re sts  on both  s ide s  of th e  pow erful 
Sarh a River ne stled in a valley and surround by 
rolling fore sted h ills . Th e  city is  grand, but not 
as  large as  it could be  becaus e  it is  only th e  
center of governm ent and education and th e  
re s idence  of th e  elven and fre e  h um anoid elite . 
No trade  or production of any k ind tak e s  place 
in Rae s -Ell -- all of th at h as  be en relegated and 
distributed to oth er nearby citie s .

Caledon collectively refers  to five tall m arble 
and glas s  spire s  th at stand along th e  Sarh a 
River at th e  h eart of Rae s -Ell. Th e  H igh  
Vis ionary and all th e  staff of th e  Regency 

re s ide s  w ith in H igh  Caledon, th e  tallest and 
grande st of th e  tow ers .

Z uk airo snarled and leapt. H orune 's  eye s  nearly 
bulged out of h is  s k ull as  h e  fell under th e  
w e igh t of th e  saurian lycanth rope .

"You fool!" th e  w izard snapped. H e  struggled 
but Z uk airo pre s s ed h im  dow n w ith  h is  
viciously claw ed foot. "Let m e  up now , and I'll 
forget th is  insolence!"

Th e  lycanth rope  purred and pre s s ed dow n w ith  
th e  talon on h is  foot -- th e  w ick ed point eas ily 
pierced th e  w izard's  fles h  forcing a w h im per 
from  H orune . "Th ere 's  only one fool in th is  
room , but w e 'll soon rectify th at."

Yippy, craven, and annoying cannon fodder. 
Kobolds  are  alw ays  th e  toadie s  of th e  dungeons  
and w ilds , and even th e  goblins  beat up 
k obolds . O nly dangerous  in large num bers  to 
fre s h  adventurers , anyone w ith  experience  can 
cut a sw ath  th rough  an entire  tribe . Th e y stop 
be ing inte re sting w h e n th e y can't draw  blood.

After be ing k ick ed around all th e ir live s , its  
understandable if som e  k obolds  get fed up and 
try to get even. If th ey can get past th e ir natural 
cow ardice , and if th ey h ave a determ ined 
leader, a band of k obolds  could be  a force  to be  
reck oned w ith  - - th ey h ave th e  num bers . And if 
th e  k obolds  are  trained and stronger th an 
average, th ey just becom e deadlier. Its  tim e  to 
give k obolds  som e  te eth .

Z uk airo and h is  tribe  h ad th e  m isfortune of 
living near th e  w izard H orune . Th e  w izard 
ne eded subjects  for experim entation, and th e  
k obolds  w ere  eas ily obtainable. Fascinated by 
reptile s , H orune  w anted to create  a loyal and 
intelligent predator th at h e  could releas e  upon 
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h is  enem ie s . Th e  w izard h ad procured a few  
rare  predatory dinosaurs , and h e  sough t a w ay 
to instill in th em  th e  intelligence  and th e  fear 
bas ed loyalty of th e  k obolds .

H is  experim ents  succe eded in a w ay h e  never 
dream ed of. H e  created a new  bre ed of 
lycanth rope : k obold w erede inonych us  (th ink  
velociraptors  from  th e  Juras s ic Park  m ovie s), 
and Z uk airo w as  h is  m ost prom is ing creation. 
As  lycanth rope s , th e  k obolds  k ept th e ir sneak y 
and non-ch allenging dem eanor, but now  th ey 
h eld a deadly s ecret th at th ey could unleas h  
w h en th ey clos ed on th e ir intended prey.

Unfortunately for H orune , Z uk airo w as  m ore  
cunning and strong w illed th an h is  breth ren. 
Th e  k obold and a few  of h is  broth ers  turned on 
th e ir m aster after a h andful of m is s ions  under 
th e  w izard's  direction. H e  claim ed H orune 's  
tow er for h is  band of lycanth rope s , and th ey 
ram paged th e  w ilderne s s  and surrounding 
village s  for m onth s , but a band of adventurers  
eventually routed th em  and toppled th e  w izard's  
tow er. O nly Z uk airo and a h andful of h is  
broth ers  e scaped w ith  th e ir live s .

Z uk airo m oved until h e  found anoth er tribe  of 
k obolds . Th ey w ere  be ing bullied and m ade  to 
s e rve a tribe  of orcs , but h e  q uick ly turned th e  
tables . Z uk airo only k illed as  m any orcs  as  
nece s sary to as s e rt h is  dom inance, and th en h e  
created a new  regim e . Th is  tim e  h e  planned 
ah ead -- h e  h ad learned from  th e  debacle at 
H orune 's  tow er. H e  left th e  orcs  as  th e  
figure h ead rulers  to tak e  th e  fall w h en th e  next 
band of adventurers  s h ow  up. Th en h e  and h is  
broth ers  s et about afflicting s elect k obolds  (th e  
sm arte st of th e  bunch ) w ith  lycanth ropy and 
teach ing th em  h ow  to control th e  curs e . Th e ir 
sm all force  as s em bled, Z uk airo began h is  raids  
again.

O utw ardly, Z uk airo's  goals are  s im ple: am as s  
w ealth , pow er, and subjugate th e  race s  th at 
norm ally lord over k obolds , w h ich  bas ically 

am ounts  to every intelligent race . H e  strive s  to 
rem ove th e  com petition in th e  region by 
system atically h unting dow n and k illing or 
conq uering th e  ne igh boring tribe s  of m onsters . 
Th e  k obold recognize s  a live lack ey is  better 
th an a dead corps e , and h e  trie s  to re strain h is  
m arauders  during th e ir as sault and only k ill 
th os e  w h o re s ist or caus e  trouble.

Z uk airo also plans  and conducts  raids  on th e  
m ore  civilized com m unitie s  for food, loot, and 
slaves . H is  reputation often precede s  h im  and 
h is  force s  only h ave to th reaten a village and 
dem and tribute  -- it am us e s  th e  w arlord k obold 
to s e e  h um ans  cow ed.

All th e  k obold's  actions  are  focus ed tow ards  h is  
ultim ate goal: Z uk airo w ants  to carve out a 
nich e  for h im s elf and th os e  loyal to h im . H e  
h ope s  to s h ape  a sm all m onstrous  k ingdom  
w h e re  h e  and h is  fellow  lycanth rope s  are  th e  
elite . H is  greate st concern is  k e eping h old of 
th is  k ingdom  against outs ide  interference  -- 
nam ely pe s k y adventurers  and h e roe s .

Th e  w arlord is  divided on h ow  to deal w ith  h is  
le s s e r k obold breth ren; h e  w ants  to s e e  h is  race  
am ount to som eth ing, but h e  h as  little patience  
for th e  m ajority of h is  sniveling k ind. Z uk airo 
and h is  clan constantly look  for bands  of 
k obolds  to tak e  in and train. Th ey as s e s s  th e ir 
ch arge s  and elevate th e  sm arte st and stronge st 
to pos itions  w ith  greater pre stige  - - effectively 
trying to create  a superior race  of k obolds . And 
Z uk airo pick s  only th e  m ost aspiring of th e  
superior k obolds  to bles s  w ith  lycanth ropy.

W erede inonych us  alm ost exclus ively rem ain in 
th e ir h ybrid or anim al form . Th e  only tim e  th ey 
ch ange into k obolds  is  to sneak  into place s  or to 
trick  as sum ing th ick -s k ulled adventurers . Th ey 
tak e  great pains  never to reveal th e ir true  
nature , and th us  far no one  except for th e ir 
broth er lycanth rope s  k now  th at th ey are  
de scended from  k obolds .
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Th e w arlord relie s  prim arily on orcs  and oth er 
m onstrous  h um anoids  to fill th e  rank s  of h is  
slow ly grow ing arm y. H e  and h is  lycanth rope  
breth ren s e rve as  th e  elite  units  and enforcers  of 
h is  w ill.

 - M araude r Squad - Tw o k obold 
w erede inonych us  &  6 orc rangers

 - Bloodclaw  Warriors  - O ne  elite  
k obold figh ter &  8 orc w arriors

 - Elite  M araude r Squad - Six 
k obold w erede inonych us  &  s ix elite  k obold 
rangers

- Bloodclaw  Enforce rs  - Four 
k obold w erede inonych us  figh ters

Te Ch ar is  a s em i-perm anent collection of 
cam ps  on th e  bank s  of th e  Coiling Snak e  R iver. 
Th e  central cam p h ous e s  th e  core  of Clan 
Bloodclaw  and th e  w arlord's  m as s ive crim son 
tent s its  at th e  epicenter. All th e  oth er loyal 
clans  e stablis h ed th e ir cam ps  around 
Bloodclaw 's  depending on th e ir rank  and 
pre stige . Th e  cam p h as  no m eans  to support 
its elf be s ide s  fis h ing, and th e  m ajority of th e  
food an m aterials are  brough t th rough  tribute  
and raiding partie s .

Initially, th e  cam p w as  de s igned to be  m obile 
for s ecurity, and becaus e  of Z uk airo's  distaste  
for rem aining stationary. H ow ever, th e  w arlord 
understands  th e  w isdom  in providing a stable 
capital if h e  h ope s  to create  a k ingdom . H e 's  
already drafting plans  to m ak e  Te Ch ar a 
perm anent s ettlem ent, and th os e  plans  re q uire  a 
lot m ore  laborers , w illing and oth erw is e .

"H ow  th e  m ortals struggle. Th ey s h ould be  
content, even h appy, th at I've finally given th e ir 
w orth le s s  live s  a purpos e . Send th e  lot to th e  
forge s !"

Elem entals rarely appear in fantasy except as  
sum m oned be ings . Th ey s e rve as  guards  and 
adventurer fodder -- a m inor im pedim ent to th e  
party on th e ir w ay to th e  m ain adversary. M e re  
im pe dim e nts  are  rare ly m e m orable .

H ow ever, elem entals h ave a h om e  plane --th ey 
get sum m oned from  som ew h e re  - - th ey m ust 
h ave th e ir ow n live s  and civilization. Every 
tim e  a m age sum m ons  th em , th ey're  pulled 
from  th e ir live s  and forced to s e rve som e  
s q uis h y m ortal. Th at w ould ups et, nay infuriate , 
any intelligent be ing. W h at if an elem ental gets  
exiled to th e  w orld and it decide s  to get even 
for all its  perce ived sligh ts .

Raul'gh ar w ork ed h is  w ay up in th e  earth  
elem ental Court. It took  over s even h undred 
years , but noth ing h appened fast am ong th e  
entitie s  of stone . Th en th e  King com m itted h is  
force s  to h elp a w ar betw e en m ortal gods , and 
th e re  w as  a sch ism  am ongst th e  Court. 
Raul'gh ar and a few  of h is  breth ren h ad no 
de s ire  to participate in w h at th ey saw  w as  a 
m ortal affair, and th ey ros e  up against th e  King 
w h en th ey th ough t h e  w as  w eak e st.

H ow ever, th e  King w as  far from  pow erle s s , and 
h e  h ad brok e red support from  th e  oth er 
elem ental courts . Raul'gh ar and h is  com panions  
h ad th e ir force s  decim ated, and all th e  Duk e s  
save Raul'gh ar w ere  slain. Th e  Duk e  fled to a 
m inuscule m ortal w orld to lick  h is  w ounds  and 
plot h is  revenge .

It rank led th e  Duk e  to h ave to h ide  am ongst 
m ortals . H e 'd be en sum m oned s ixte en tim e s  in 
h is  life  to one  w orld or anoth er and forced to 
s e rve bum bling m age s . And w h en h e  becam e a 
m em ber of th e  Court, th e  sum m ons  only 
intens ified. Noth ing good ever cam e from  
s e rving th e  s q uis h y arcanists , or any m ortal.

Raul'gh ar rem ained q uie scent for years  until h e  
uncovered som e  lost ruins  in th e  m ountains  
h e 'd claim ed. Th e  city re e k ed lik e  th e  arcanists  
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h e  so de spis ed -- sum m oners  and golem  
artificers  - - and h e  initially cons idered 
de stroying it, but th en h e  uncovered th e  library 
and arcane forge s . Raul'gh ar began to study th e  
ancient m agic, and conce ived a plan.

Th e  elem ental Duk e  determ ined a w ay to 
sum m on elem ental-lik e  be ings  and craft golem s  
us ing th e  life  force  from  m ortals instead of 
calling upon be ings  from  h is  h om e  plane . 
Raul'gh ar enjoyed th e  delicious  irony, and s et 
about k idnapping and sacrificing m ortals to fuel 
h is  arcane forge s  and build h is  arm y. H e  slow ly 
conq uered th e  uncivilized tribe s  of h um anoids  
in th e  valleys  and foot h ills until none 
rem ained, but it w asn't enough .

Th e  Duk e  isn't h appy w ith  th e  s ize  of h is  arm y -
- h e  h as  grand de s igns . H ow ever, only th e  m ore  
civilized village s  and citie s  rem ain, and 
Raul'gh ar is  w ary of retribution from  th e  
k ingdom 's  arm y. Instead of direct as sault, h e  
s ends  out k idnapping s q uads  to fe ed th e  forge s  
and scouts  to as s e s s  th e  strength  of h is  
oppos ition. And th e  inform ation h is  force s  h ave 
brough t back  s e em s  very pos itive .

Raul'gh ar is  driven by vengeance . Above all 
else , h e  w ants  to return to th e  elem ental plane 
of earth  and depos e  or slay th e  current King, 
but to do th at h e  ne eds  an arm y. H e  also h as  a 
pas s ionate h atred for m ost m ortal race s  due  to 
th e ir offens e s  against elem entals, and h e  tak e s  
every opportunity to h arm  th em . Luck ily, h e 's  
devis ed a w ay to accom plis h  both  goals .

Norm ally Raul'gh ar could us e  h is  pow er as  a 
Duk e  to sum m on and control an elem ental 
arm y, but to do so w ould draw  th e  unw anted 
and dangerous  attention of th e  Court. Th e  Duk e  
uncovered a real prize  w h en h e  discovered th e  
arcane library and forge s . H e 's  us ing th e  
k now ledge h e  acq uired to craft h is  arm y, but h e  
ne eds  m ortal live s  to fuel th e  arcane proce s s e s  
th at birth  h is  m inions . W h ile h e 's  h appy to 
sacrifice  m ortals in th is  fas h ion, it proce s s  tak e s  

tim e  and m ak e s  h im  a target for m ortal 
retribution.

Until recently, th e  Duk e  h as  felt th at h e  and h is  
force s  are  too w eak  to act upon a large scale 
against th e  ne igh boring k ingdom . H ow ever, h is  
k idnappers  and scouts  brough t back  very 
pos itive and th orough  inform ation about th e  
force s  th at w ould oppos e  h im . Raul'gh ar 
utilized th is  intelligence , and h e 's  s ent out h is  
initial stronger force s  to cull entire  village s  to 
fe ed h is  forge s .

All of Raul'gh ar's  force s  are  effectively 
elem entals or golem s , and every one  is  crafted 
w ith in th e  soul devouring arcane furnace s  of 
M ur'dre k  O -oan. Th e  golem s  are  m indles s , but 
th e  elem entals h ave varying degre e s  of 
intelligence , and th e  s s iv'raul -- Sh ards  of Raul -
- are  th e  pinnacle of h is  arm y. Th e  Sh ards  are  
very intelligent elem entals, s h aped lik e  w ide  
and pow erfully built m en th at s e rve as  officers  
in th e  Duk e 's  arm y.

 - Kidnappe r Squad - Sh ard figh ter 
&  4 sm all earth  elem entals

- Crus h e r Squad - Elite  s h ard 
figh ter &  2 h uge  earth  elem entals

 - Elite  Infantry - Sh ard prie st &  4 
m edium  s h ard figh ters

Raul'gh ar couldn't care  w h at th e  city w as  once 
called, h e 's  renam ed h is  capitol M ur'dre k  O -oan 
-- Just Vengeance . Grow n w ith  elem ental m agic 
upon th e  ruins  of its  predece s sor, th e  city s its  
h igh  on cliff overlook ing a form erly fertile 
valley. Th e  vile arcane forge s  th at Raul'gh ar 
and h is  m inions  constantly fe ed put of strange 
and tw isted em anations  th at h as  k illed m ost of 
th e  natural life  of th e  region and w arped w h at 
w as  strong enough  to survive .

Th e  Duk e  re s ide s  w ith in th e  M ith ril H eart, a 
s econd and sm aller com plex grow n de eper in 
th e  m ountain th at cradles  M ur'dre k  O -oan. 
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Filled w ith  librarie s  and laboratorie s , th e  
re s idents  continuously s e e k  to develop new  
proce s s e s  and refine  th e  old form ulas us ed to 
create  Raul'gh ar's  m inions .

"H um ans , I cannot understand th em  -- 
everyth ing th ey plant only fruits  death ."

Tre e -m en, ch ildren of nature , th ey dw ell in th e  
de ep w oods . Treants  spend days  if not s easons  
in de ep th ough t, pondering th e  h ealth  of th e ir 
dem e sne , and w andering th e ir w oods  tending 
th e ir ch arge s . O ften sagacious  sage s , and 
som etim e s  solitary defenders  of th e  w oods , tre e -
m en rarely h ave a reason to interaction w ith  th e  
outs ide  w orld. H oooo-h uuum m m m m m .

Life from  a treant's  point of view : daily m en 
enter your w ood to fell your s ilent broth ers  and 
s isters . And for w h at? Th e ir fire s  ch ok e  th e  s k y, 

th e ir fields  dom inate th e  land th at w as  once 
fore st -- th e ir w ays  are  w asteful and de structive . 
And w ors e , th e ir num bers  constantly increas e , 
and th ey continue  to re q uire  m ore  land.

As  nature  is  tam ed and th e  w ilds  are  slow ly 
pus h ed back , one  treant h as  h ad enough .

M ylanth revdi aw ok e  over a h undred years  ago 
in th e  w oods  h e  still calls h om e . H e  spent th e  
first couple decade s  in q uiet solitude  -- h e  
w andered h is  w oods  and com m uned w ith  h is  
ch arge s . Th en th e  h um ans  cam e . A fore ign k ing 
h ad granted th e  land to a noble, if h e  could 
tam e th e  w ilderne s s . Th e  noble's  m en entered 
th e  w oods  to find lum ber for th e ir lord's  m anor 
and th e  new  village . W h en th e  first tre e  fell, th e  
treant felt it lik e  a dull ach e .

H e  im m ediately sough t out th e  lum berjack s  to 
talk , but th e  peasants  ran in frigh t. Angered by 
th e  tales  h is  m en told, th e  noble and h is  guard 
entered th e  w oods  in s earch  of M ylanth revdi. 
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giving nature  th e  ch ance to figh t back , and h e  
h as  no q ualm s about k illing a few  h um ans , 
s ince  th ey give no cons ideration to h is  ch arge s .

M ylanth revdi relie s  on guerrilla tactics  in h is  
crusade . Any s ite  h e  s e e s  as  be ing de structive (a 
saw  m ill, stone q uarry, large farm , etc) is  a 
pos s ible target. H e  enters  an area, anim ate s  
tre e s  and brus h  to do h is  bidding, and leaves  
q uick ly once th e  dam age is  done . Initially h e  
focus e s  on sabotage and property dam age, but 
if h e  h as  to m ount a th ird as sault, h e  w ill order 
h is  legion to us e  force . H e  repeats  as  m any 
tim e s  as  nece s sary, and h e  e scalate s  th e  
intens ity of th e  as sault each  tim e  until h e  
ach ieve s  h is  de s ired effect.

Kom urra's  goals differ from  Black  Bark 's : s h e  
w on't be  h appy until all s entient specie s  are  
brough t low  and nature  once m ore  rules  th e  
land. Sh e  h asn't revealed h e r ultim ate goals to 
M ylanth revdi yet, and in m any w ays  s h e  acts  as  
th e  pow er be h ind th e  th rone . Sh e  constantly 
urge s  th e  treant to action and pus h e s  h im  
tow ards  h e r goals -- Kom urra is  groom ing h im . 
Eventually, s h e  h ope s  M ylanth revdi w ill 
declare  w ar on all civilization, and h e  w ill look  
to h e r for h is  general.

All of M ylanth revdi's  force s  are  anim ated or 
aw ok en plants  and ch arm ed or aw ok en anim als . 
H e 's  m ore  lik ely to us e  anim ated plants  and 
objects  in dangerous  as saults s ince  h e  w on't 
loos e  any of h is  real force s  if th ey're  slain.

 - Secret sabotage s quad - Tiny 
aw ok en plant or anim al leader and 6 tiny 
anim ated plants  or ch arm ed anim als .

- Strik e  s quad - m edium  
aw ok en plant or anim al leader and 4 m edium  
anim ated plants .

 - H e avy as sault s quad - 3 
h uge  anim ated plants

Th e  Gre enfang Fore st its elf h as  a dark  

Th e  noble proclaim ed th e  w oods  w ere  h is , th at 
h e  and h is  m en w ould cull th e  fore st as  th ey 
saw  fit, and th e  "m onstros ity" better accept th e  
fact and stop h aras s ing th e  noble's  m en. 
Sh ock ed by th e  audacity, th e  treant tried to s eal 
off h is  w oods , but th e  h um ans  cam e in drove s  
and us ed force  and fire  to open path s . Re s igned, 
M ylanth revdi called upon h is  ch arge s  to expel 
th e  invaders .

Th e  noble h ad enough , h e  gath ered h is  force s  
and rode  into th e  fore st. Th ey s et fire  to th e  
treant's  personal grove and try to slay 
M ylanth revdi in th e  blaze . A q uarter of h is  body 
is  ch arred and w ith e red, but h e  e scaped. Th e  
treant lost h im s elf in th e  footh ills and 
m ountains , and h e  spent years  pondering w h at 
h e  s h ould do. Th en Kom urra found h im .

Kom urra w as  a cougar aw ok en by a tw isted orc 
druid. H e r upbringing and experience  h ad left 
h e r scarred em otionally and ph ys ically, and th e  
cougar latch ed on to M ylanth revdi initially as  a 
m eans  for personal revenge . H ow ever, th e  
longer s h e  spok e  w ith  th e  treant th e  m ore  h e r 
agenda evolved. Kom urra k indled a de s ire  for 
revenge w ith in M ylanth revdi th at fit h e r grand 
de s igns .

Th e  tw o started th e ir trail of retribution in th e  
m ountains , but th ey soon pre s s ed dow n into 
M ylanth revdi's  form er dem e sne . It am azed 
Kom urra h ow  easy it w as  w ith  th e  treant's  h elp 
to de stroy th e  village and th e  noble. Sh e  
continuously spurs  th e  treant to furth er action 
and th ey h ave begun a guerrilla w ar against 
num erous  com m unitie s .

M ylanth revdi's  m ain goal is  to curb h um anoid 
de structive tendencie s . Pragm atic, h e  realize s  
th e  futility of trying to stop th em , so h e  only 
w ork s  to oppos e  th e ir w orst pursuits . H is  
encounters  w ith  h um anoids  s h aped h is  m eth od: 
h e  w on't s e e k  th em  out to discus s  th e  m atter or 
as k  th em  to stop. Action and force  speak  louder 
th an w ords . M ylanth revdi fe els h e  is  s im ply 
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PlotStorm ing.com  offers  w riters  and role playing 
gam ers  a forum  to develop and im prove plot line s  as  
w ell as  h one  th e ir w riting s k ills .  Fans  of any genre  of 
fiction w ill find num erous  s h ort storie s  and oth er w ork s  
to enjoy and engage th e  im agination.

PlotStorm ing.com 's  goal is  to nurture  literary creativity th rough  friendly com m unity discus s ion, 
daily inspirational w riting prom pts , conte sts , and h elpful critiq ue s .

Look ing for th e  PlotStorm ing fiction? It's  on th e  w ay! Com e back  for next is sue  w h e re  w e  are  
h appy to announce w e  w ill h ost th e  w inners  of th e  first m ulti-guild conte st: Rus h on, Th e  City of 
Tw iligh t Splendor!

reputation am ong nearby re s idents  and 
travelers . M any rem em ber w h en all th e  
re s idents  of th e  nearby village s im ply 
disappeared. Anoth er group tried to tak e  
advantage of th e  vacant buildings  and rebuild 
th e  com m unity, but th ey disappeared as  w ell -- 
leading m any to claim  th e  w oods  are  h aunted. A 
reputation M ylanth revdi and h is  m inions  
cultivate in order to k e ep th e ir operation in th e  
Fore st a s ecret.

At th e  h eart of th e  Gre enfang Fore st a cops e  of 
new  tre e s  grow . Th e  h ectare  of new  grow th  
look s  out of place am ongst th e  venerable tre e s  
of th e  re st of th e  w ood, but on closer inspection 
th e  ch arred rem ains  of m igh ty tre e s , som e  
standing som e  fallen, can still be  s e en. Th e  
Ch arred Grove suffered th e  brunt of th e  noble's  
w rath  w h en h e  first ch as ed off M ylanth revdi, 
and it w asn't until th e  treant's  return th at th e  
Grove began to recover. Black  Bark  re s ide s  
w ith in th e  Grove w h en h e 's  not engaged in a 
cam paign, to provide  a grim  rem inder of w h at 

h um ans  are  capable of.

As  a bas e  of pow er and re s idence  th e  Fore st 
and Grove are  non-ostentatious . Th ere  are  no 
grand buildings  or lofty court, only acre s  of 
stately tre e s  and natural w ildlife . It w ould tak e  
a trained eye  to tell th at som e  of th e  tre e s  m ove 
of th e ir ow n accord and anim als eye  intruders  
w ith  all too intelligent eye s .

Nath an Ellsw orth  cons idered adding anoth er 
villain to th e  article, but even h e  couldn't m ak e  
a m ech anical engine er villain sound intere sting. 
And w h en h e 's  not w riting about treant eco-
terrorists , h e  spends  h is  tim e  h aunting 
PlotStorm ing.com  raving about creativity, and 
urging people to w rite  m ore .

http://www.plotstorming.com
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“Solarus  Tyrolean, you sum m oned m e?”

“Yes  Proditus .  Th e  force s  of ligh t re q uire  your 
s e rvice s .”

“I w ill do anyth ing th at is  re q uired of m e .”

Th ey h ad be en underground for over a m onth . 
 Th e  year w ould later be  k now n as  th e  th ird 
year of th e  Age of Rebirth .  Th e  city of 
Sh ardm oore , bastion of th e  Ch urch  its elf h ad 
fallen to th e  dem on Pazuzu.  Th ey h ad com e 
from  th e  Xaoonoi Arch ipelago to th e  south  and 
driven east, tak ing Lyth en before  turning 
tow ards  Ith egra.  Bizh entluus  h ad of cours e  
s ent aid to th e ir allie s  in th e  south , but th e  
h am m er fall in th e  south  w as  but a divers ion 
from  Pazuzu’s  true  goal:  Sh ardm oore .  Th e  
center of piety and purity w as  th e  greate st prize  
th e  dem on could h ope  for, and w h ile th e  
Knigh ts  w ere  aw ay, h is  h e retic force s  staged a 
coup, m urdering King M enclar and instituting 
th e ir re ign of terror and corruption.  No one 
k new  w h o could be  trusted— w h o w as  w ith  th e  
dem ons  and w h o w as  am ong th e  faith ful, and 
so th ey grew  fearful, panick y, and 
unscrupulous .  It w as  all as  Pazuzu h ad 
planned.  Now  Tyrolean, ch ief of th e  Solari, 
s e rved as  k e eper of th e  faith  and led th e  force s  
of ligh t in th e ir rebellion against th e  force s  of 
evil and h e  h ad a tas k  for Proditus .

“Th e re s istance ne eds  a force  of order to 
counteract th e  ch aos  w rough t by th e s e  vile 
dem ons .  Th e  s ituation calls for th e  sw ift h and 
of justice  and th e  iron fist of Retribution.  Th e ir 
evil m ust not be  endured, and so I give you 
carte  blanch e  in th e s e  affairs .  Your tas k  is  to 
s e e k  out h e retics  w h e re  th ey h ide  and de stroy 
th em .  Th is  is  not as  it w as  against th e  pagans , 
w h e re  you fough t face to face; th e s e  m atters  
re q uire  s ecrecy, stealth , anonym ity, and th e  
sudden strik e  of h oly fire .  You w ill strik e  

w ith out w arning and m ak e  th e  w ick ed fear th e  
w rath  of God.  Th is  is  your tas k , Proditus  of th e  
Crim son Inq uis ition.”

Th e Crim son Inq uis ition.  Th e  very sound of it 
th rilled h im  so.  W h at’s  m ore  Solarus  Tyrolean 
h ad given h im  carte  blanch e .  Th ere  w as  no 
lim it to w h at h e  could do, no m eans  unavailable 
to suit h is  ends .  Th e  ne ed for s ecrecy uns ettled 
h im  th ough , as  h e  h ad never be en a m an of 
subtlety.  Guile and ruth le s sne s s  h e  h ad to 
spare — a trap to lure  one  w ith , but h is  training 
h ad be en in com bat am ongst k nigh ts , not 
stealing in th e  nigh t.  No m atter.  H e  w ould 
learn— pride  h ad never be en one  of h is  faults .

W ith  th is  in m ind h e  strode  out in th e  stre et.  So 
long as  h e  did not display h is  fealty h e  w as  in 
no m ore  danger th an underground.  Th e  stre ets  
of th e  Sh ining City glittered around h im , in 
spite  of th e  de s ecration of th e ir new  inh abitants . 
 Th ey w ere  now  m ore  dirty th an before , le s s  
w ell k ept up, and m ore  opt to s h ow  stains  of 
blood.  H e  k new  instinctively w h ere  h e  w as  
going.  H e  h eaded for th e  slum s  at city’s  edge . 
It w as  th e re  h e  w ould find th e  s ecret h e  w as  
s earch ing in th e  gainful em ploym ent of som e  
fugitive s  w h o could s e rve order for th e  proper 
price .  Th e  furth er from  th e  city’s  nucleus  h e  
m oved th e  dirtie r and s h abbie r h is  surroundings  
becam e .  Building ceas ed to be  of stone, but 
becam e s h oddy w ood dw ellings  of th e  poor, 
som etim e s  even collective h uts  w h e re  th re e  
fam ilie s  slept togeth e r.  H e re , am ong th e  
h opele s s , w as  Pazuzu’s  influence th e  stronge st, 
but h e re  also w as  h is  h ope  th e  stronge st, 
becaus e  also in th e  slum s  re s ided outlaw s .  It 
w as  convenient, as  guards  w ere  rarely spent 
th e re  in tim e s  of peace , and under th e  rule of 
dem ons  no guards  w ere  spent anyw h ere .

Eye s  follow ed h im  as  h e  w ent; a furtive look  
from  a guilty look ing m an, a curious , h opeful 
look  from  a path etic beggar, and th e  flas h  of 
w om en’s  eye s  acros s  h is  figure .
A s h apely figure  strutted into h is  path  and h e  
m ade  a m ove to avoid h e r w h en s h e  placed a 

Seraph ine  H arm onium 's

part 2



CAM PAIGN BUILDERS' GUIDE

page 14

delicate h and upon h is  arm .  It w as  w h ite  and 
entrancing w ith  red-painted nails th at s h ow ed 
dirt underneath .  Th e  m ilk y fles h  of a forearm  
cascaded up over a soft s h oulder flow ing w ith  
th ick  auburn curls .

“W h ere  are  you going m ilord?”

“Th at’s  none  of your bus ine s s , w h ore .”

“Well, m ilord, I w is h  you w ouldn’t go so fast.”

“I h ave bus ine s s  to attend to.”

“Bus ine s s?  O ne such  as  you h aving bus ine s s  
h e re?  O ne w ould th ink  you’re  up to som eth ing. 
. .”

“Wom an, stay out of m y bus ine s s .”

“It’s  just if I could afford such  nice  cloth e s  as  
yours  and I w ere  w alk ing in such  a place as  
th is , w ell it’s  not th e  sort of th ing I’d w ant Lady 
Elera to find out.”

So th at w as  it; th e  bitch  w as  going to black m ail 
h im .  If h e  ignored h e r s h e  could reveal h im  and 
m aybe  th e  entire  re s istance .  H e  look ed at h e r 
in disgust as  s h e  rais ed h e r eye s  at h im  
s ignificantly.  Sh e  strategically allow ed th e  
strap of h e r dre s s  to fall off h e r sm ooth , bare  
s h oulder and h e  could s e e  th e  edge  of a m ark  of 
som e  k ind.  It w as  largely obscured, but h e  did 
not ne ed to s e e  it:  h e  already k new  w h at it w as . 
 Proditus  sm irk ed; h e  h ad an idea.

“Perh aps  I do h ave tim e  after all.”

Th e w om an’s  room  stank  h eavily of perfum e in 
a w ay th at sugge sted th e re  w ere  oth er sm ells to 
h ide .  It w as  upstairs  of a rundow n tavern and 
th e  sm ell of spirits  w afted up th rough  th e  
floorboards .  Th e  feath erbed w as  dirtied and 
grim y and grizzly stuffing pok ed up out of 
h oles  in th e  binding.  Th e  red-h aired w om an 
look ed up at h im  in a m ix of lust and 
trium ph ant satisfaction and h e  realized s h e  

enjoyed w h at s h e  did.  Th e  arrogant w ench  felt 
s h e  could control h im .  H e  laugh ed ins ide  in 
joyous , painful spasm s  at h e r folly.

Sh e  undid th e  tie  of h e r cors et, letting it fall to 
th e  ground, and reclined back  onto th e  bed, 
beck oning to h im .  H e  joined h e r, still sm irk ing 
at h e r foolis h ne s s  as  s h e  pulled h im  dow n on 
top of h e r.  H is  h and slid over h e r bosom  and 
s h e  s h uddered under h is  touch . Suddenly 
Proditus  jerk ed h is  h and upw ards  and brough t it 
sw iftly dow n, h is  dagger penetrating de ep into 
h e r ch e st.  Th e  blade em bedded into h e r h eart 
and s h e  tried to scream  but s h e  only ch ok ed on 
h e r ow n blood as  it caugh t in h e r th roat and 
gus h ed from  th e  fis sure  in h e r ch e st.  As  s h e  
las h ed about, gasping for life  th e  arom a of h e r 
blood m et h is  s ens e s .  H e  breath ed it in, and it 
filled h is  lungs  w ith  ligh tne s s  and h eat.  As  s h e  
flailed th e re , h e  k is s ed h e r bloody m outh .  Sh e  
struggled fe ebly, but all strength  h ad left h e r 
and h e r h ead sw am  in and out of consciousne s s  
as  s h e  faced h e r death .  H e  could not h elp but 
k is s  h e r for h e  w as  overcom e w ith  de s ire — h e  
took  a carnal pleasure  in k illing.

Proditus  w alk ed nonch alantly from  th e  inferno. 
 From  h is  face  none w ould k now  th at it w as  h e  
w h o s et th e  Olde Taverne  ablaze, th at h e  h ad 
be en just ten m inute s  ago in bed w ith  a red 
h aired prostitute and m urdered h e r, th at h e  h ad 
found upon h e r body a tattoo of th e  talons  of a 
bird of prey gripping a bleeding eye  th at w as  
th e  sym bol of th e  dem on Pazuzu, th at h e  h ad 
never ne eded th at evidence  as  h e r attem pt to 
black m ail h im  in th e  stre et h ad given h e r aw ay, 
th at h e  h ad connected th e  entire  e stablis h m ent 
as  h aven of h e retics , or th at h e  s et about to burn 
it to th e  ground by tos s ing a burning candle into 
th e  alcoh ol be h ind th e  bar.   None w ould k now  
th is  from  h is  face  for Proditus  w as  com pletely 
at eas e .  It did not occur to h im  as  a pos s ibility 
th at th e re  m igh t be  innocents  trapped in th e  fire , 
at least until after th e  de ed w as  done , and th en 
it did not both er h im .  Th ey as sociated w ith  
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h e retics , and if not already h e retics  th em s elves  
th ey w ere  on th e ir w ay.  If th ey w ere  not, even 
th en h e  w as  justified in tak ing one  or tw o 
innocent live s  to end th os e  of a dozen h e retics . 
 So h e  strode  on tow ards  h is  goal.

M aritus  Tenable w as  h is  m an.  None k new  for 
sure  w h e re  h e  h id h im s elf, but it w as  w ell 
as sum ed th at it w as  som ew h e re  in th e  slum s . 
 H e  fas h ioned h im s elf a bounty h unter, but 
as sas s in w as  m ore  w h at h e  w as .  H e  w as  k now n 
to h ave carried out th e  m urders  of s everal 
im portant and h eavily guarded officials w ith out 
ever h aving be en detected, before  or after. 
 Rum ors  h ad ris en th at h e  h ad trained a bevy of 
underlings  to act nearly so s k illfully as  h e .  If 
anyone could teach  Proditus  subtlety and h elp 
forge  such  an organization as  h e’d be en 
ch arged, it w as  M aritus  Tenable.

Th e  inh e rent problem  w as  h ow  doe s  one  go 
about finding Tenable?  H e  h ad never be en 
officially located and th os e  th at w ent in s earch  
of h im  w ere  often never h eard of again.  As  a 
general rule, h ow ever, th ey disappeared look ing 
for h im  in th e  art q uarter of th e  slum s  of 
Sh ardm oore .  It w as  a q uiet place as  bus ine s s  
w as  slow  h e re .  Th e  inh abitants  of th e  slum s  as  
a rule could not afford th e  luxurie s  created h e re  
and profits  w ere  m ade  only by carting out 
w ork s  to stre et faire s  in th e  rich e r parts  of th e  
city.

Proditus  entered th e  gallery of one  h opele s s  
painter w h o s e em ed to suffer under th e  delus ion 
th at h e  m igh t actually rece ive a custom er.  H e  
w as  bald and w ore  a pair of round glas s e s  on 
th e  end of h is  nos e  th at h e  readjusted every now  
and th en, giving h im  a friendly air.  H is  face  
w as  lined but still pos s e s s ed a youth ful energy. 
 As  h e  look ed around at h is  paintings  w ith  a 
tragic excitem ent h is  friendly dem eanor alm ost 
h inted at a de eper k now ledge th at could not be  
explained.  H is  price s  w ere  path etically low , a 
few  coppers  for som e  th at look ed as  if th e  paint 
cost m ore  th an h e  w as  as k ing for th e  w ork , and 
de sperate  pleas  of trading som e  for a loaf of 

bread.  Th e  problem  w as  th at no one  h e re  could 
spare  a loaf of bread.  Th ey w ere  dirty 
paintings , m ostly of th e  slum s  around th em , a 
few  of th e  derelict bell tow er th at th e  ow ner of 
th e  s h op enjoyed a view  of from  th e  w indow .  It 
h ad not be en us ed in years , and it h ad be en 
inh abited by a flock  of rath er loud birds .  In all 
lik elih ood it w as  a h ideout for som eth ing w ors e  
th an birds , but th at w as  not h is  pre s ent concern. 
 H is  concern w as  to find Tenable.  H is  im pulse  
directed h im  to be  straigh tforw ard w ith  th is .

“I s e e k  M aritus  Tenable.”

“M any s e e k  h im  and never return.”

“I k now .”

“W h at m ak e s  you th ink  you w ill be  different?”

“Never m ind th at.  W h ere  is  h e?”

“No one k now s  w h e re  Tenable is  except 
Tenable.”

“I h ear h e’s  around h e re .”

“No doubt h e  h ears  you’re  around h e re  too, but 
th at’s  be s ide  th e  point.  All anyone k now s  of 
Tenable is  w h at th ey h ear, and m ost of th at is  
just w h at som eone  m ade  up.”

“Any inform ation you could give m e — ”

“I’m  afraid not.  But if you’d lik e  to purch as e  
som eth ing— ”

“You w ant a bribe .”

“O h , Suns  no.  I just th ough t th at s ince  you’re  
already h e re , and no doubt not from  around 
h e re , m aybe  you’d lik e  to buy som eth ing.”

Proditus  turned on h is  h e els  and w alk ed bris k ly 
for th e  exit.  W h en h e  arrived th e re , h ow ever, 
h e  w as  pos s e s s ed of an unusual urge; h e  turned 
around, w alk ed righ t up to th e  m an at th e  
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counter and placed th re e  gold coins  on th e  table 
before  exiting th e  s h op w ith out look ing back . 
 H e  did not tak e  a painting, th ough  h e  could 
eas ily h ave bough t th e  w h ole stock  for not 
m uch  m ore  th an h is  donation.  H e  did not even 
w ait for th e  m an to expre s s  h is  th ank s .  H e  
turned th e  corner and w alk ed dow n a s ide  stre et 
abs entm indedly.  H e  did not k now  w h e re  h e  
w as  going but h e  decided to trust to h is  fe et to 
lead h im  to M aritus  Tenable.  H is  fe et led h im  
into a convenient s e em ing alley, m e eting all 
expectations  of clich éd om inous  dark ne s s , so 
th at it cam e as  no surpris e  to Proditus  to notice  
th e  burlap sack  th at w as  slipped over h is  h ead, 
block ing h is  s igh t and obstructing h is  breath ing 
before  h e  felt a s h arp crack  of pain in h is  h ead 
and k new  no m ore .

~ Seraph ine _ H arm onium  ak a Aaron J. Fagan

 H i, I’m  M ik e , and I’ll be 
your h ost on…

Th is  episode , called H idden H ideouts , is  about 
th e  dream  h om e  every villain w ould lik e! W e 
tak e  a look  at conventional h om e s  w ith  m e , and 
non-conventional one s  w ith  a s ecret gue st star…
 
<Click ! Back ground ch ange s>
 

Th e  h ous e  on th e  cliff! It is  a good one : 
h e roe s  find it tough  to reach  and it’s  pretty 
s ecluded- no one  is  going to com e and pe e k  
into w h at strange nois e s  or s igh ts  are  aris ing 
from  it. Th e  only problem  is , th at after a long 
nigh t’s  sleep, a villain com e s  w alk ing out and 
“w h e e e e e” BAM ! O f cours e , I’m  not saying 
th at th e  clever one s  am ong you w ill fall to your 
death  so eas ily, but for th e  stupider one s…
 
<click !>
 

Next on our list is  th e  dilapidated 
m ans ion. Th e s e  are  q uite  com m on, and h andy, 
as  long as  you m aintain it dilapidated: No 
strange ligh ts , sounds , s igh ts , gas e s , sm ells 
(Com e  on, it is  no longer a s ecret th at villains  
love  beans), etc. You’ll need to, of cours e , 
station a few  guards  or spells to stop people 
from  getting in eas ily, but th at’ll be no problem .
 
<click !>
 

Th e  tow er…  an all tim e  favourite - dark  
and m ysterious…  scary…  But easy to locate 
and get into. As  m entioned before , it is  alw ays  
good to us e  protection!
 
<click !>
 

Evil look ing Victorian Castle…  good 
protection on th e ir ow n (m oats  and th e  lik e), 
tough  to get into, m ysterious  fe el…  good 
torture  ch am bers  and room y room s . H ow ever, 
th ey are  easy to locate and h ave terrible 
bath room s . Tough  luck , th ey are  oth erw is e  
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perfect.
 
<click !>
 

Now  w e  call in our special gue st star! 
Drum  roll, begin!
 
<dum  dum  dum  dum  dum  dum  dum  dum  dum  
DUM !>
 

Give it up, for…  th e  beautiful Saurona!
 

O h , h ello all, h ello all. M ik e , you do 
flatter m e , dear! I am  so pleas ed to be  on th is  
s h ow  and I w anted to ack now ledge a few  
people: Ch ristoph er, Joanne, J. R. R, W illiam -
 

Th ank  you! I th ink  you w ere  about to 
tell us  about a few  non-conventional h ous e s  for 
th e  villains  out th e re?
 

I h aven’t finis h ed m y 
ack now ledgm ents  yet! I continue , I also w ant to 
th ank  Jonath an, O scar, -
 

CUT!
 

As  I w as  saying before  I w as  rude ly 
inte rrupte d, I w as  going o ack now ledge -
 

Lady, I said CU-
 

But, now  w e’ll start w ith  th e  h ous e s . 
I’ve th ough t and com e up w ith  a few  le s s e r-
k now n h ous e s  w h ich  are  trendy, yet h andy.
 
<click !>
 

Firstly, for w izards . Explore  th e  
unexplored! Inh abit th e  uninh abited! Live in 
th e  un-
 

I th ink  w e  get th e  point.
 

Ye s , ye s . So w h at about going 
underw ater, or in a volcano? A cave w ould be  
good, m igh t be  underw ater? In an out of th e  

w ay de s e rt? A flying h om e? Any w izard of a 
h igh  caliber s h ould be  able to do th is  q uite  
eas ily. Tough  to reach , tough  to locate, little to 
no protection ne eded, perfect!
 

And if th ey are  unde rw ate r, h ow  are  th ey 
going to exit th e ir h ous e?
 

I didn’t th ink  of th at…  w ell, villains  
are  suppos ed to be  clever!  
 
<click !>
 

Next, PEOPLE! W h y don’t you just 
us e  an inn? Everyw h ere  you go, you w ill be  
able to h ave a place to live in, it’ll be tough  to 
locate you, as  th e re’ll be at least a few  m ore  
inns  in th e  sam e  place . But if som eone  
recognize s  you, you’ll becom e bread th at h as  
becom e all crunch y and brow n, and its  s ide s  
black .
 

Toast.
 

Ye s .
 

And, if all th e  inns  are  filled?
 

I don’t k now ? Tough  luck ! Anoth er 
advantage is  th at incas e  of a ch as e , you can 
blast apart a w all and e scape , s ince  you 
w ouldn’t w ant th at in your h ous e , w ould you?
Well, th at’s  all from  m e  today, bye!

<goe s  to th e  s ide  of th e  podium >
 

Th ank  you, Saurona, and I’ve got 
anoth er idea for you villains . As  a last re sort-
 

No! Re sorts  are  alw ays  crow ded. No 
good.
 

 A last re sort is  a last option, Saurona, not 
a h oliday spot. W ell, as  I w as  saying, a last 
re sort can be  an ally’s  h om e . Friends  w ill gre et 
you w ith  open h ands . Don’t stay for too long, 
or th ey m igh t close  th e ir h ands . 
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 W ell, th at’s  all for now ! See  you in th e  

next episode , Cool Cam ping Spots , of…

Sainyn is  a m e m be r of plotstorm ing.com

by Se raph ine  H arm onium
“EEE!”  

We all k now  of villains  th at w e  w ill alw ays  
rem em ber; Darth  Vader, H AL 3000, Th e  Jok er, 
H annibal Lector, and m any m ore .  W h y do w e  
love to h ate  th em ?  Becaus e  th ey aren’t just 
your standard bad guy plotting to tak e  over th e  
w orld— th ere’s  som eth ing special about th em . 
 Th e  w riter’s  put a lot of th ough t into th e s e  
villains .  Th ey h ave back -storie s , m otivations , 
or som etim e s  just th at certain uniq ue  flair.  A 
gam e m aster h as  th e  sam e  re spons ibility as  a 
story teller to w eave into th e ir tape stry of th e  
gam e a convincing and intere sting villain; a 
villain th e  h e roe s  w ill w ant to stop, not becaus e  
th ey are  h e roe s  and stopping th e  bad guys  is  
w h at h e roe s  do, but becaus e  th ey truly h ate  
th e ir w ick ed adversary. First, let’s  look  at w h at 
m ak e s  som e  of our favorite  villains  truly 
villainous : goatee s .  (Just k idding)

Let’s  start w ith  Lord Vader, s h all w e?  Black  
suit, th e  m as k , rasping breath , de ep boom ing 
voice; righ t aw ay th e s e  m ak e  an im pre s s ion and 
are  etch ed into our m em orie s  forever.  It m ay 
s e em  superficial, but ph ys ical traits  are  a h uge  
part of creating ALL ch aracters , not just 
villains .  As  an actor, I k now .  Would Rich ard 
III be  so m em orable w ith out h is  deform ed 
“blasted sapling” of a h and and a lim p?  Could 
th e  Ph antom  of th e  O pera even exist w ith out 
h is  h ideous  face?  Now , it is  true  th at a 
ch aracter can be  m ade  by oth er m eans  th an 

outer scarring or panach e , but im plem enting 
som eth ing so s im ple as  one  of th e  100 Random  
NPC traits  in th e  DM G can be  invaluable into 
m ak ing your players  actually care  w h at th e  
villains  do.  It doe sn’t m ak e  th em  m ore  evil, it 
just m ak e s  th em  stand out.

So, in th e  form ation of your villain, th ink  about 
w h at h e  look s  lik e .  If h e’s  just anoth er w izard 
in black  robe s , no one  is  going to care .  If h e’s  
just anoth er tyrannous  duk e  in s h arp look ing 
arm or, w ell, it’s  be en done .  Tons  of s k ull 
regalia don’t h elp e ith e r.  A lim p or be ing blind 
in one  eye  is  m uch  m ore  intere sting.  If you 
th ink  about it, a ph ys ical trait could be  a 
w indow  into th e  villain’s  m inds et, m otive s , and 
back ground, allow ing you to create  intere sting 
and dynam ic ch aracters  you m igh t not even 
h ave th ough t of oth erw is e .  M aybe  your villain 
h as  a birth m ark , proof of som e  ancient lineage  
and a de stiny th at h e  m ust ach ieve (and dam ned 
be  anyone w h o gets  in h is  w ay).  M aybe  h e  h as  
a scar:  a m em ento of a lost battle h e  s e e k s  to 
s et righ t.  Th ere  are  m yriad pos s ibilitie s , so 
th ink  about it, and m aybe  you’ll com e up w ith  
som eth ing brilliant.

Anoth er h uge  part of ch aracter creation is  
em otion.  Just becaus e  h e’s  th e  bad guy doe sn’t 
m ean h e  doe sn’t h ave fe elings .  O ften th e ir 
em otions  are  w arped and th e ir logic tw isted, 
but th e ir fe elings  still exist.  Th ey get m ad 
w h en th ings  don’t go th e ir w ay, and th ey often 
tak e  it out on th e ir underlings , th ey experience  
m alevolent glee  upon torturing th e  h e roe s , 
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everyone k now s  about th e s e .  W h at people 
often forget is  th at villains  can h ave th e  sam e  
range of em otions  as  everyone else .  Villains  
can be  jovial, dancing and s inging w h en th e  
w orld is  th e ir oyster and everyth ing is  look ing 
up.  Th ey can fe el guilty about th ings  th ey h ave 
done .  Villains  can even love.

Th e  Ph antom  of th e  O pera is  such  a villain. 
 Ye s , h e  m urdered people, strangling th em  to 
death .  Ye s , h e  dropped a ch andelier on an 
innocent audience .  Ye s , h e  w as  gre edy, 
extorting a ridiculous  “ salary” from  th e  opera 
h ous e  ow ners .  Ye s , h e  follow s  th e  rules  and 
doe s  everyth ing a villain is  suppos ed to do by 
th e  contract of villainy, all th e  w ay dow n to th e  
s ecret underground lair.  If you’re  reading th e  
book , h e  even h as  a torture  ch am ber.  Th e  
Ph antom  is  also a m us ician.  Th e  Ph antom  is  
also in love.  Love is  Erik ’s  (th e  Ph antom ) 
driving force .  H e  w ants  Ch ristine  m ore  th an 
anyth ing else , and is  very jealous  of h is  
com petition, th e  Viscount Raoul de  Ch agny.  If 
h e  h adn’t be en a bit too pos s e s s ive, h e  m igh t 
h ave even succeeded at w ooing h e r.  O h , and 
don’t forget h is  face .  As  a ch ild h e  w as  put on 
display as  a freak .  Th ey called h im  Erik : Th e  
Living Corps e .  H is  life  before  h aunting th e  
O pera h ous e , pretty w ell suck ed.  Can you 
blam e h im  for be ing bitter?

Do not be  afraid to give villains  a good s ide .  In 
fact, if your h e roe s  first s e e  th e  villain at h is  
be st, im agine  h ow  s h ock ed th ey w ill be  to s e e  
h im  at h is  w orst.  Im agine  th en h ow  betrayed 
th ey w ill feel by said villain, and h ow  m uch  
m ore  loudly th e ir offended h earts  w ill cry out 
for justice .  Real people h ave live s  outs ide  of 
th e ir ch os en profe s s ion, so w h y not villains? 
 W h y can’t villains  be  in love too?  W h y can’t 
villains  even be  friendly w ith  h e roe s?  M aybe  
th ey do lik e  th e  h e roe s , and are  villains  by 
nece s s ity, rath er th an by ch oice . . .

As  a general rule, people don’t ch oos e  to be  

evil.  Th ey don‘t say “I’m  going to slaugh ter 
th e  m as s e s  today becaus e  I am  a villain and th at 
is  w h at villains  do.”    Ne ith e r do th ey s e e k  to 
dom inate th e  w orld for no oth er reason th an it 
is  th e  villainous  th ing to do.  People often don’t 
realize  th at w h at th ey are  doing is  w rong.  In 
fact, it w ould be  m y gue s s  th at m ost of th e  tim e  
villains  th ink  th at th ey are  in fact in th e  righ t. 
 Tak e  Inq uis itor Proditus  for exam ple, th e  
w ick ed protagonist of m y s e rial Th e  Door (also 
in th is  is sue  of th e  Guide).  H e  fe els no guilt at 
th e  slaugh ter of th e  pagan elves , but not 
becaus e  h e  is  evil and slaugh ters  for th e  sak e  of 
evil, but in truth  becaus e  h e  fe els h e  is  doing 
th e  righ t th ing.  In h is  opinion, th e  elves  h ad it 
com ing.  As  far as  h e’s  concerned, th e ir 
slaugh ter is  an act of h oly retribution.

If th e  villain k new  w h at th ey w ere  doing w as  
evil, and th ey w ould go to Ba’ator or th e  Abys s , 
or any oth er form  of h ell, do you really th ink  
th ey w ould ch oos e  to do so?  M aybe .  It 
depends  on th e  villain.  A villain w h o th ink s  
“Well I’m  already going to h ell, w h at do I h ave 
to los e?” m igh t actually be  an intere sting 
villain.  But even h e re  you h ave to be  careful. 
 Th is  can only tak e  you so far.  Such  a ch aracter 
doe sn’t care  about th e  cons e q uence  h is  actions  
h ave upon h is  soul.  It doe sn’t m ean th ey’re  
random ly going to becom e a tyrant or a m as s  
m urderer.  True , th ey w on’t care  about 
collateral dam age, but th ey w on’t just start 
k illing people at random .  Even dam ned 
ch aracters  ne ed to h ave a m otive for evil.

But let’s  break  aw ay from  th e  idea of “noth ing 
to los e ,” and go back  to th e  villain w h o doe sn’t 
k now  h e  is  doing evil.  Im agine  h ow  such  a 
person w ould fe el, be ing called evil and a 
villain.  Would h e  not be  confus ed, and angry at 
th os e  w h o sully h is  nam e?  Would h e  not s e e k  
revenge?  M igh t h e  not unw ittingly tak e  h ars h  
actions  th at re inforce  h is  bad reputation? 
 Would h e  not be  frustrated?  Would h e  not 
w ant to m ak e  th em  s e e  as  h e  doe s?  Im agine  if 
h e  w ere  to capture  a PC, and try to m ak e  th em  
s e e  w h at it is  h e  is  trying to do, th e  glorie s  h e  
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s e e k s , and th e  good.  H ow  do th ey rem ain s et in 
th e ir w ays  to stop h im  in h is  noble caus e?  W h y 
can’t th ey understand?    Such  a villain doe s  not 
s e e  h is  ow n evil, and can be  very m em orable in 
h ow  devoutly th ey expound th e ir convictions . 
 M aybe  th e  h e roe s  even sym path ize , but as  th e  
h e roe s , still h ave an obligation to save th e  day.

Th ere  is  anoth er k ind of villain.  Som etim e s  a 
villain perform s  evil acts  w ith  th e  full 
k now ledge th at w h at th ey are  doing is  w rong, 
but doe s  so out of nece s s ity.  A s e rvant in fear 
for h is  life , forced to carry out h is  m aster’s  
bidding.  Som eone  w h o h as  strayed into an 
im pos s ible s ituation, w h e re  th e  only path  left 
open is  th e  path  of evil.  Som eone  for w h om  th e  
end justifie s  th e  m eans , but w h o is  at odds  w ith  
th e  re st of th e  w orld.  For a villain w h o doe s  
evil out of nece s s ity or de speration, let’s  return 
to good old Darth  Vader.  As  h orrendous  as  th e  
pre q uel trilogy m ay be , it doe s  provide  ins igh t 
as  to Darth  Vader’s  ch aracter on th e  w h ole. 
 Fearful of los ing th os e  h e  loves , and pre s ented 
w ith  a path  th at can s e em ingly save th em , 
Anak in Sk yw alk er give s  into th e  tem ptation of 
th e  Dark  Side  to save th e  w om an h e  loves . 
 Anak in k now s  th e  Dark  Side  is  w rong and 
even trie s  to turn aw ay, but h is  fear of los ing 
Padm e and h is  de speration lead h im  to betray 
h is  fellow  Jedi.  Alienated from  h is  form er 
allie s  as  a traitor, h e  h as  no ch oice  but to follow  
th e  one  path  rem aining open to h im : th e  path  of 
evil.

Let’s  be  s ens ible h e re :  Villains  are  not villains  
becaus e  w e  say th ey are; th ey are  villains  
becaus e  th ey do villainous  th ings .  In Rom eo 
and Juliet, Tybalt says  to Rom eo “Th e love I 
bear th e e  can afford no better term  th an th is : 
Th ou art a villain.”  Tybalt calling Rom eo a 
villain in no w ay m ak e s  Rom eo evil.  In fact h e  
is  q uite  th e  oppos ite .  You h ave to do evil to be  
evil.  So, w h en de s igning a villain for your 
gam e, and w h en playing said villain in your 
gam e, you h ave to m ak e  sure  th at evil is  evil. 

 Som e players  m igh t be  fine  w ith  be ing told 
th at a villain is  evil and k illing h im  on th at 
principle alone, but m any groups  w ill be  uneasy 
about k illing som eone  w h o h as  s e em ingly done 
noth ing w rong.  O f cours e , not everyone th e  
PCs face h as  to be  evil, but if you m ak e  th em  
evil, m ak e  th em  do evil; th e  m ore  s h ock ing th e  
better.

In th e  H arry Potter s e rie s , I w as  not a fan of 
Lord Voldem ort as  a BBEG becaus e  in truth , h e  
w asn’t all th at evil.  Ye s , h e  k illed people, but 
h e’s  a villain, so it’s  practically in th e  job 
de scription.  (Note th at I am  not condoning 
k illing for villainy’s  sak e , in fact I am  still 
condem ning it).  As  a villain, h e  w as  pretty 
generic.  H is  s even h orcruxe s  m ade  h im  into 
e s s entially an uber-lich , w h ich  w as  intere sting 
in concept, but w h en did h e  do anyth ing you 
particularly h ated h im  for?  M uch  viler w as  
Bellatrix Lestrange, w h o took  sadistic glee  in 
torture , and h ad an attach m ent to th e  Dark  Lord 
th at s e em ed alm ost lustful at tim e s .

W h en playing a villain, it pays  to be  bad.  Th e  
villains  w e  rem em ber don’t just k ill, th ey don’t 
just strive for w orld dom ination: th ey lie  and 
ch eat and betray, th ey are  treach erous  and 
crafty, and th ey w ill do anyth ing it tak e s  to get 
w h at th ey w ant.  Th ey lure  th e  h e roe s  into traps  
and force  th e  good guys  to figh t on th e ir term s . 
 Th e  h e roe s  ne ed to be  aw are  of th e  evil of th e  
villain th ey are  facing.  Th is  can be  ach ieved by 
e stablis h ing a reputation for th e  villain and 
planting s e eds  in th e  h e roe s’ m inds  from  th e  
beginning w h en th ey first s et off to defeat h im , 
or it can be  ach ieved gradually so th at as  th ey 
h e roe s  pursue  th e ir enem y, th ey s e e  m ore  and 
m ore  evidence  of h is  villainy, and th e ir h atred 
builds .  O f cours e  th e re  is  no reason w h y a GM  
can’t do both .  Warnings  and th reats  can w ork  
w ell, as  can h aving th e  villain strik e  near to th e  
ch aracters .  As  th e  Gre en Goblin says  in 
Spiderm an “Th e cunning w arrior attack s  
ne ith e r body nor m ind . . . first you attack  h is  
h eart.”  Strik ing at th os e  clos e  to th e  h e roe s  to 
s h ak e  th e ir determ ination w ill be  proof to m ost 
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   5. Give th em  a reputation:  Eith e r before  th e  
PC’s  start th e  h unt, or w h ile it is  in progre s s , 
start giving th e  villain a reputation for evil th e  
h e roe s  ne ed to w ant to bring h im  dow n.

   6. Give th em  th e  capacity for evil:  Th e  m ore  
evil you can m ak e  h im , th e  m ore  your h e roe s  
w ill w ant to defeat h im , so let h im  be  as  bad as  
h e  can (and still rem ain in ch aracter).

Keeping th e s e  guideline s  in m ind all th at is  left 
is  to go out th e re  and start com ing up w ith  
adventure s  for th e  gallant h e roe s , centered on 
th e  vile de eds  of th e  m ost loath som e  of 
enem ie s :  w h atever com e s  from  th at tw isted 
GM ’s  m ind of yours .  H appy sch em ing to you, 
and w atch  out for th e  Fiendis h  Iranian Com m ie -
Nazi Z om bie  Ninja-Pirate s  w ith  Goatee s  and 
Aw e som e  Scars .  Th at is  som e  k ind of evil.

~ Seraph ine _ H arm onium  ak a Aaron J. Fagan

Welcom e, w elcom e, gentle readers !  W e've h ad 
a m ajor announcem ent in th e  role -playing 
com m unity s ince  th e  last is sue  –  nam ely, th at of 
Dungeons  and Dragons  4th  Edition com ing out 
in th e  near future  –  but luck ily, it h as  absolutely 
noth ing to do w ith  building cam paign s ettings , 
and cannot derail us  from  our path .  W e are  
unstoppable!  W h at I m ean by th is  is , th e  
Cam paign Builders  Diary w ill be  (and 
h opefully, h as  be en) talk ing about th e  aspects  of 
building cam paigns  th at are  independent of 
w h atever system  you are  us ing, so it w ill m ak e  
no difference  to us  w h at edition or even w h at 
RPG system  you are  us ing.

Last is sue , w e  w ent into a bit of detail on th re e  
item s .  First, w e  discus s ed th e  definitions  of –  
as  w ell as  th e  pros  and cons  of –  building a 
cam paign from  th e  outs ide -in, or from  th e  
ins ide -out.  Next, w e  discus s ed tw o very 
im portant rules  of Cam paign Building, w h ich  I 
fe el I m ust re inforce  h e re :

Finally, w e  w ent into a bit of detail on 

 - Part Th re e  -
by Is h m ayl (adm in@ th ecbg.org)

players  th at your villain is  truly de spicable.

So let’s  recap w h at can h elp create  a 
m em orable villain your players  w ill be  talk ing 
about for years  to com e :

   1. Give th em  a look :  Th is  h elps  players  
visualize  th e  enem y, m ak e s  th em  uniq ue , and 
m igh t even be  im portant to w h y th ey are  a 
villain.

   2. Give th em  em otions :  A villain w ith  
realistic em otions  w ill s e em  m ore  real, and 
could also play into th e ir m otive s .

   3. Give th em  specific m otive s :  All ch aracters  
w ant som eth ing, and it’s  not lik ely to just be  
k illing or just be  w orld dom ination, so w h y 
s h ould villains  be  any different?

   4. Give th em  justification: A villain’s  actions  
s h ould alw ays  be  justified to th e  villain.  If th ey 
didn’t believe in w h at th ey w ere  doing, th ey 
w ouldn’t be  doing it.

mailto:admin@thecbg.org
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determ ining h eadq uarters  (H Q) for your 
cam paign.  I w ent over th e  Large City, th e  
Fortre s s  or Strongh old, and th e  Sm all Tow n or 
Village tem plate s  th at can be  us ed for building 
de s irable H Qs .  In th e  discus s ions  w e  h ave h ad 
at th e  Cam paign Builders ' Guild, it w as  brough t 
up th at I left out a very im portant H Q tem plate . 
 Nam ely, th e  Sm all City.  snak efing, one  of th e  
dedicated m em bers  of th e  s ite , w rote  up an 
excellent addendum  w h ich  I w ill be  placing 
h e re .  Call it our first errata, if you m ust!

*******************************
 –  Th e  sm all city (2,500 –  10,000 

inh abitants) is  a place of le s s e r im portance th an 
th e  Really Im portant Citie s , but to th ey locals it 
is  th e  m ain center of culture  and com m erce . In 
a m edieval-is h  s etting, any city is  im portant, or 
it w ouldn't be  th e re . Typically such  citie s  are  
located in th e  interior of th e  nation, w ith in w ell-
s ettled (or at least w ell-protected) lands .

Typically such  a place is  s ituated in a 
geograph ically im portant place, such  as  a river 
port, natural h arbor, ford, bridge , valley m outh , 
or m ajor cros s -roads . It s e rve s  as  th e  trade  
center for a large region, w h e re  th e  local ore , 
tim ber, and/or agricultural goods  are  brough t 
and traded for m anufactured goods  and luxurie s  
from  th e  Really Im portant Citie s . Th e  city w ill 
be  ruled by a le s s e r noble, w h os e  prim ary goal 
w ill be  to Keep th e  Goods  M oving. To th is  end, 
h e 'll probably h ave a sm all force  of soldiers  or 
constables  to h elp patrol th e  roads  and k e ep th e  
peace .

A city lik e  th is  is  a som ew h at unusual H Q. 
Since  it is  not on a border or near uns ettled 
territory, certain type s  of adventure  h ook s  
m igh t be  h arder to com e by. And s ince  it is  a bit 
of a back w ater, it w on't attract all th e  w ealth  
and variety th at a larger city m igh t. But it can 
be  ideal for a low er-level cam paign th at is  
prim arily political or urban.

Sm all citie s  w ill h ave th e ir ow n politics  - petty 
by outs ide  standards , perh aps , but still 

im portant to th e  locals . Th ere  are  enough  
re source s  pre s ent to m ak e  th ings  intere sting, 
but w ith out th e  h igh e r level NPC's  th at m igh t 
oth erw is e  dom inate th e  scene . Th e  ch aracters  
can eas ily start out as  th e  Talented New com ers , 
and th rough  th e  cours e  of a few  adventure s  
becom e Locally Fam ous  H e roe s .

W h at's  m ore , th e re  is  le s s  w ork  involved in 
creating a sm aller city. Few er m ajor NPC's , 
guilds , crim inal gangs , and tem ples  m eans  
few er m aps  and stats  to w ork  out. At first, 
you'll just ne ed to k now  w h at th e  city's  m ajor 
trade  goods  and trade  route s  are . As  ch aracters  
m ove up in notoriety, th ey m ay w ant to 
eventually m ove th e ir H Q to a m ore  exciting 
place, but it can be  a good place to start a care er.

*******************************

In future  potential publications  of th is  s e rie s , 
w h at w ill be  ins e rted back  into Ch apter Tw o.

Th ere  is  one  last th ing before  w e  get started.  A 
few  q ue stions  h ave com e up about th e  nam ing 
conventions  th at w ill be  us ed for th e  cam paign 
w e  are  building.  You'll h ave noticed by now  
(h opefully!) th at I h ave be en careful not to 
include m any nam e s .  Th e  reason is  th at nam e s  
can be  extrem ely im portant in a cam paign, and 
w h ile th ey very rarely “m ak e  or break” th e  
cam paign, th ey can caus e  is sue s .  Cons istency 
is  very im portant in creating nam e s , as  w ell as  
h aving som e  sort of realism  involved.  Becaus e  
nam e s  are  m ore  im portant th an just random ly 
s electing off a w eb s ite , I w ill be  devoting 
anoth er article in th e  future  to nam ing 
conventions , e specially related to th e  cam paign 
w e 're  building.  It w ill m ost lik ely be  a s ide -bar 
article, but w e  w ill at th at tim e  determ ine  
definite  nam e s  for our nations , NPCs, and 
geological feature s .

O k ay, on to th e  fun stuff!

W h ile w e  s et up in th e  last article w h at k ind of 
H Q w e  w ill be  us ing, w e  h ave yet to detail it in 
any w ay.  W e k now  th at th e  H Q is  a strongh old 
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w h ich  is  th e  last outpost our feudalistic nation 
h as  before  encountering a stretch  of land k now n 
as  th e  Barrens .  W e also k now  th at th e  s econd 
son of th e  k ing of th is  region is  re s iding in th is  
strongh old, and occas ionally sponsors  various  
sporting events .

O bviously w e  ne ed a bit m ore  th an th at to 
really get th ings  m oving.  W e w ill discus s  th re e  
very im portant aspects  of th e  h om e  bas e  th at 
w ill h ave direct im pact on adventuring, and 
th en w ill talk  about s everal oth er item s  th at are  
w orth  th ink ing about.  Th e  th re e  th ings  w e 'll 
talk  about are  

O f utm ost im portance is  th e  governm ent.  Last 
is sue , w e  talk ed about th e  distinction betw e en 
“local governm ent” and “national governm ent.” 
 Th e  local governm ent is  w h at w e 're  going to 
w ork  on righ t now .

O ne com m on option for a local governm ent is  a 
.  Constables  tend to h ave som e  

m ilitary back ground, and are  generally 
appointed by th e  region's  ruler to tend to th e  oh -
so-im portant dutie s  of “uph olding th e  peace .” 
 Th is  is  pretty broad and can m ean a num ber of 
th ings , but m ost lik ely, h e  h as  som e  sort of 
control over any m ilitary th at re s ide s  th e re , as  
w ell as  auth ority over m erch ants , travelers , 
peddlers , etc in th e  area.  M ost often, in th is  
s ituation, th e re  w ould not be  a full-blow n court 
th at h andles  judicial s ituations  –  rath er, th e  
constable and h is  advisor w ould m ost lik ely 
m ak e  judgm ents  on th e ir ow n, w ith  s evere  
crim e s  w arranting death  (or at least public 
h um iliation), and le s s  s evere  crim e s  placing th e  
perpetrator in th e  k e ep prison for a few  nigh ts . 
 In extrem ely s e rious  s ituations , such  as  treason 
or as sas s ination attem pts , th e  crim inal w ould be  
h eld under guard until th e  m agistrate s  of th e  
regional governm ent could com e tak e  care  of 
th e  s ituation.

Constables  are  going to h ave very little input on 
th e  econom ics  of an area.  O th er th an stopping 
illegal activitie s  and m alicious  trading, th e  
econom ics  of th is  particular governm ent w ill 
m ore  often be  controlled by a m erch ant clas s . 
 W h at th is  m eans , bas ically, is  th at th e  
m erch ants  and traders  w ill trade  th e ir w are s  in a 
location if it is  safe  and profitable for th em  to 
do so.  If it is  dangerous , or th ey can't m ak e  any 
m oney, th ey w ill s im ply go elsew h e re .  It is  up 
to th e  constable to m ak e  sure  th e  m erch ants  can 
succe s sfully trade , and th en it's  up to h im  to 
stay out of th e ir bus ine s s !

Anoth er suitable local governm ent for H Qs  and 
h om e  bas e s  is  th at of th e  .  Now , 
in our cas e , th e  strongh old h as  too m uch  
im portance for th e  local m onarch  to ris k  th e  
s illy, stupid, com m on folk  (h is  w ords , not 
m ine !) voting som e  m ayor into office  w h o m ay 
not subm it dutifully to H is  M aje stic auth ority. 
 H ow ever, th e re  are  plenty of outpost s ituations  
th at could m ak e  us e  of an elected official.

M ost often, th e  official w ould h ave very little 
control over any sort of m ilitary actions  in th e  
area.  In th is  k ind of s ituation, th e re  w ould 
probably be  a sm all police -type  force , s eparate 
from  th e  actual m ilitary, w h ich  w ould e ith e r 
report directly to th e  official, or w ould report to 
a s h e riff of som e  sort, w h o w ould in turn report 
to th e  official.  In th e  m eantim e , th e  m ayor 
w ould k e ep tabs  on th e  local populace, and 
m ak e  sure  noth ing illegal w as  h appening 
beneath  h im .  In crim inal cas e s , h e  w ould m ost 
lik ely s end th e  culprit(s) to th e  neare st city or 
tow n w ith  an official m agistrate , unles s  th e  
crim e  w as  som eth ing sm all.

Next on th e  list is  th e  .  Th e  
regional leader w ould prom ote som eone  of 
im portance to w atch  over th ings , both  
econom ically and m ilitarily.  Th is  noble w ould 
probably h ave final say in just about any 
eventuality, and w ould h ave th e  full back ing of 
th e  k ing.  Th ere  is  a good ch ance th at just h is  
pre s ence  w ould be  enough  to bring people from  
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all over th e  region to live and w ork  in th e  
strongh old.  O ne  reason could be  ch arism a 
(m aybe  h e 's  just a s exy, s exy m an), but th e  
m ore  lik ely reason is  s ecurity.  M ost people are  
going to realize  th at if th e  noble is  im portant 
enough , th en h e  (and th e  strongh old) w ill h ave 
th e  full financial and m ilitary back ing of th e  
k ingdom , s h ould any problem s  aris e .

Since  I've already decided th at one  of th e  k ing's  
sons  re s ide s  h e re , it s e em s  th at th e  th ird option, 
th at of H igh  Auth ority, w ill suit us  be st. 
 Becaus e  th is  son is  im portant, a sm all "court" 
of sorts  h as  sprung up in th e  area, including 
m inor nobility and succe s sful traders  and 
m erch ants .  Th is  in turn h as  brough t about a 
relatively cosm opolitan array of s e rvice  
industrie s  in th e  area to m e et th e  ne eds  of th e s e  
nobles . In addition, I'm  going to place a sm all 
iron m ine  due  north  of th e  strongh old, about a 
h alf day's  travel th rough  th e  Barrens .  Th is  
e s s entially give s  us  tw o econom ie s  at th e  
strongh old –  th e  iron m ine  near th e  tow n 
em ploys  m any of th e  civilians , and th e  re st are  
em ployed in s e rvice  industrie s  catering to th e  
w h im s  of th e  nobles  in th e  area –  as  w ell as  an 
extrem ely H igh  Auth ority, w h o h as  a sm all, 
profe s s ional standing arm y th at is  funded 
th rough  th e  capital.  Plus, s ince  th e  prince  
sponsors  regular h unting events  out into th e  
Barrens , th e re  is  a regular steady traffic of 
w arriors , adventurers , h unters , and oth ers  of 
th e ir ilk  all th rough out th e  area.  Ye s , w e 're  
look ing at a pretty im portant area h e re .

H ow ever, if noth ing of intere st is  going on in 
th e  area, it doe sn't m atter h ow  im portant it is  –  
it w ill still be  boring.

Adventure s  are  th e  cornerstone of m ost role 
playing gam e s , and finding good adventure s  to 
go on can som etim e s  be  a h as sle w ith out th e  
proper inform ation.  Som e people disagre e  on 
th is  subject, but I'm  a firm  advocate of th e  
belief th at your H Q s h ould include at least one  

rum or m ill.  A  is  just exactly w h at 
it sounds  lik e  –  it's  a place w h e re  players  can 
get up-to-date  inform ation on th e  h appenings  in 
th e  area, as  w ell as  potentially m e et new  allie s  
and inform ants .  It's  th e  k ind of place w h e re  
ch aracters  can h ang out in betw e en adventure s  
if th ey don't k now  w h at to do next, and th ey 
can expect plot h ook s  to start com ing th e ir w ay. 
 O f cours e , no cam paign s h ould us e  th e  rum or 
m ill as  th e  only source  of adventure s  and 
q ue sts , but it is  a good place to start som etim e s .

Rum or m ills don't h ave to be  (and really s h ould 
not be) th e  fantasy vers ion of tabloid papers  or 
blogs .  Th ey don't h ave to be  s itting in th e  
m iddle of every tow n or bas e  w ith  a bunch  of 
“H elp m e  Find m y Baby” q ue sts  tack ed to 
th em .  Rum or m ills can look  lik e  anyth ing. 
 Ever h eard of “Th e Prancing Pony?”  Local 
taverns  m ak e  an excellent source  for rum ors . 
 Th ey're  w h e re  th e  com m on folk s  s it dow n at 
th e  end of th e  day to unw ind, talk , and gos s ip 
about th e  w e ird th ings  th ey've s e en th rough out 
th e  w e e k .  Local m ark etplace s  also m ak e  for 
excellent source s  of inform ation.  M erch ants , 
traders , com m oners , nobles , little playing k ids ... 
th e  list of th e  people one  can find at a 
m ark etplace is  endles s , and all of th os e  people 
m ost lik ely h ave som eth ing to say –  w h eth e r or 
not it is  intere sting is  a different story.  A local 
“adventurer's  guild” of som e  sort m ay be  a 
great option.  If your H Q is  k now n for h aving 
m any fam ous  (or infam ous) adventurers , 
nobles , royals, et cetera in th e  area, th e re  m ay 
be  som e  sort of “m em bers  only” club w h ere  
th ey m e et w h ile in tow n.  If th e  H Q is  large  
enough , a library m ak e s  for a great rum or m ill. 
 Librarie s  can give ch aracters  back ground 
inform ation on events , and are  usually filled to 
th e  brim  w ith  people “ in th e  k now .”  H eck , if 
your cam paign calls for it, you could even 
m ak e  th e  rum or m ill a public bath  h ous e .  M en 
(and w om en) love to talk  w h ile th ey're  
steam ing aw ay in big copper tubs , if for no 
oth er reason th an to tak e  aw ay th e  
uncom fortablene s s  of be ing around a bunch  of 
oth er people bath ing.
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Th ere  is  also noth ing to say th at you can only 
us e  just one  rum or m ill.  Ch ance s  are , 
ch aracters  w ill h ear m uch  different gos s ip in 
tw o different locations  –  a public bath  h ous e  
run by a local syndicate th at is  infam ous  as  a 
m e eting place for th os e  w h o w is h  th e ir bus ine s s  
to rem ain on th e  dow n-low  w ill obviously give 
very different k inds  of plot h ook s  th an a row dy 
pub w h e re  off-duty soldiers , guards , m erch ants , 
and oth ers  gath er to drink  ch eap ale and boast 
of th e  late st am azing s igh t th ey saw  on th e  w ay 
into tow n.

Th e  ch aracters  s h ould h ave to w ork  for th e  
inform ation.  Th ey s h ouldn't just w alk  into th e  
local tavern and som eone  im m ediately runs  up 
to th em  w ith , “M y h usband's  be en k idnapped 
by bandits , pleas e  H ELP!”  It's  a little 
unbelievable, and a little annoying.  M ak e  th e  
ch aracters  us e  th os e  “gath er inform ation” 
ch eck s  th ey h ave dutifully m axed out.  And 
k e ep in m ind, th e re  s h ould alw ays  be  options  
available.  Th ey m ay h ear of a m is s ing ch ild in 
th e  village over, and at th e  sam e  tim e , m ay h ear 
about w e ird, m oving s h adow s  be ing reported 
out at a local farm  h ous e .  Give th e  ch aracters  
options , and m ak e  th em  decide .  M aybe  w h en 
th ey're  done  w ith  one  h ook , th ey'll im m ediately 
ch eck  up on th e  oth er one  to s e e  h ow  th ings  
ended.

For our strongh old, I'm  th ink ing w e  only ne ed 
one  m ajor rum or m ill (th ough  w e  m ay add 
anoth er at a later tim e , w h en th e  ch aracters  
h ave advanced a bit).  Becaus e  of th e  tavern 
be ing so com m on and standard, I'm  going to go 
w ith  som eth ing a bit different.  Th e  
“adventurer's  guild” idea up above spark ed 
som eth ing in m e , and I'm  going to follow  th e  
ligh t.    I'm  s e e ing a club (not m em bers -only, 
else  th e  ch aracters  m ay not get in) th at is  
focus ed on th e  w e e k ly h unting trips  th e  prince  
tak e s  out into th e  Barrens .  I th ink  a pretty 
inform al nam e, one  related to com fort, is  th e  
w ay to go.  I'm  going to call it, “Th e Bear 

Lodge .”  It w ill h ave th is  nam e  for tw o reasons , 
one  of w h ich  w e  w ill discus s  h e re , and oth er 
w h ich  w e  w ill save for next is sue .  O ut in th e  
Barrens , one  of th e  m ost com m on and sough t-
after gam e is  th e  great spiny bear, a large 
creature  w ith  tough , bony protrus ions  com ing 
from  h is  back , along h is  spine , as  w ell as  th e  
top of h is  h ead, re s em bling h orns .  Th is  bear is  
k now n to be  extrem ely aggre s s ive, and h as  
be en k now n to h unt h um ans .  Th e  prince  m ak e s  
sport of h unting th is  bear, and h as  s et up a bit of 
th is  pub-style club w h ere  fellow  h unters  can 
talk  and trade  storie s .

Th e  Bear Lodge is  on th e  outs k irts  of our H Q, 
s itting up against th e  tall, stone w alls of th e  
strongh old.  It is  built of stone and w ood, and 
h as  tall, glas s  w indow s .  Th e  m as s ive oak  door 
h as  delicate carvings  of h unters  and spiny bears  
all acros s .  Th ere  are  alw ays  guards  stationed at 
th e  door.  Ins ide  is  a cozy, spraw ling room , fit 
w ith  m as s ive stone  fireplace s , large ch andeliers  
and candelabras , and long, round tables .  Th e  
north  end h as  a w all-length  bar, polis h ed to a 
fine  s h ine , and th e  w e st w all h as  a large stage , 
w h e re  various  m us ical acts  play.  Th ere  are  
s everal lock ed doors  on th e  east w all th at lead 
to very expens ive room s .  At any tim e  during 
th e  w e e k , th e re  are  betw e en ten and tw enty 
people in th e  Lodge, telling tales , drink ing, or 
organizing th e ir ow n h unting trips .  During th e  
re stful days  at th e  ends  of th e  w e e k , th e re  are  
often close  to a h undred adventurers  socializing 
h e re , all look ing for a ch ance to get th e ir nam e 
on th e  s ilver-em broidered plaq ue  up on th e  w all.

Keeping in m ind th e  s econd rule of cam paign 
building, w e  ne ed a s ecret, and I k now  just 
w h at it is .  A long-tim e  conspirator against th e  
prince  h as  be en us ing th e  Lodge recently to 
discus s  s everal s h ady dealings  h e  is  a part of. 
 In particular, th is  m an is  th e  only contact in th e  
strongh old to a clan of creature s  w h o re s ide  in 
th e  Barrens , and h e  h as  recently be en part of a 
very sm all, but sw iftly-grow ing underground 
slave trade .
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NPCs (non player ch aracters) can be  th e  
h igh ligh t or th e  low ligh t of a cam paign.  Part of 
w h at can m ak e  cam paigns  and adventure s  fun 
for th e  players  is  opportunity to re s ide  w ith , 
figh t alongs ide  w ith , and interact w ith  th e  
m ultitude  of non player ch aracters  you create . 
 No h om e  bas e  or H Q can tak e  on a life  of its  
ow n until th e  people living th e re  h ave a life  of 
th e ir ow n.  O bviously, you w on't detail every 
s ingle person living in th e  H Q, but th e re  are  
certainly notable people –  th os e  w h o th e  
ch aracters  are  very lik ely to talk  to –  w h o 
de s e rve som e  good detail and attention.  You 
can com e up w ith  as  m any as  you lik e , but k e ep 
in m ind th e  first rule of cam paign building, and 
don't stretch  yours elf too th in.  It is  m uch  m ore  
im portant to h ave good ideas  for th re e  or four 
NPCs th an ten m ediocre  ideas  w h ich  w ill be  
unrem ark able to th e  ch aracters .  Th ere  w ill 
alw ays  be  plenty of opportunity to add m ore  
later.

W h en de s igning your NPCs, you ne ed to k e ep 
tw o th ings  in m ind –  and th e s e  are  th e  tw o 
th ings  your players  w ill m ost lik ely rem em ber. 
 You ne ed to ph ys ically de scribe  th e  NPC (w h at 
doe s  h e  look  lik e?, h ow  doe s  h e  dre s s?, w h at 
k inds  of facial expre s s ions  doe s  h e  m ak e?), and 
you ne ed to give th em  m em orable personalitie s  
and em otions .

Th ere  are  literally tons  of good ph ys ical 
ch aracteristics  you can give your NPCs th at 
w ill m ak e  th em  stand out as  “real people.”  You 
can us e  w e ird facial expre s s ions , oddly-colored 
cloth ing, or abnorm ally s ized appendage s  to 
de scribe  ph ys icality, and th at's  just to nam e a 
few .  Th ey don't all h ave to h ave a large scar 
acros s  th e ir eye , and th ey don't all h ave to be  
fat, sw eaty bartenders .  A local m erch ant w h o 
h as  a very large nos e  is  m uch  m ore  realistic, 
and a lady w arrior from  Th e  Bear Lodge w ith  
dyed, brigh t red h air is  going to leave a certain 
im pre s s ion.  You'll s e e  w h at I m ean w h en th e  
players  start saying, “H ey w h at did h atch et 

nos e  say about th is  tablet again?” or, “W h o w as  
Brianna, you k now  - th at flam e -h eaded lady - 
saying w e  s h ould s earch  for?”  Sure , scars  on 
face s  are  m em orable, but not everyone is  going 
to h ave one .  Cloth ing is  a very distinguis h able 
feature  as  w ell.  If a particular m an alw ays  
com e s  into th e  tavern every nigh t w earing a 
“faded blue cloak  w ith  s ilver, runic etch ings  
along th e  back ,” th en th e re 's  a good ch ance th e  
players  (and in turn, th e  ch aracte rs!) are  going 
to rem em ber th at fact.  H ow ever, if you never 
both er de scribing th e s e  people, th en face s , 
nam e s , and personalitie s  w ill all run togeth e r, 
and you w ill constantly be  h earing, “Let's  go 
talk  to th at one  dude  at th e  Lodge w h o gave us  
th at one  q ue st.  You k now , th e  one ?”

M em orable personalitie s  can be  a bit m ore  
ch allenging th at ph ys icality.  By personality, I 
m ean th e  w ay th e  NPC talk s  and acts .  An 
im portant th ing to do is  to bre ak  th e  
stereotype s .  Not every tow n guard ne eds  to 
talk  w ith  a gravelly, Scottis h  accent, and not 
every devilis h  rogue ne eds  to talk  w ith  a soft, 
s ilk y w h isper.  Not every bartender ne eds  to 
constantly be  w iping h is  fat, greasy h ands  on 
h is  apron, and not every lady w arrior ne eds  to 
h ave an overbearing fem inazi attitude  tow ards  
m en.  H ow  about a th ing, clean-cut, w ell-
educated tavern ow ner w h o can get up on stage 
and s ing w ith  th e  local bards?  O r a sm all, 
scraw ny guard w h o is  such  an expert w ith  h is  
q uarterstaff th at oth er guards  give h im  w ide  
birth ?  H ow  about a rogue w h o talk s  in a loud, 
bolstering voice  th at can be  h eard s ix tables  
over and w ears  m uttonch op s ideburns?  O r a 
lith e , beautiful w arriore s s  w h o actually flirts  
back ?  O f cours e , not all stereotype s  alw ays  
h ave to be  brok en.  Som etim e s , a particular 
clich é w ork s  w ell, and doe sn't ne ed to be  
com pletely abandoned, but it s h ould probably 
at least be  m odified.

I've decided th at w e 'll start w ith  tw o very 
im portant NPCs, both  of w h ich  can regularly be  
found at Th e  Bear Lodge .
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Th e first is  a gnom is h  carpenter w h o alw ays  
s its  in th e  far back  corner, righ t next to th e  bar. 
 W h en h e  is  approach ed, h e  is  usually e ith e r 
drunk , or on th e  verge  of be ing drunk .  Th os e  
w h o h ave s e en h im  com ing into or leaving th e  
Lodge h ave noticed th at h e  w alk s  w ith  a very 
discernible lim p, and h olds  h is  left arm  at an 
aw k w ard angle.  H e  is  often surly, but for th os e  
w h o are  paying, h e  w ill loos en up and tell h is  
tale.  Apparently, tw enty years  ago, h e  and s ix 
oth er gnom e s  w ent on a h unting expedition to 
th e  Barrens .  After tw o w e e k s  of s e e ing 
noth ing, one  nigh t, th e ir party w as  attack ed by 
an unusually large spiny bear.  Th e  spiny bear 
m ade  s h ort w ork  of th e  unprepared group, and 
only th is  drunk , bitter gnom e lived to m ak e  it 
back  to th e  strongh old.  To th is  day, h e  w atch e s  
as  h unters  bring back  th e ir troph ie s , h oping th at 
h is  be ar (w h ich  h e  h as  nam ed Ripclaw ) is  
caugh t and k illed for its  crim e s .  W h en h e  is  
very drunk , h e  is  k now n to stand up on h is  table 
and s h out aloud an invitation to all th e  h unters  
gath ered to join h im  and h unt dow n Ripclaw .

Th e  s econd NPC is  one  of th e  door guards .  All 
of th e  door guards  for th e  Lodge are  elite  
soldiers  –  th ey h ave to be , s ince  th e  prince  
often stops  in.  O f all th e  Lodge guards  
h ow ever, none is  as  infam ous  as  one  s h ort, 
s q uat m an w h o stands  w atch  during th e  evening 
h ours .  H e  is  k now n as  Th e  H ook , m ost lik ely 
for th e  large, s e rrated gaff h ook  h e  k e eps  at h is  
belt.  Th e  Lodge guards  are  k now n not to be  
very am icable, but Th e  H ook  s e em s  to h ave a 
very m urk y h istory and reputation.  If rum ors  
are  to be  believed, h e  w as  once th e  lover of an 
elven q ue en, but for reasons  unk now n, w as  
forced to flee  th e  fey country h e  re s ided in.  H e  
appeared at th e  strongh old s even years  ago and 
im m ediately becam e recognized as  an 
absolutely ferocious  w arrior.  It is  rum ored th at 
th e  prince  h im s elf h ook  th e  m an as ide  and 
offered h im  th e  job at th e  Lodge .  Few , if any, 
h ave ever s e en h im  sm ile or laugh , and not 
m any can claim  to h ave actually h eard h is  
voice , except in one  of th e  rare  occas ions  w h e re  
h e  h as  h ad to break  up a figh t or arre st a 

crim inal.

Th e s e s  tw o NPCs give m e  a good start for som e  
adventure  ideas .  For instance, th e  gnom e m ay 
very w ell offer th e  ch aracters  th e ir first q ue st –  
perh aps  a h unting expedition, or som eth ing of 
th e  lik e .  Th e  guard, on th e  oth er h and, provide s  
a back ground for som e  th ings  th at can be  
explored furth er in th e  future .  H ow ever, h e  h as  
a bit m ore  im portance th an th at, but I fe el th e  
ne ed to h ide  th at s ecret until a later is sue .

W ell, th at s h ould w rap th ings  up for th is  is sue . 
 W e h ave th e  beginnings  of a very intere sting 
H Q, and w e 're  starting to get plenty of s ecrets  
and potential plot h ook s  lined up to tak e  PCs on 
adventure s .  As  a s ide  note, it is  becom ing 
extrem ely h ard to w rite  about th is  stuff w ith out 
h aving nam e s  to us e .  Th at is  w h y, in th e  next 
is sue , w e  w ill be  w ork ing on som e  nam ing 
conventions , and w e  w ill nam e everyth ing and 
everyone w e  h ave de scribed up to th is  point. 
 Now , becaus e  I don't w ant to fill an entire  
Cam paign Builders  Diary article w ith  nam ing 
conventions , so I w ill probably ne ed a s ide  
article to accom pany th e  next is sue .  I w ill tak e  
re q ue sts  if som eone  th ink s  th ey h ave a good 
nam ing article in m ind, or I m ay end up w riting 
it m ys elf.  W e'll s e e .

W ith  th at, it's  on to h om ew ork !  WooH oo!  Try 
to th ink  about th e s e  item s  and be  prepared for 
next article.  Since  w e  talk ed about th re e  pretty 
specific th ings , th en th at's  w h at your 
as s ignm ent w ill be .

 Try to determ ine  
w h at sort of local governm ent is  going to be st 
fit your cam paign area.  Do you th ink  a s h e riff-
style constable w ill be  th e  w ay to go?  M aybe  
an elected official such  as  a m ayor w ill do fine  
for your village H Q.  Com e up w ith  a few  
different ideas , and list th e  pros  and cons  of 
us ing th em , and try to go ah ead and s ettle on 
one .

 It's  tim e  to com e up w ith  
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a rum or m ill.  Go th rough  all th e  options  I 
outlined above, as  w ell as  any oth ers  you can 
com e up w ith .  Determ ine  if you only ne ed one  
rum or m ill, or if you m ay ne ed tw o or th re e . 
 Figure  out w h at th e  actual function of your 
rum or m ill s h ould be , and m ak e  it a place 
w h e re  th e  ch aracters  w ill actually w ant to 
fre q uent.

 Com e up w ith  at least tw o 
rough  s k etch e s  for im portant, notable NPCs in 
th e  area.  You can alw ays  com e up w ith  m ore , 
but try for at least tw o.  O ne  of th em  s h ould be  
som eone  th at your PCs can im m ediately com e 
in contact w ith  and talk  to if th ey so de s ire .

Th at's  it for now .  Com e back  next is sue  w h en 
w e  nam e all our people and place s , w ork  on th e  
local econom y and com m on clas s , and start 
crafting our first m ap.  Good luck !

-Is h

PS –  For th os e  of you intere sted, th e re  is  a 
th read at th e  Cam paign Builders ' Guild for 
discus s ion on th e s e  articles .  Th e  first post w ill 
also be  updated w ith  inform ation on our 
cam paign in developm ent.  H e re  is  th e  th read:
h ttp://th ecbg.org/e107_ plugins/forum /forum _ vie
w topic.ph p?33507
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