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In- 

as much or as li 

j, ,.+ -'Ii *' .%boner or later, every Dungeon Master dares to build his 
or her own world from scratch. It's the ultimate exercise in 
creativity, one that can take years of planning and plotting. 
Town bv town, character bv character, kinadom bv kingdom, 
an en& world takes shap;. Thirty or f o 4  years ago, &e 
onlv ueoule who attemuted uroiects of this mamitude and 
au&ity'were a handgl of &eke fiction writ& and movie- 
makers. Today, role-playing games have created an immense 
demand for new and creative fantasy settings. Thousands of 
game masters and players, many of whom will never publish 
a word. devise new and fantastic worlds iust because thev 

,enjoy the process of imagination. And ea& of those w o r k  is 
a unique construction, a blend of favorite novels, personal 
experience, and plain old inventiveness that stands out as a 

~ creative experiment of immense scope and ambition. 
Given that designing a world is an intensely creative and 

personal experience, you might wonder why a World 
.Builder's Guidebook is necessary. After all, if you have ever sat 
done to start building your own world, you've already 
taken the most important step in designing your unique 
campaign setting. This accessory is not meant to replace the 
creative process of world-building; instead it is a tool you 
may find useful during that process. Charts and tables are 
included, not to limit design, but to act as a springboard for 
the reader. If you don't have any idea of what the continent 
on the far side of your campaign world is like, a few rolls or 
a quick scan of some of the options available may spark 
your imagination. 

out the window and make your own choices! 

Above all, remember that you're the master architect. If a 
chart gives you a result that you don't like, t h r o ~ ,  k 

' , What's in a World? 
So, what defines a world? What are the components of a 

campaign setting? Take a moment to consider eve- you 
would have to do in order to record our own planet as a cam- 
paign setting. 'Ihm are seven major continents to fill, each 
with its own range of climates, landfom, cultures, re~our~es, 
history, and beliefs. At least six to seven thousand years of 
human history have been recorded, and there are indications 
of organized societies and settlements several time older than 
that. An uncounted variety of animals and plants populate the 
Earth's surface; new species are discovered almost every day. 
Next consider the near-infinite web of human intmsts, con- 
tact, and interaction. By the standards of science fiction and 
fantasy, the Earth is an i n c d b l y  rich and diverse world. In 
fact, no one has ever successfully portrayed a fanksy world 
even one-tenth as complex as our own. 

At a minimum, a campaign world has four basic compo- 
nents: people, places, monsters, and adventures. Who are the 
NPCs of the setting? Are there major champions of good or 
evil who interact with the party? Do the heroes work for or 
take orders from someone? Where do they live when they're 
not stomping through a dungeon? What kinds of monsters 
are nearby, and why are they bothering the ITS? What kinds 

world usable for role-playing. If you're 
dungeon-delving, hack 
nothing wmm with& 
of e v i l l a  dungeon, ruin, or some other lau of the 
dungeon needs a map, a key, and a few note6 of w 
where, and the town needs even less than that. 

pad that came wi& this &Met. 

to gather reference materials you 
leatherette books of the PHBR an 

In addition to the basic supplies, 
' 

senes may come 
idly if you wish to set up a 



The DM’s Notebook 
As you enter the process of creating your own campail 

world from scratch, you will want to assemble a DMs nob 
book. Get a stui-dy folder, binder, or some other kind of ea$ 
Ily-transported organizer to keep all your note  -L-- - - 

rorld. Your DM’s notebook should include: 

Maps of the world, continent, kingd 

Character sheets for all major NPCs. 
A log or short form for minor NFCs. 
A record of adventures, including treasure found, cha 
acter developments, and foes overcome. 
Up-to-date copies of the character record sheets for ah 
the player characters in your campaign. 
A collection of special notes, rules changes, new items 
and spells, and similar ”customized” touches for you 
campaign setting. 
Photocopies of stat sheets for any unusual monsters 
picked up from other sources or designed for your ca. 
paign. 
Notes on the calendar or passage of time, if you track 
time in your game. 
A tickler file or wish list for the PCs, noting the motiva- 
tions and long-range goals of each FC (very useful for 
designing adventures your players will want to take 
part in). 
Notes on the places and sites of interest in your setting, 
including major NPCs, adventure qprtunities, local 
customs or societies, and anything else you might find 
necessary to describe a region. 

Obviously, you don’t need a DMs notebook with all of 
these compon ents... but a well-organized campaign bonk 0: 
be a very useful tool for a Dungeon Master, especiall! 
campaigns that emphasize travel and role-play?ng. 

How to Use This Book 
The heart of the Worlu ~(tliiuer s buzaemk is ulapters Tv 

through Five, which describe the creation of worlds, conti- 
nents, kingdoms, local settings, and M y  adventure sites. 
You can read this book straight through, or you may choose 
to jump around from topic to topic. Start with Chapter One, 
Approaches, where you will h d  descriptions of several COI 
mon world-building methcds and the logical steps you’ll 
want to take with each methd. 

A pad of 32 sheets (several copies each of nine different 
forms) is included for use in building your world, drawing 
maps, and preparing notes for adventure sites and cultural 
detalls. Make sure you photocopy the different forms befor- 
you use them all up! 

ture regon, as required. 



This approach begins with only the broadest generaliza- 
tions, since you will begin by creating the gross<physical fea- 
tures of the planet and zoom in step by step to greatq:levels 
of detail. To use this awroaeh, simply foIlow World Builder's 

The first decision you IdLr 111 creating a campaign world 
is where to begin. Start with a focus which can carve out a 
foundation for your design. Campaigns can be built around 
characters, societies, dungeons, histories and artifacts, or any 
number of special situations or developments you can imag- 
he. Many campaigns feature several key points with inter- 
locked effects or oroblems. For examole. the DARK SUI@ 
campaign setting'is a desert world where the ecology has 
bcrn ruined by uncontrolled sorcery, giving rLe to mutated 
versions of character races and monsters. It is also a world 
where psionics are extremely common, and ultra-powerful 
sorcerer-kings rule over isolated city-states. These four char- 
acteristics define the basic structure of Athas, the world of 
the D , w  S n  setting. 

Ln this chapter, we'll explore several basic approaches to 
building a world. These include the microscopic. macroscopic, 
sociological, clraracfer-based, sifuation-based, literary, and histori- 
cal approaches. Each of these uses a different chapter of this 
booklet as a starting point for the design process. For 
instance, the m a m s c o p i m r  "planet-in" approach-fol- . 
lows the chapters in order, but the microscopic (dungeon- 
out) design approach reverSes the chapter order, since you . , 
begin by designing material covered in Chapter Five and 
then "zoom out" by working backwards through the chap 
ters. 

Which Approach Is Best For Me? 
For the sake of organization, this book assumes that you 

are beginning your design work by creating a planet and 
then zooming in to detail smaller and smaller regions. How- 
ever, this may not work best for you. If you have decided 
that you want to build a campaign emphasizing politics and 
intrigue in a standard medieval setbng, there's Little reason 
to deal with landforms and climate bands-the most impor- 
tant thing for your campaign will be buildmg up political sit- 
uations and NPCs with interesting motives. Because politics 
and characters are the main thrust of your campaign, you 
should concentrate your efforts on setting up the situations 
and kingmakers that the PCs will end up dealing with. After 
you have the conflicts and tensions you want for your world, 
you can go back and fill in the details of climate and physical 
geography. Other campaign styles will ~ t u r a l l y  require dif- 
ferent design approaches. 

Ask yourself what the "hook for your world will be. 
What makes i t  special? What's the game about? Is it a clj- 
mate-driven campaign, 5uch as a desert or forest world? Is 
a culture-dri\.en campaign, with an Arabian or Oriental fla 
vor? Or is there a particular monster or character type that 
you wish to showcase? By picking out a salient characteri 
or situation, you narrow the focus of your world-buildino 
task and make sure that the "hook for the campaign is i 
5trongesr feature. The right design approach is the one which 
starts with the design feature you consider most important to 
vour world. 

lr] 

_ _  
Guidebwk chapter by &apt-. 

The macroscopic approach is g d  for building a WOI 
when you have no particular plan in mind, and want to: 
what you come up with. Continents and climates can be 
determined with random rob; as you begin to look more 
carefully at specific areas, you may find that the basic charac- 
teristics of the world are beginning to suggest interesting mal- 

tures or situations. 
This approach is aLso good for creating worlds with a 

matic theme, such as the previously mentioned desert world 
or forest world. Selecting the global conditions first m@t 
give you a better idea of how and why these specialized set- 
tings came about. 

A great portion of the Bornnu& campaign setting was 
created from the top down, although a rmmber of considera- 
tions influenced its design. 

The Microscopic Appmach 
In many respects, this is the opposite of the macroropic 

method. In this approach, the DM starts with a dungeon, town, 
or similar focused setbng, and works his way outward. For 
example, if you have a great idea for a dartgem set in a vol- 
canic mountain, your next step in zooming out would be to 
create a k q d o m  or region with a volcanic mountain in it, fol- 
lowed by the continent that surrounds the h@om,  and so on. 
Many campaigns are built by happBlstance fledgLng DMs 
begin to place advenhms farther and farther from the PCs' 
base of operations. This approach ru~ls boclccoards through the 
book; you'll start with Chapter Five, and then move to Four, 
then Three, then TWO as you fill in the details about the wo 
around vour microscopic setting. 

fragment of a world-a small province, town, or dungeon- 
already prepared, and you're trying to flesh out this one- 
dimensional construct into a Living, breathing campaip 
world. Starting smal l  and working up is a natural progres- 
sion as the PCs grow more powerful and begin to exert t 
influence over a wider and wider area. It's also good for 
DMs who want to watch the Fcs explore the world a Little bit 

,,uL r' the hill is an important part of world growth and 
campaign advancement. 

The RAVENLOFT*, F O K G O ~  REAM', and CREYHAWP 
campaign settings are examples of campaign worlds that 
LYW in this fashion. 

This method for world-buildingapplies when you have  a 

m this system, discovering what lies on the other 

iological Approach 
ou have an interesting idea for a society or c u l m  
ay want to start here. Building an Oriental or Arat 

ai&, or one based around nomadic horsemen, seaf 



ing traders, or some other strong culture g o  
method for world-building. Mapping out the 
and detailing particular sites or dungeons are 
cerns at first; you want to create a living socie 
player characters to interact in. After you h 
described to your satisfaction, you can go 
world it lives in, or the adventure sites vo 
player characters to visit. 

For this approach, refer to Chapter Four (Kingdoms and 
Societies), and build up the cultural setting for the cam- 
paign. Then proceed to Chapter Five and detail specific sites 
in the kingdom, and Chapter Six for mythology and history. 
After you’ve detailed the society and the kingdom it occu- 
pies, you can take a step back and handle the material in 
Chapters Two and Three. 

The AL-QADM and PLANESCAPE- settings are strongly 
influenced by sociological considerations, although 
PLANEXAPE stretches the definition of the phrase ‘campaign 
world’ (unless you are one of many who consider S i 1  to be 
a self-contained campaign world in and of itself). 

The Character-based Approa 

“Cs-who are so riveting and strong that they deserve to 
have an entire world built around them. Take a long look at 
the prime movers of your campaign, and what kinds of soci- 
eties, backgrounds, or situations that might have made them 
the way they are. In most cases, this will suggest either a soci- 
ety (Chapter Four) or a particular setting (Chapter Five) as a 
starting point. From there, you can build the kingdom or con- 
tinent surrounding the home of the character of interest, 
working backwards through the chapters. Optionally, you 
may bounce forward to Chapter Six (History and 
Mythology) in order to explain how this one character may 
have a n  impact on the whole campaign. What’s happening 
that makes this one person so important? 

the building of a world Imagine a young, nobleman mage 
(one of the PCs) who has just inherited the castle and lands of 
his father. The DM will want to craft a setting and society to 
surround this character and his castle. Is this a society where 
the traditional roles of land ownership and feudal service are 
held by wizards, instead of knights? Or what if this setting is 
one in which wizard-lords feud and scheme against each 
other, and the brand-new PC is suddenly confronted with the 
shaky alliances and implacable enemies his father left 
behind? As you can see, from this one character and his situa- 
tion, a whole world could take shape. 

The DRAGOWCP campaign and novel series was 
strongly influenced by the original Heroes of the Lance an 
their urinciDa1 enemies, althou& forces of historv and 

Sometimes, you may have one or two cnaracterSPCs 01 

Here’s an example of how a single character might drive 

. 

”~ ~ ~~~~~ 

~~ 

strange or unusual way? Examples of situation-based 
designs could include such things as: a world in which the 
PCs are savages in a world of dinosaurs or elder horrors; a 
guerilla campaign in a world in which the standard races of 
high fantasy have fallen before the might of a dark lord; a 
world in which the PCs are the rulers of vast kingdoms; a 
shadowy campaign in which the PCs play vampire, witch, or 
ghost hunters of one kind or another; or just about anything 
else you could imagine. 

situation is to desaibe the situation itself, and think about 
how it might have affected (or been caused by) the world a 
large. What might a world dominated by elementals be I& 
Once you have defined the problem or hook, you can then 
to work on building the world to suit the situation. You wil 
probably start with Chapters Four or Five (kingdom or la 
sites), and then refer to Chapter Six to build the history of t  
problem before slling in the rest of the planet. 

%e DARK SLIN and B ~ G H T  campaign settings featlll 
prominent situations that strongly affect the entire campaig 
The basic ”hooks” for these worlds give players a chance tc  
experience AD&P game settings unlike any other. 

The Historical Approac 
This course is relatea to the sltuahon-based approach, 

but more specific in scope. A world built around this meff 
features a sweep of events that shape the rest of the cam- 
paign, just as rivers and strrams can shape and weather 
landforms. The first step here is to think up the great evev 
or events that shaped the world, and decide how they re11 
to the lives and perceptions of the adventurers. Was there 
great war in which two highly magical races destroyed ea 
other, leaving behind ruins full of potent magic? Was the 1 

more recent, a civil war that tore a kingdom apart only a 
eration ago? Is there some immense migration of barbaria 
tribes overrunning an older, more civilized race? Or was 
there a particular artifact or maecal event that forever 

The first step in creating a campaign world based around a 

- 
chang& the world? 

Begin with Chapter Six (History and Mythology), and 
then skip back to Kingdoms and Sociology. Once you’ve 
described the event and the land where it took dace. YOU can 
either fill out the rest of the world, or you can &rn & to 

Most of the campaign settings published by TSR Inc. hr 
uicluded significant historid influences, but the world of 
Knmn--home of the DRAGONLANCE setting-is urobablv th 

tart work on specific sites inside the kingdom. 



The Literary Approach 

res of fantasy and science fiction. It’s inevitable that the best- 
loved worlds created by a favorite author will find some 
reflection in a DM’s world-building efforts. There’s nothing 
wrong with thi-as long as you don’t try to sell it or publish 
it, it’s not plagiarism or copyright infringement, and if your 
players love the novel or series as much as you do, they may 
jump at the chance to stomp around in Middle-Earth, Nar- 
nia, Mallorea, or the Young Kingdoms. 

If you’ve decided that you want to make use of a world 
that someone else has built, you’ll find that many of the 
design decisions have been taken out of your hands. Most of 
your work will be interpreting an author’s vision into an 
AD&D campaign. For example, what role do wizards play in 
J.R.R. Tolkien’s Middle-Earth? Or priests? In Middle-Earth, 
onlyjve true wizards exist, and they’re immortal spirits who 
veil their true forms in mortal shapes. Your initial response 
as a DM might be, ”Fine, we’ll just say that PCs can’t be wiz- 
ards in this setting,” but changes like that can have some 
serious repercussions in an AD&D game--especially if one 
of your players just loves wizards and can’t stand the the**”‘.+ 

A great number of DMs are also fans of the nrerary gen- 
nother problem that you’ll have to overcome is the role of 

uw author’s stories and events in your world. In most cases, the 
whole point of a novel (or a series) is to tell the best story in that 
particular world, and to wrap things up one way or another at 
the end. That works fine for literature, but it makes it difficut 
for the DM to explain to the players why their characters are 
every bit as imprtant as the original characters, who may still 
be running around in the campaign. After all, any player who 
read The Lord ofthe Rings knows who E h n d  is, but the DM 
may not want to let the Fcs run off to Rivendell for help every 
time they get in trouble. Separating the characters and events of 
the source material from the adventures of your own F‘C party 
can be a significant challenge. 

favorite author by setting your campaign in the world he or 
If you’re still interested in paying homage to your 

put together a map of Bree, create 
troll-caves to explore, n1.t Tmn11 

in which you play. 



result you get, feel free to roll again. 
Optionally, roll two or three times and look for an inter- 

esting mix or juxtaposition of hooks of different themes. For 
example, if your first roll gives you a Desert World, a secoqd 
roll of Chivalry may help you to envision a society of noble 
desert warriors and riders. Sometimes, hooks that seem to 
clash may spark an unusual idea. 

Climate or Landform 
Aerial: Some aspect of landform or weather leads to the 

development of aerial habitats. Mountain-top kingdoms, air- 
shius. flvine cloud castles, or cliff-side cities are all uossible. 
Avian Pk r&es or characters skilled in operating a& vehicles 
could be prominent. 

Archipelago: No large continents exist, only countless 
islands. (Ursula K. Leguin’s Earthsea is a good example.) 
Kingdoms could be limited to one island apiece, or multi- 
island trade empires could be prevalent. 

Arctic: A great portion of the campaign world is arctic or 
sub-arctic. Most cultures will have to rely heavily on animal 
husbandry, nomadic hunting, whaling and sealing, or fishing 
as the primary source of food. Overland journeys are diffi- 
cult, and many regions may be periodically isolated by 
elaciation or winter storms. - 

Desert: The world is unusually arid, with vast reaches of 
waterless waste. Aericulture and civilization is concentrated 
in fertile belts neaGources of water. Water could be the mea- 

,, ” ” ,* 

16. Warfare 

sure of wealth. 
Forest Virgin woodland is the predominant terrain. Agri- 

culture is difficult, and hunter/ gatherer societies are likely to 
dominate. Sylvan creatures could mjov an unususl advan- 
tage of position. 

Inland sedake: A vast landlocked bodv of water is one 
of the principal features of the campaign se‘tting. ‘In order to mer& a d16 roll, roll a d6 and a d8 simultaneouslv. If 

Jungle: Hoc, humid, year-round c&dition<encourage the d6 corn& up as a 1-3. mad the dR without modification: d thi dh 
corner up A-6, read the d8 as d8-8. This generates a random number 
between * - .  ’ I‘ 

I w I 



inefficient. Savages or hunter/gatherers are common. 

few stretches of level terrain. Travel is very difficult, and 
arable land is hard to find. 

Oceanic: Almost no free land exists. Aquatic races and 
cultures may predominate. Floating islands of specialized 
plants or seaweeds may support terrestrial ecologies. C.S. 
Lewis’s Perelandra is a good example of an oceanic world. 

arid, with endless reaches of savannah, plains, or steppe. 
Civilization tends to cluster around water sources, but 
nomadic cultures are likely to be dominant. 

Subterranean: The focus of the campaign is a subter- 
ranean world. This can be an inner-earth setting that more 
closely resembles a terrestrial campaign (Burroughs’ Pelluci- 
dar is one of these), or a true, lightless Underdark peopled by 
subterranean creatures. 

Swamp: Large portions of the world are inundated low- 
lands. Arable land is a precious commodity, and hunters or 
gatherers are more hkely than sessile agrarian cultures. 

Uninhabitable: For some reason, large portions of the 
world are simply unhabitable. For example, the deep Val- 
leys of a mountainous world may be under too much atmos- 
pheric pressure, so humankind is forced to live on the 
mountainsides. An arctic or desert world may have regions 
that are simply too cold or too hot for anv normal lifeform. 
Adventures in these inhospitable regions could be a signifi- 
cant part of the campaign. 

Unstable/formless: The world features regions that are 
somehow mutable or changing. Physical laws may change in 
regions of faerie, or perhaps in zones where technology 
work and magic fails Imagine a world in whch gods or ele- 
mcntals continually alter the regions under their control. 

Volcanic: Major portions of the world are marked by vol- 
canic activity Earthquakes, lava flows, and ash falls render 
large portions of the world inhospitable to life. Seismically 
inactive regions are havens against the planet’s deshuctive 
power. 

Weather: An unusual weather condition or hazard gov- 
erm the development of society An example of thi5 would 
be the Threadfall from Anne McAffrey’s Pem. A world 
shrouded in fog, pounded by violent storms, or subject to 
regular eclipses would fall into this category, too. 

Sites of Interest 
Caverns: The principal adventure sites for the campaign 

are natural caverns. Mineral wealth or monhter lair5 may be 
the chief interest of the heroes. 

Cities: The campaign is urban in nature, focusing on 
events and personalities of one or two major cities. 

Dungeons: Classic underground delving is the main 
r h s t  of the game, although populations may dwell above 
rround. 

Mountain: The world is unusually mountainous, with 

Plainslsteppes: The world tends to be flat and somewhat 

Fortresseslstrongholds: The PCs spend the majority of 
their time investigating or raiding enemy fortresses, or 
defending outposts of their own. For example, in a world 
threatened by orcish hordes, the PCs might spend most of 
their time striking at the orc-held border forts and slave 
villages. 

Ruins: An ancient culture left behind ruins with fantastic 
wealth, magic, and hidden danger. Locating unknown ruins 
to plunder and piecing together the lost knowledge of the 
ancient race is the major challenge of the campaign. 

Shrines: Lonely sites scattered across the land concen- 

AD&D game. 
Arabian: The campaign has a distinct Arabian flavo 

Zakhara, the setting of the AL-QADIM campaign, would 
excellent source of information on a world composed o 
tastic Arabian cultures. 

Barbarian: The most important societies of the world a 
fantastic barbarians, like the C i e r i a n s  of Robert E. 
Howard‘s Conan stories. Fantasy Vikings can be th.rown in 
with this group. The historical references Vikings or Celts ma 
prove useful for a barbarian campaign. 

Feudal: The primary cultures of the campaign 
on the feudal societies of medieval Europe. Charle 
adins or The Crusades may be useful references. 



c APP 
Post-Renaissance: Gunpowder weapons and new tactical 

systems have ended the dominance of the m o d  knight. 
The campaign centers on nations that have reached a tech- 
nology and cultural advancement equivalent to Europe in 
the 16th or 17th century. See the historical reference AMigkt 
Fortress for more information. 

Savage/tribal: The principal cultures are still tribal in 
nature, in the fantastic tradition. Generally, they will be 
found in worlds or regions with a Lost World feel, including 
dinosaurs or Pleistocene mammals such as cave bears and 
sabre-tooth tigers. 

Seafaring: The culture is reliant on seafaring for trade, 
communication, fishing, and general survival. Usually, this 
characteristic is paired with another to create ancient seafar- 
ers, Arabian seafarers, and so 01 

Situation 
Class dominance: One type of character plays an unusual 

role in the campaign; for example, bards may rule the gc--- 
ment with ability for song determinh gone‘s position, 01 
thieves’ guilds may actually run most communities. 

Court: The campaign centers around the politics, 
intrigues, and rivalries of a kingdom’s court. Some or all of 
the PCs may hold important posts or titles. 

Chivalry: The ideals of chivalry are the emphasis of the 
campaign, and some or all of the PCs are part of the group 
(knighthoods, nobility, etc.) that embraces these tenets. 
Arthurian legends could be useful resources. 

role in the day-to-day affairs of the world. An evil god‘s 
avatar may reign and wield power as a great lord of dark- 
ness, threatening the entire world, or a good-aligned deity 
may choose the PCs as his or her favorite tools to accomplish 
some end. J.R.R. Tokien’s Middle-Earth and David Edding’s 
Belgariad are good examples. 

Dying world After aeons of history and uncounted civi- 
lizations, the world approaches the end of its existence. The 
M3s may be able to stave off the inevitable through a contin- 
uing quest, or they may live in a world stricken by mortal 
lassitude. Jack Vance’s Dying Earth stories are the definitive 
model of this kind of setting. 

Enemies: The world is plagued by a particular enemy or 
enemy species, such as vampires, werewolves, extraplanar 
fiends, or some similar horror. The enemy does not necessar- 
ily wish to rule or dominate the PCs’ world, and may not 
even bother with concerted action. 

Exploration: Great tracts of the world are unknown, and 
the PCs will spend much of their time and effort in mapping 
or traversing terra incognito. 

Frontier: Civilization stops at a certain point, after which 
lies vast stretches of monster-infested wilderness. Settlers 
and fortuneseekers flood into the region while the native 
creatures or societies that are threatened by the growth . 
civilization may strike back. 

Deity: A power or demi-power plays an unusually actiw 

that affects the entire 

races and monsters a 

Psionics: Mental powers play an impatant role in the cam- 
paign setting. Psionicists may be recognized as a viable &- 
pline equal to or superior over magic, or the entire population 
may wifness an increased incidence of wild talents. 

Race dominance: One particular race, either monstrous 
or demihuman, has come to rule the world. Humans or 
demihumans may create a cultural empire that suppresses 
the less fortunate demihumans around them; monsters build 

unusual level of technology, either 
found in most AD&D games. Opti 
exist, but resources are scarc-n 
of mail or plate armor would be w 
low-resource world, m 
value of magic items. 

Warfare: The primary culture of the campaign is locked 
in a cycle of warfare. The conflict may be either internal or 
external. Military expeditions, espionage, and sabotage are 
principle source of adventures for the hem 



Historical 
Ancient desolation: A war or catastrophe of epic propor- 

tions, avilization annihilated in the distant past, leaving scat- 
tered ruim and dangerous or corrupted patches of landscape 
in its wake. 

Artifact: A powerful artifact played a crucial role in shap- 
ing the world as it is today. The possession of this artifact is a 
constant source of contention and adventure for the player 
characters, or the artifact has created a condition that 
requires &e PCS' attention. 

central culture of the campaign, leaving a world littered with 
hundreds of counties, baronies, estates, principalities, and 
aty-states. Shifting alliances and strife between rivals and 
neighbors creates many adventure opportunities. 

Civil war: The primary culture has been divided by an 
explosive issue, such as religion or succession. Most of the 
NPCs of the campaign have come down on one side or the 
other, and the Fcs may have to pick sides, too. 

eign land. Crusades can be brought about by religious differ- 
ences, a desire for wealth or resources controlled by the other 
culture, or any other reason the DM deems appropriate. The 
crusade may have lasted centuries, with different stages and 
alliances. It can be an ongoing event or a force that shaped 
history decades ago. 

Balkanization: No powerful empirr has ever united the 

Crusade: A great military expedition has besieged a for- 

Insurrection: The heroes stand against an oppressive 
government or conqueror, seeking the overthrow of the 
offensive person or persons. This can be a light-heart( 
Robin Hood campaign, or a deadly serious and grim 
battle for survival against overwhelmingly powerful 
opposition. 

changed recently) with the arrival or departure of an entire 
culture. The tribal migrations of theGetnanic peoples 
brought theminto contact-and conflict-with Rome in the 
real world; similar pressures may create tension between a 
sessile, agrarian civilization and a more mobile, barbaric 
people who are trickling into the m a .  

Post-apocalyptic: The world was recently s 
cataclysm of unimaginable power. Only the smal l  
of soaety and avilization suwive in a wdrld gone mad. The 
apocalypse may have been an onslaught of evil, a climatic 
event, or even the conflict of powerful deities. The K s  must 
survive in a world where the rules have changed and try to 
put things back together. 

Migration: The national borders aze changing (or 



and 
Planetology is a pseudo-scientific word for the study of 

planets and planetary features. It combines a number of spe- 
cialized disciplines: astronomy, geology, geography, ecology, 
climatology, and numerous other fields of leanung. Gener- 
ally, planetology is an effort to see the forest for a forest by 
looking at all the trees together rather than one at a time. In 
this chapter, we'll examine the bare bones of world-building: 
the skeleton that supports the varied details of a living, 
breathing campaign. 

Imagine that you are in a spacecraft orbiting the world 
you're about to design. What features can you discern from 
an altitude of a couple of hundred miles? The arrangement 
of the continents, the location of mountain chains and major 
lakes, and broad generalizations about terrain types are 
about the only details that can be seen from space. This chap- 
ter concentrates on these planetary features and characteris- 
tics. In later chapters, continental and regional details will 1 
explored, but for now we want to examine only the largest 
and most basic features of your world. 

Most campaigns spring into existence as nothing more 
than one-dimensional settings for a dungeon, ruin, or mys- 
tery, After the PCs solve the initial problem or adventure, the 
DM slowly fills in their surroundings as the heroes begin to 
explore their world. This chapter presents a reversal of that 
time-honored tradition by starting big and then working 
down to the level of detail desired. This is a good place to 
start if you don't know what kind of adventures you would 
like to run for your players, or if you find the grand scope of 
continents and seas to be the logical first step for your design. 

The Real-World Model 
Much of the material in this chapter assumes thi 

interested in building a fairly realistic world, with fi  

tastic features at the planetary scale. In other wordr 8 *" 

you consciously decide otherwise, your world is probably 
going to take the form of an Earth-like planet existing in a 
universe where the physical laws come close to our own. 
Obviously, this is a significant slant, especially if you wish 
create an exceptionally fantastic setling. So, when scientific 
explanations are used to explain things like mountains, sei 
and weather, you should feel free to substitute any system 
(or lack thereof) that you wish to explain these features. 
Some explanations you might use include the direct activit 
or conflict of gods and similar powers; the existence of ele- 
mental and nature spirits; the effects of magic-wielding mc 
tals; or the general weirdness of the cosmos. In other word 
give yourself the magic to break the rules. 

In a fantastic setting, can be any shape or size 
you please. It doesn't ha a planet; it can be a self-cc 
tained cosmos or dimension, a world inside a world, a flat 
plane of inf'inite size, or anything else you can think up. Fa 
the sake of argument, we're going to emphasize the real- 
world model; planets tend to be round, weather and land- 
forms are der&ed from realistic causes and effects, and in 
most places a person transported from Earth to your plane 
wouldn't be able to tell the difference between the tw 
worlds until a dragon came along to gobble him up. 

This is a pretty substantial assumption on our part, sin 
there is no good reason why you can't create the most fant) 
tic or bizarre world you want to. But before you force your 
player characters to live in a world composed of sentient, 
mountain-sized asteroids engaged in a perpetual rugby 
match, consider that your players have an easier time imag- 
ining places that resemble places of their own experience. 
Everyone knows what forests, hills, and mountains look lil 
Everyone knows why being caught in a driving rainstorm 
with no shelter isn't fun. By giving your players the chancc 
to concentrate on their characters and the adventure, you 
eliminate the potential for your weird world and terrain to 
steal the scene. Of course, if you want the players to be slac 
jawed and glassy-eyed with the effort of imagining the 
Stomping Mountains of Bzash, then feel free to introduce t 
fantastic wherever you think it's appropriate. 

bodies in the real world are spherical, due 
gravity. Asymmetrical bodies are usually 
on or similar catastrophes. Your planet, of 
shape you desire. (Again, remember that 

.,e to be a Dlanet!) Cnma ,,...*ir\nn &,.. "L"d 
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2) cube 
3j eightsided 
4) ten-ided 

' Sphere: The world is generally spherical, like most 
i celestial bodies. The world is most likely set in a universe 1 1  in which some or all of the normal laws of physics and 

~, gravity can be found. The Map Blanks provided on the 
,I accompanying pad are designed to represent spherical 

bodies; take a look at the following box describing Fantas- 
tic Cartography for ideas on how you can map your spher- 
ical world. 

Inner surface: The world exists on the inner surface of a 
sphere, ring, or polyhedron. An excellent examRle ts the Pel- 
lucidar of Edgar Rice Burroughs. Note that the orizon climbs 
in this world, so it may be possible to see terrain features at 
extraordinary distances. The Map Blanks work equally well 
for inner surface worlds. 

Plane: The world is a plane of either finite or infinite 
dimensions. If the plane is finite, you can consider it to be a 
table-top, with a defined "edge" that the world's denizens 
dare not aoss. "Beyond this point, there be dragons." If it is 
infinite, it has no edge but continues in all directions without 
end. A simple piece of blank hex or graph paper (Map Blank 
5 would be perfect) represents the world as it actually lies. 
There is no distortion inherent in this approach; the world is 
just as flat as your sheet of paper @ut probably thicker!). 

Cylinder: The world is a cylinder. The campaign is pre- 
sumably set on the curving outer (or inner) surface, and the 
flat ends are ignored or inaccessible. A mariner could sail 
around a cylindrical world, but an aviator couldn't use a 
transpolar flight route! Because the world only curves 
through two dimensions, you can use a flat piece of paper to 
map out the setting without distortion-simply define two 
opposing edges to "wrap" from one side to the other, and the 
other two sides are naturally impassable. 

Self-contained Dimension: The world is the entirety of 
the cosmos, and nothing exists beyond it. Within this cos- 
mos, it can take the shape of the inner surface of a sphere, a 
finite flat plane, or anything else imaginable. You can ignore 
the World Mapsheets and go straight to the Continent/ 

itv, you may be able to adapt the World Mapsheets and sim- 
piy;gnore &e distortions, 61 you may wani to come up with 
a map projection of,your own. , .. , ,,._. 

) .  ,,' +.$I& i ,6" : 

World Size . .~ 
After you decide what the shap of your world will be, 

you should detennine an a 

accustomed to the gravity, and they have no adjustments to 
their movement rates or ability scorn due to unusually 
heavy or light gravity. A more important issue from a world- 
builder's standpoint i5 the amount of durface area provided 
by a world of a given size. 

the Earth is about As a model you may want to 

vour adventurers. 



Flat or cylindrical worlds would be about 20 hexes no& 
fqsouth and 35 hexes east to west in order to provide a SUI 
&?e area roughly equal to a spherical world of the same 
number of hexes. For example, if you rolled a 57 on the 
World Size Table (500 miles per hex) your olanet would be 

03-08 1,600 mi. 100 miles 20 miles 
09-15 151 l l l l l e s  30 miles 

92-97 12;ooo mi. 750 miles 150 miles 
98-00 16,000 mi. 1,000 miles 200 miles 

Size of Non-Spherical Worlds: Unusual world shapes 
may require you to exercise a little judgment of your own to 
determine size. The best way to set a size for non-spherical 
planets is to determine the size and number of hexes on the 
World Map (regardless of the form that ends up taking). Take 
a look at Map Blank 1, the Polyhedral Display-there are 
about 700 hexes scattered on the twenty faces. Assuming that 
you want about the same number of hexes for your world 
map, you can use this as a measuring stick for the size of 
your planet. 

10,000 miles north to south &d 17,5ob milgs east to YI 
with a total area of 175 million square miles to explor 

Polyhedral worlds such as cubes or tetrahedrons simply 
spht the available number of hexes between their faces. For 
example, a cubical world would divide 700 hexes between 
six faces, for 116 hexes per face. Rounding up a touch, each 
face shows eleven rows of eleven hexes each; if your roll 
indicated a world hex size of 300 miles, each face would be 
3,300 miles by 3,300 miles (which is one big cube!). , .  

Example: Kim rolls for plane ---I es up with a 
, or a planetary diameter of 4,000 miles. This means that the 

I hexes on her reg&nal maps will be 50 miles across, which is a 
7od mapping size. Kim knows a little about astronomy, and 
le realizes that this is about the size ofMars. Despite the 
anet's small size (compared to Earth's), it will still have a vas 
nd surface area, especially f i t s  hydrography (or surface wate 
stribution) is relatively low. She is also reminded of the Bar- 
om books of Edxar Rice Burrouahs, and begins to think about 

I ~ 



WO7 and 
After you've determined the gross physical dimensions 

of your campaign setting, move on to Hydrography to start 
creating continents and oceans. 

The Sun, the Moon, and the Stars 
You may want to take a moment to consider the relation 

of your world to other heavenly bodies. When the peoples of 
your world gaze into the heavens, what do they see? First of 
all, is your world a planet as we define than, a body sur- 
rounded by the void of space or wildspace? Does it have a 
sun, or is light provided by a god who drives a fiery chariot 
aaoss the sky each day? Is there a moon? Or dozen moons? 
What color are they? How large? How does the world's 
astronomy affect the day-to-day life of its inhabitants? 

For now, we'll assume that your world is a planet orbit- 
ing a sun, with a fairly normal moon system. However, if 
you want to explore other options, you can refer to Cosmol- 
ogy (Chapter Six) for ideas on determining your world's 
place in the cosmos. 

Hydrography refers to the distribution and mapping of 
bodies of water. In this step, you'll determine how much of 
your world is covered with water. Obviously, some world 
hooks will force this decision for you; if you want a desert 
world, you'll deliberately select a very low hydrographic 
percentage, while for a seafaring campaign you'll want to 
make sure that some sizable seas or oceans exist. If you don't 
h o w  or don't care how much of your world is covered with 
water, simply roll on Table 4 for your world's hydrographic 
percentage. This is the amount of the world's surface that is 
covered with bodies of water. As an example, the Earth's 
hydrographic percentage is about 70%. 

Table 4 World Hydrography 
doh Hydrographic Percentage 

ni -1 n m% ". ." -- ," 

Once you have determined how much of your world a- 
sists of seas, lakes, and oceans, your next step is to sketch out 

percentage and your own personal whim. 
If you don't h o w  where to begin with sketching your con- 

tinents and seas, refer to the chart below. It lists water and +I 
distributions per region for the Wo diffamt world displays 
Naturally, you do not have to follow thjs exactly. To use the 

i 
' L  

chart, find the column at the top of the chart that.qptches your 
world hydrographic percentage and the style ofmap you prefer 
to use; then read down to find the number of regions (big trian- 
gles on the Polyhedral Display, or truncat+ squares on the 
Polar Display) that possess the listed mix of water and land. 

outstanding example of this kind of distribution. This can 
also represent a small peninsula or portion of coastline con- 
necting to a larger land mass in an adjacent region. 

Water and Land The region is about half land and half 
water. This could be a portion of continental coastline that 

continent; or possibly a large i n h d  sea in the center of a 
landlocked region. Europe and the Mediterranean Sea might 
be a good example. 

Land with Major Seas: About three-quarters of the 
region is land. This could be a con+inent that fills most of a 

est parallels to be found on Earth. 



Continents, Islands, and Coast ______ 
The next step in the world creation process is sketching 

out the actual shapes of the continents and major islands on 
your world display map. The regional distribution of land 
and water may suggest a pattern to you; for example, you 
may choose to group all the land regions into one super-con- 
tinent, or you may decide to divide them into a number of 
small island-continents. 

ihie 

I ver) creatiw prcmss .Iht, follorving table can help 
I to ballpark how large your runtinenis or sea5 should 

I 
rn svsterns for generating exact coastline<. It’, much 
iter for you tu u% the Idnd and water distributiun as J 

You can determine the number and location of continents or 
seas by using random r o b  to detefinine the size and placement 
of the nondominant terrain. In other words, on waterdomi- 
nated worlds (hydrographic profilea of a%, 8056, or 100%) you 
will randomly place continents and islands; on land-dominated 
worlds (hydrographic percentages of 20% or 40%) you will ran- 
domly place seas, lakes, and oceans. Count up the number of 
regions that include at least 50% of the feature you’re placing 
for landdominant worlds count regions of water, water with 
minor islands, water with major islands, and water and land- 
note that the number of regions varies, dependjng on which 
display you pder. Then refer to the chaa below: 

After you’ve deterdined the number of bodies of water 
or land masses, you’ll determine the size of each one. Start 
with the first sea or continent and roll its size, as indicated on I 
the extreme regions; even a region of nothing but open seas 
can still have a few tinv atolls or islets. 

the above chart. Continue for each additional sea or conti- 
nent until you’ve accounted for the indicated number of 
seas. If you ”run out” of regions (the first bodies you roll use 
uu all the land or water). the remainine seas or continents are 

Id is dominated by land (it has a hydro- 

~ ~ ,I 

regions at your dispkal (water with major islands, water 
with minor islands. and so on) are sulit between the seas or 

a number (the Map Bl& are already labellea with nu;- 
bers) and roll randomly to see which region forms the cent 
point of your land mass or sea. For a polyhedral display, a 
simple d20 roll will do; for the polar display, roll l d h n  
or 2, the body or mass is centered in regions 1-10 (dlO); on 
3 or 4, it’s centered in regions 11-18 (d8+10); on a 5 or 6, it’ 

rumple:  T \ C ~  rrds two seas to yiurr on her polyhedral aca- 
play. Herfirst roll for the large 7-region sea is a 2, so the big 
ocean will be centered high in the northern hemisphere. A second 
roll of9  indicates that the 2-region sea will be centered in the 

rill of ld6 indicates Tto 6 separate continents. Rem 
this doesn’t include small bodies or masses that 

Coastlines: At this stage, you’re cmerned with 

The number of seas or continents will tell you how the 
Lslevant regions should be grouped or divided. For example, 
if you have 9 land regions on a waterdominated world, a 

1 >egion each. Similarly, if you have legover regions becaus; -3 
your seas or continents are too small. the last one eets all thb 4 u ~~ 

ieftover land or water. 

You can arbitrarilv decide how the various m e s  of 

PlacingContinentsorSeaw A . ’~ ’ 

Now that you know roughly how large your land mas, 
or seas are, it’s time to figure out where they are on the 
world. This is easy-all YOU have to do is assign each reaion 

P 

I center oftke middle latitudes.%e a look at the figure below: 

I. 



in ous three coastlines basic forms--mountainous, tend to create numerous. hilly, islets, or flat. jagged Mountain- fjords, JeismoZtgy and Te 
and deep, narrow passages. Arms of the sea flood the valleys ! 

between the peaks, creating numerous inlets and waterways. 
The Alaskan panhandle and the coast of Norway are good 
examples of mountainous coasts. 

Hilly coastlines tend to produce prominent capes and 
peninsulas, but are not as extreme as the fjord systems found 
in mountainous areas. The coasts of New England or south- 
em California are generally hilly. 

Flat coastlines often feature broad stretches of wetlands 
or salt marsh along the coast. Sandy banier islands may shel- 
ter the wetlands from direct contact with the ocean. River 
deltas may create large wetlands, too. Visit Florida. 

For the most "realistic" appearance, your continents and 
seas should feature some remote capes and headlands, 
chains of islands, and stretches of even coastline. Again, take 
a look at a map or globe for examples of how coastlines are 

n our own world, the continents and seas are not.static, 
ine great land.masses and seas rideon msta l  plates, float- 
ing on the softer and hotter material of the planers w t l e .  
The movement of these plates kmemly imperceptible by 
human standards; in the entirety of recorded history, the 
Atlantic @an has widened by a matter of a hundred-odd 
feet. Despite the incredible slowness-of gdogical motion, 
friction and collision between moving plates afe responsible 
for earthquakes, volcanic activity, and,formation of earth's 
mountain ranges. 

In a fantastic world, of course, everything we know 
about seismology may be nothing morethan~srnoke and mir- 
rors. The world may feature no plates or.tect&c features at 
all-mountains might be carved by the hands of~the gods in 
the world's youth, volcanws may be great portals to the Ele- 
mental Plane of Fire, and earthquakes may be the wrath of 
vengeful deities or the manifestation of restless earth spirits. 
For that matter, mountainsmay be living,crea*s that p w  
and shiftslowly in a scale beyond the perception of 
humankin d. You can invent any explanation you @h . .  f6r tht 
workings of your planet's geology. 

, ,  , 
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Plate Tectonics 

nous unit; instead, it is divided into a number of plates. Con- 
tinents and oceans rest on these huge slabs of material. The 
areas of greatest seismic activity are found at the edges of 
these plates. The famous Ring of Fire around the Pacific 
Ocean marks the boundary of the Pacific plate with the 
adjoining North American and Eurasian plates. The volca- 
noes of Italy-Vesuvius and Etna-are the result of friction 
between the Eurasian and African plates. 

A twical Earth-sized world consists of 4d4 dates. each 

The solid portion of the E&% ausPiD. ogk- 

' 

sp&g ld6 regions on the world display ma;. If you run 
out of regions, simply count the balance as single-region 
plates. If you run out of plates, the last plate receives the rest 
of the unallocated regions. Take a look at the continents and! 
oceans of your world; in most cases, each continent and 
ocean basin should consist of one to three plates. Generally, 
large islands are part of the ocean plate or a nearby continen- 
tal plate instead of acting as plates of their own. 

I 

Mountain Chains and Rifts 
Plate boundarie are the best place to find mountair 

two plates collide, the border areas tend to be forced up or 
down in a pmcess known as subduction. In addition, the s t m  
may induce folding or crumpling of the plates. The &des 
Mountains of South America are a perks example of this; the 
Pacific plate dives under the South American plate, raising a 
sheer mountain range on the western edge of the Continent. 

The reverse of this collision pro- cause$ rifts, or valley 
systems, where plates are moving apart. The Great Rift Valle 

is growing where the eastern tip of the continent is 



A Diagram 3 
Plate Boundaries and 

Mountain Ranges 
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Plate Movenwnt 
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Medium Mountains 

High Mountains 

Marine Tmcbes 

moving away from the rest of Africa. In a few million years 
(a mere tick of the geological clock) Africa will be pulled 
apart into two separate continents. Another example of this 
phenomena can be found in the Mid-Atlantic Ridge, the 
longest chain of mountaim on Earth. As the Atlantic Ocean 
widens, magma swelling up in the growing space between 
the plates has created a huge, submerged system of volcanic 
mountains. 

In this step of world budding, you'll examine your plate 
boundaries in and around the continents and determine if 

Table 7: Plate Movement 

, .  
I These characteristics am conducive to volcanic adivity; see the next 

1:: section. ,p .$> These characteristics cause seismic (earthquake) adivity; see the next I: I "section. 

they support rift systems or mountain systems. Then, you'll 
mark the major mountain chains of your world on the 
world 
display map. Choose one plate and consult Table 7, compar- 
ing it  to one other adjacent plate. Repeat this process for the 
rest of the plate boundaries, or at least the ones surrounding 
the continent you're primarily interested in. Disregard 
results that don't make sense, like a phte that is moving 
towards another plate that's moving away from the firs1 

No mountains: The landforms dong this boundary 
primarily plains or possibly low hills. 

Low mountains: A range of old, weathered mountai 
from collisions in the distant past still marks the boundary of 
the continental plate. The Appalachians are a good example 
of low mountains. 

Medium mountains: A new range formed in the colli- 
sion, or an older range that has experienced a small degree of 
weathering, exists along the plate boimdary. The Rodaes or 
Alps are examples of medium mountains. 
High mountains: A young mountain range has reached its 
maximum height m a  violent plate collision. The Himalayas 
(or possibly the Andes) are examples of high mountains. 

Rift system: ln places where a continent is pulling apart, 
a rift system may develop. This creates extensive valleys, 
low-lying areas, or escarpments that can run for thousands 
A -;I- qe s&ess of the md4n- -_.., h...L1ing and 



1 
51gNficant hills or ridges along the rift. In addtion, volc 
activity is common in rifts due to the upwelling of magma 
bctween the separatinr dates. 

Trench sysiem: W&n one plate is forced beneath 
another, it may create a trench system. The terrain may fea- 
ture extensive gorges or low-lying areas, and the opposing 
plate is usually forced up into sigruficant mountains. The 
Chilean trench is an example of this; the Pacific plate is sub- 
ducting beneath the South American plate, creating deep 
marine trenches while the Andes mountains thrust 
upwards. I 

.-.IIIx-I_ 
le movement 

Worlds of higher or lDwer gravity will form smaller or 
larger mountains, respectively While the player characters 
may not receive any bonuses or penalties to their strength 
scores (after all, they’re quite accustomed to the world they 
live in), a light-gravity world can feature mountains two or 
three times the size of equivalent peaks on Earth. For exam- 
ple, the highest known peak in our Solar System is MOM 
Olympus, on the planet Mars. It reaches a height of almost 
80,000 feet, dwarfing Mount Everest’s 30,000 or so. On a 
world of heavier gravity, it will take more violent circum- 
stances to raise a mountain as high as those found on small 
worlds. 



Table 8: Mormm Size Adjusbnenb for u..Vity World 

n 

80 *......*... 

Low-gravity worlds can develop mountains beyond the 
normal limit, including Very High (50,000 feet) and Extreme 
Mountains (up to 100,000 feet). These unusual ranges are dis- 
,used in Landforms, in the following chapter. 

Volcanic Activity 

world? The answer depends on the seismic stress and heat of 
the planet (or on the will of the gods and the fury of the fire 
elementals, if you prefer a fantastic explanation). Planetary 

How much volcanic activity can be found on your 

swss develops h im the gravitational-influence of other 
nearbv bodies; if vour world has six big moons all closer 
than the Earth’s moon is to Earth, you can expect extreme 
seismic stress, and a p a t  deal of volcanism as a result. 

Table 7, Plate Boundary Characteristics, noted what types 
of plate alignments are llkely to create volcanic activity. For 
each location in your world that matches the profile given in 
that table, roll on Table 9 below: 

hrlcJe geological wluL slLruLy 5=ya=lm, ny.yL6n, 

pots, and similar phenomena. Iceland is-famow for its hot 
spring activity. 

Extinct Volcanoes: At one point in the distant past, volca- 
noes played an important role in the famation of the moun- 
tains or landforms, but the volcanoes are generally cold and 
dead. There are a handful of extinct volcanoes scattered 
through the Appalachian mountains. 

Dormant Volcanoes: Although none are currently erupt- 
ing, the range featuts volcanoes that have the potential to 
erupt. Several peaks of the Cascade range in the Pacific 
Northwest are dormant volcanoes. 

Active Volcanoes: The range includes volcanoes 
erupt, either continuously or intermittently. The volcan 
Iceland, Hawaii, or Italy could fall  into this categor 

Refer back to Diagram 3. You’ll see that Kim already rolled 
for volcanic activity along the plate boundaries with the likely 
characteristics. In one region, the boundary just east of the 
smaller sea, she actually came up with a W for vulcanism! 
Clearly, that’s an unusual part of the world. She’s already thinn- 
ing about lost-world settings, jungles, and dinosaurs in that area. 



Worlds and Wanetology 

hown below on 

experience major shocks once every two to h e  centuries. 
Uncommon seismic activity creates two to four major shocks 
per century. Common seismic activity means that significant 
earthquakes occur once every five to twenty years. 

It’s not crucial when building a campaign to know how 
often earthquakes strike a given region; after all, no matter 
what the seismic tendencies are, earthquakes occur at the 
DMs whim. This is only a guideline for characterizing a 
large region and how earthquakes may have affected its 
development. Also,be aware that coastal regions subjected 
to earthquakes may experience devastating tsunamis in 
addition to tremors. 

Meteoric Impacts 
In the course of recorded human history, t h m  have been 

very few meteoric impacts of any significance. The most vio- 
lent of these in 1908, when a meteorite weighing an esti- 
mated 1 million tons smashed into the Tunguska region of 
Siberia. Another meteorite twice that size struck what is now 
Arizona about 20,000 years ago. It left a crater almost a mile 
wide and 750 feet deep. In the grand scheme of things, these 
are actually minor impacts. A larger impact is thought to 
have been responsible for the mass extinctions that ended the 
age of the dinosaurs. 

While the record of meteoric bombardments is clear on 
Earth, other planets and moons in the Solar System display 
the scars of even more catastrophic impacts. In building a 
fantastic world, an ancient meteor impact gives you an 
excuse to punch a hole straight through the middle of a con- 
tinent and create an inland sea or vast depression, ringed by 
waves of shock ridges the size of mountains. Naturally, you 
can also come up with an interesting reason for the cosmic 
collision. Angry gods or the efforts of space monsters to 
destroy a planet could be responsible for bombarding your 
world with falling mountains. 

Most craters should be no more than a few miles across, 
and so are probably best placed on a regional or area map 
instead of the world display. However, if you want to show 
a place or two where redry big impacts happened, arbitrar- 
ily pick Id6 spots and draw craters ld6 hexes in diameter. 
Recent impacts may still feature hot lava in the center, 
while older impacts have probably cooled and filled with 
water. 

Geological Activity on Fantastic Worlds 
The last and best rule of thumb about setting up your 

campaign is simple: Be arbitrary, capricious, and un-realistic. 
Find some places to create phenomena or terrains that com- 
pletely violate the guidelines presenkyl so far. After all, this 
is a fantastic world, not a scientific one. Do crustal plates 
even exist on a flat world, or a polyhedral world? If they 
don‘t, then where do mountains and volcanoes come from? 
The eods? The element&? 

The last step of world design that affects the entire planet 
is the creation of a world climate. For purposes of an AD@ 
campaign, a region’s climate falls into one of five different 
categories: arctic, sub-arctic, temperate, sub-tropical, and 
tropical. You may have noticed that these climatic zones 
marked on the World Display map blanks for your conve- 
nience. These zones form a total of nine distinct 
bands on the World Display. 

Within each band, there can be significant loc 
tions. One of the principal sources of a shift in a 1 
is altitude; even at the Earth’s equator, high moun 
remain snow-capped year round, and highland repons m 
enjoy a much cooler climate than the lower altitudes sur- 
rounding them. Other local variations may be induced by 
unusual weather patterns, cold or warm water currents, s’ 
nificant geothermal activity (a favorite for lost jungle valleys 
in Antarctica), the will of the gods, or the presence of a PO 
erful artifact, spell, or relic. 

Remember, you don’t have to justify werything with 
scientific explanation; for example, if your world has two 
suns, one above each pole, it could be that the poles are 
tropics while the equitor is the coldest region 6f the planet. 
Or, for another case, imagine that your world is permanently 
locked with one pole facing its sun. The sunward pole would 
be super-tropical, the middle latitudes tropical, the equator 

cyou  don’t wish to use plate tectonics as an explanation I 
‘r the formation of your mountain ranges, here’s an alter- 



temperate. As one moved into the dark side of the planet 
conditions would rapidly grow too cold for human habita- 
tion ... but not for cold-based monsters, undead, or ice ele- 
mentals. In short, the information about world d i t e s  
assumes that your campaign setting is a planet that orbits a 
sun in much the same fashion as Fpth-ifffhis isn't e for, I 

your setting, then anything goes. 

Mean Planetary Temperature 
If the Earth orbited the sun at the distance that Mars 

does, the planet would be extremely cold. On Mars, daytime 
temperatures rarely approach the freezing point of water. 
The Earth would be in somewhat better shape due to its 
thicker blanket of atmosphere and inmased ability to trap 
heat, but even equatorial regions would be sub-arctic, at best. 
You can create an unusually warm or cold campaign world, 
and adjust the climatic bands to match. 

Table 13 Planetaw Temuerature 

Inferno: All d i t e  bands are two steps warmer h 
normal. In other words, arctic 
tic regions are sub-hopical, 
sub-tropical regions become sup t r@nl ,  and the tropical 
band is uninhabitable. 

the tropical zone is super-tropical. 
Hot: All climate bands are one step wanner than normal; 

Normal: The climate bands remain unchanged. 
Cold: All climate bands are one step colder than usual. 

Freezing: AU climate bands are two steps colder than 
The poles are super-arctic. 

normal; the poles are uninhabitable. 

fortably tolerate, but an unprotected human can survive in 
such areas, at least temporady The average temperature is 
well over 100" Fahrenheit, usually in the 110" to 140" range. 
Human soaeties in such conditions may become nocturnal 
or do their best to avoid the heat of the middle of the day. 
Portions of the Earth fall into this category. but only on a sea- 
sonal basis. At certain limes of the year, a region in this &- 
mate band may become uninhabitable for humans. 

Super-arctic regions are extraordinarily cold, usually hov- 
ering at -50" Fahrenheit at their best and plunging down to 
- 1 5 0 O  F or lower in the right conditions. Humans cannot SUT- 
vive these conditions without extensive preparation and 
equipment, and even then the temperatures at the lower end 

Super-tropical regions are warmer than humans can com- 



Worlds and TZanetoZogy 
of this scale will force PCs to rely on magical protection or 
perish. The Antarctic plateau in the middle of winter can be 

mers than normal (for Earth). The arctic circles are located 
well within the borders of the arctic climate band, about 5' 

considered super-arc& 
Uninhabitable: The conditions are simply too hot or too 

cold for unprotected humans to survive. Areas that are too 
hot may range from 150' F to 200" F or more, while areas that 
are too cold rarely climb above -150" E The Earth does not 
possess truly uninhabitable terrain, but large portions of 
Mars could be considered uninhabitablv cold. 

Seasonal Variation! 

10' from the poles. 

Earth's. The arctic circle is located at the border of the arcni 
and sub-arctic climate bands (about 23" from the pole). 

Severe: The world's axial tilt exceeds that of Earth, m a  
mg strong seasonal variations. The summers will be hotter 
and the winters colder than those experienced at similar lai 
tudes on Earth. The arctic circle is located well within the 
sub-arctic climate band, about 30' to 35" from the oole. 

Moderate: The seasons have a variation similar tc 

Earth's seasons are created by a slight axial tilt to its rota- 
tion. From March 21st to Tune 21st. the north oole is actuaUv 

Extreme: The world has an axial tilt of 45' or &ore, creat- 
ine strone seasonal variations even in the sub-troDics. 

closer to the sun than thesouth pole because 'the Earth is 
' 

tilted in that direction. As the Earth's orbit carries it around 
the sun, it still leans the same way; in wintertime, when the 
Earth is on the opposite side of the sun, the north pole is far- 
ther from the sun than the South Pole. This increases or 
decreases the amount of sunlight each hemisphere receives at 
different times of year. In summer, the mrthern hemisphere 
absorbs more solar energy, generating wanner weather and 
loneer davs. In the trooics. seasonal variations are almost 

R&ions x the middle latitudes experience unbe&ably hot 
summers and bitterly cold wmters. The arctic circle is located 
at the northern edge of the temperate band. 

I 
Y 

meaningbss because &equatorial regions receive about the 
same amount of sunlight all year long. 

Naturally, a fantastic world doesn't have to rely on asci- 
entific explahation for bitterly cold winters or sco&ng 
droughts. In Greek mythology winter was the time when the 
goddess Demeter mourned her separation from her daughter 
Persephone, who remained in Hades for part of each year. 
You could explain seasons as an actual variation in the 
amount of light and heat put out by the sun, or as the eternal 
warfare between the gods and the forces of darkness, or any- 
thing else you can imagine. 

Table 14: Seasonal Variations 

The arctic circle refers to the southernmost point on the 
Earth's surface at which an observer does not see the sun 
during the winter solstice. In other words, at this point the] 
will be one day of darkness each winter. At the summer sol 
stice, this is the southemmost point at which a n  observer 
does not see the sun set. The farther north one travels, thes 
periods of continuous daylight or darkness become more 
and more lengthy. As you can see, in worlds with extreme 
seasons, the northern latitudes face months of winter dark- 
ness or summer sunshine without reprieve. 

1 
Variation You can mark the seasonal uari&ons on your map by 

noting the position of the arctic &le and the tropics (these 
l i e s  are just as far from the Equator as the arctic circle is 
from the pole). You may find this useful when you begin tc 
detail the individual regions of your campaign world. Severe 

Extreme 
Prevailing Winds and Ocean Currents 

variation in the amount of solar energy absorbed by a hem 
sphere, is the driving force behind the worlds weather pat 
terns. Winds and ocean currents in the northern hemispher 
tend to circulate clockwise, while winds and currents in t h t  
southern hemisphere circulate counter-clockwise. 

ocean or major sea. If the body of water is north of theequa- 
tor, draw a current circling the ocean clockwise. If the body is 
south of the equator, draw a current circling the ocean 
counter-clockwise. If the sea is on the equator, pretend that 
the equator forms a boundary dividing the sea into two 
parts, and draw north-hemisphere and south-hemisphere 

The Earth's rotation, in conjunction with the 
he world has no seasons. If your world is a 
anet, there is no axial tilt. Days are 12 hours 
latitude and throughout the entire year. While 

Currents: Take your world display and examine E 



masses (such as Eurasia) support huge press& c& of air. 
These cells generate the Earth's weather patterns. The pre- group of linked regions of land and water, with a few guide- 

lines about what-kind of,weather and landforms toexpect in 
any given region. You will need to examine a region in much 
more detail b e h ~  you can start 'to build a campaign. 

The next stepis zooming in o n m q w t h h r  region of 
and creating a much M O ~  detailed map of the 
land, or area in which your player characters 
st of their adventures. In time, you can exatnine 

each region of your world and fill them out in detail, but for 
the moment you should select one that seems like it may 
have the characteristics you desire for your campaign. For 
example, if you want an Ice Age setting, choose a region 
that's in the arctic or subarcticdimate bands; if you want a 
seafaring campaign, choose a.region with a mix of land and 
water; and if you want a setting with lots of mountaineering, 
find a region with largemountain chains. 

IfyouhavenoearthlgideaW-dchregion tochoose,.try 
omly (a d2Dforthe polyhedral display or a 

the polar display will work fine). Roll random 
see one that you wmt.to explore in more 

weather systems your PCs wil l  experience. 



Despite the focus of the previous chapter, global maps of 
fantasy worlds are actually somewhat rare. For some reason, 
authors and game designers seem to have a real knack for 
sketching out small continents or coniinent-sized regions for 
their settings, and ignoring the rest of the planet. J.RR. 
Tolkien gave Middle-Earth this treatment in the Lord ofthe 
Rings, Robert E. Howard presented his Hyborian kingdoms 
in the same way. Even some AD&D campaign settings-Cer- 
ilia, Faerun, and Zakhara spring to mind as examples-are 
better known as regions than planets. 

Why is this so? In the first place, this level of detail allows 
a world-builder to show significant terrain features and polit- 
ical boundaries without becoming bogged down in marking 
every single settlement or wooded hill that a planet features. 
It's also good for seeing the strategic relations of various 
kingdoms and powe-this kingdom is sandwiched 
between the Screaming Skull goblins and the Bloody Hill 
trolls, while that kingdom controls the major seaports of the 
region, and so on. To a modem reader, the discourse and rela- 
tionships of a group of nations create natural tensions and 
scenarios for stories, and therefore adventures. 

a planet (if you are using the polyhedral mapping system), a 
region is still a vast area, with plenty to keep even the most 
active explorers busy. On a world roughly the size of Earth, 
each tnsngular region of the polyhedral display includes 
8,000,000 square miles. This is almost as large as the entire 
U.S.S.R. once was, or more than twice the size of the United 
States today. For characters relying on horses and sailing 
ships, this is easily the extent of their known world. Authors 
and designers tend to think big and give themselves plenty of 
elbow room for different cultures and situations. 

In this chapter, we'll take a look at building a continent for 
a campaign. We want to examine the landforms, terrain, and 
weather; these charactaistics will determine what types of cul- 
ture p u p s  and monsters are likely to develop in my given 
area. Again, if you have already decided on some prominent 
feahms of your campaign, you should ignore the random rolls 
and simply select the results that will guide the region in the 
direction you want it to develop. 

Secondly, while a particular region is only one-twentieth of 

, .  , 

mavbe co&e to this chavta from the other direai0n.b 

major islands (!Jossiblv hundreds of miles in extent) and I 
numerous minbr island chains. 

Island-continent: The reeion includes one continental 
mass, surrounded by an ocean. Smaller offshore islands 
be near the main land mass. 

Coastline with offshore islands: One coastline cuts 
across the region, possibly marked by inlets, peninsulas an 
offshore islands. 

cant islands off the coast. 

oceans, but at least part of it forms a land border with 
adjacent regon. The United States is an example of a 
mth multiple coastlines. 

large d a n d  sea, or several small ones nearby. The inland 
seas may include archipelagoes or major islands. 

Coastline, no islands: As above, but there are no signifi 

Multiple coastlines: The region borders on two or m 

Land with inland seil: Most of 

Land with minor bodies of watec No bodies of water 

Land, no sipificant water: There are no coas 
lakes, or seas of note in the region. 

These categones correspond with the 

When you enter the 
member  to set asi 

, ridees. canvons. and ulains are all la 
,Y 

-re one of the'moit dis&ctive features 
plands form political 
, govern the flow of 
in an area, and serve as 

~ thg first part of continent-bdding is c 
outline of what's land and what's wat I 
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oustacies to cnauenge aavennwrs. 
In this section, we'll begin with creating the mountain 

ranges of your continent or region, and then conti 1 - ~ h  
regions of hills, tablelands, and other landforms. 

Mountain Ranges 
The most prominent type of landform are the diffen 

classes of mountains and mountain systems. Mountains arr 
usually skirted by foothills and terrain of increasing rugged- 
ness. Mountains are formed through two principal means- 
through the folding or crumpling of the Earth's crust along 
the boundaries of the great continental or ocean plates, and 
through the expulsion of material in volcanic events. Huge 

' - A region includes ld4+1 mountain systems. KOII la+ to 
determine the approximate location of each system: in 
the northwest (l), northeast (Z), southeast (3), or south- 
west (4) quadrant of the region. 
Each mountain system is 4d8 hexes in length and vanes 

$between 1 and 4 hexes in width. Roll a d12 to determine 
$ the direction the mountains run on the clock-face. For 

example, if you roll a 3, the mountains run toward: 
o'clock, or due east. As mentioned earlier, mountai 
may often parallel nearby coastlines. 
Mountain ranges are flanked by ld4-1 lesser systems, 
each 2d4 hexes m length an? ' A d  hexes =-A'=-' An- *ha 
main mass of the range. 

~ 

mete& impaits can also create mountain systems by 
throwme UD a "solash" in the olanetarv crust. Mountain systems formed through volcanic activity alone 

As a>&de Gideline, mo&tains t&d to parallel sea 
coasts, since coastlines often mark the boundary between 
Continental and ocean plates. The mountains may be several 
hundred miles inland. In some cases, continental plates mov- 
ing together may create mountain systems in the center of a 
land mass. Volcanic mountain systems are likely to form 
where continents are drifting apart. 

tems belong from the previous chapter. However, if you 
don't know, or you wish to place mountain chains arbitrarily, 
you can follow the guidelines bel 

You may have a good idea of where your mountain sys- 

tend to look m& like clumps or bul-w. In this case, roll the 
approximate location as noted above, and assume that th 
rough diameter of the mountainous area is ld4+1 hexes. 

Mountain Characteristics: Mountain chains vary in hagnt 
and volcanic aciiviv. For each of your mountain ranges, roll on 
Table 11 and Table 12 to determine the size and the characteris- 
tics of the chain. Remember, you should feel fire to indulge in 
any w h  of design or capnaousness you like-if you think 
Extreme mountains fit your concept, then go ahead and I 
Extreme mountaim wherever you like. 



O n  average, mountain ranges are surrounded by lesser 
ridges and peaks known as foothills. Foothills are much 
steeper and more rugged than rolling hills, and in some cases 
the difference between low mountains and tall foothills can 
be hard to distinguish. 

Examine each of the mountain ranges you’ve placed on 
the regional map. A belt of footlulls ld3-1 hexes wide exists 
beside the mountain range. Check each side of the moun- 
tains; sometimes mountains may rise sheer from a region of 
plains or tablelands on one side, while foothills may mark 
the other side of the mountain range. 

Rolling Hills and Tablelands 
Hilly areas that are not part of mountains are known as 

rolling hills. They are much less rugged than footlulls, and 
can be comfortably settled and cultivated. Some rolling hills 
may be mountains or plains that have been eroded into their 
current form, whde others may represent bulges, shields, or 
highlands that are not true mountain svstems. 

in width and Id6 hexes in length. Again, you can use a d4 
roll to determine which quadrant of the regional map the 
hills are located in. If mountains are nearby, the hills may 
eventually connect to or parallel the mountain chain. 

Tablelands are a type of hilly terrain in which the land 
has been eroded away, leaving steep-sided towers or mesas 
- c  harder stone over the landscape. For purposes of travel 

A regional map includes ?d4 hill systems, each ld3 hexes 

uA.d settlement, tat,.,,,,, urd conslurlrv lvy..l.yD, yu. 

they share the placement and size characteristics of rollin 
hills. 

Plains 

mountains or hills consists of plains by default. Plains can 
vary widely in character, depending on the ground cover 
and climate. For example, the tundra belt above the arctic c 
cle consists of plains, while most of the Florida peninsula 
falls into this catezory of landform as well. The onlv real di 

Generally, any hex on your map that doesn’t contain 

ference is the climiteand ground cover of the re& 

Depressions, Gorges, and Escarpments 
There are a variety of unusual and uncommon land- 

forms you may want to scatter across the region. Place as 
many or as few of these in the region as you like-about 
ld6 assorted special features are probably enough. Again, 
roll a d4 to determine which map quarter to locate any 
given feature. 

sea level. Naturally, depressions must be insulated from an 
seacoasts by a stretch of higher land, or the depression 
would develop into a bay or inlet instead of a low-lying 
piece of land. Large depressions may drain water towards 
their center, forming swamp or marshlands or a small, salty 
lake or sea. Depressions in hot, arid regions may instead sup- 
port seasonal or vanishing lakes, or even F - ’ ~  “ ~ t s  if the lake 

Depressions are inland areas that are actually lower than 

..,. 
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weather does the region experience? Does it 
cs, or is it near one of the poles? Does the 
ame temperature patterns (cold arctic, hot 
Earth does, or is it unusually warm or cold? 

ameter. Escarpments can 
or sheer cliffs cutting across 



Table 16 R 

3-6 
7-8 

I., ,,. , , .  ,r ! Polar Disnlav (Sauare) Reeion ,,,, L,:, '.. , . 3 j;* 

As you can see, most regions include two or three climate 
bands. In all cases, the order of the climate bands reads from 
north to south; if you roll a 7 for a regon you're mapping 
with the Polvhedral svstem. the northernmost dunate band 
is the south-hemisph&e temperate zone, then the subarctic, 
and finally the arctic (or more properly, the antarctic) climate 
hnnd 
I-.-. 

You can mark the q iona l  dimate bands by sketching a 
dotted line to divide the region into two (for polar) or thrre 

1 
, 1 

(for polyhedral) dimatic zones. While these dands refer to an 
Earth-like world, vow continent mav uossess unusuallv warm 
or cold climate d i e  to an unusually h;t or cool sun, geother- 
mal activitv. maeic. or the will of the e&. Refer to Table 13. 
Planetary femp&ure, on page 23. ~Cyou have already cod;:. 
pleted a basic world design in Chapter One, you can simply '. 
assign appropriate climate bands to the region. 

Altitude and Climate: High elevations are significantly 
colder than their surroundings. Equatorial highlands are 
often cool and temperate, while nearby lowlands are steam- 
ine iuneles or sun-baked deserts. To reflect this. mark the 
dizdini line where highlands actually "drop" by one di- 
mate band, and then a second dividing line where the moun- 
tain peaks themselves cool off by two or three climate bands. 
Usually, a mountain range and its foothills will fall in the 
first cateeorv. while onlv the waks are two categories cold& 
Refer to &gram 7 for in exhp le  of marking c& unusual -- 
elevations for climate and weather. 

Weather Patterns 
One of the most imuortant components of a region's 

weather is the prev&g wind, or the direction frgm which 
weather systems generally approach the area. On Earth, the 
prevailing winds are generated by the existence of high-pres- 
sure or low-Dressure cells over laree bodies of water (the 
oceans) and; to a lesser degree, la% land masses (& conti- 
nents). The prevailing winds tend to spiral out or spiral in 
from these weather cells; in the northern hemisphere, the 
cells rotate clockwise, and in the southern hemisphere they 
rotate counter-clodcwise. 

you to determine the prevailing winds for any particular 
area on the continent. 

If this strikes you as too much work, here's an easier way 
to create the prevailing wind patterns: Divide the region into 
quadrants, as described in the previous section, and roll a 
random wind direction for each quadrant on Table 17. 

Wmd direction always refers to the direc 
coming from. Winds might be caused by ma 
such as portals to the ElemenM~Plane of Air 



colder, and lose the ability to cany moisture. In other words, 
humid winds are often transformed into arid winds by cross- 
ing Medium or High mountains. This may cause a rain 
s h d m  on the far side of the mountains, where there is little 
precipitation. 

Very High or Extreme mountain ranges actually change 
the course of wind patterns, channelling the prevailing wind 
along the range. These mountains are so tall that weather 
systems are deflected around them instead of over them. 

Terrain ?pes 
The combination of climate bands and prevailing 

weather patterns creates an immense variety of ground cover 
and vegetation. In tum, the combination of ground cover 
and landform describes most of the types of terrain you’ll 
need to accurately describe your campaign region. For the 
sake of convenience, we’ll stick to standard terrain types 
described in the DMG. Terrain serves two main purposes in 
the AD&D game. First of all, it governs overland movement. 
Secondly, terrain influences the types of monsters a party of 
adventurers may encounter. Later in this chapter, we’ll dis- 
cuss how terrain may affect the development of cultures and 
societies found in a region. 

Placing T e d  

regional map and then start d 
winds and the climate bands as r m  
should go where. Generally, terrain features extend to the 
nearest natural boundary that alt 
For example, if you deade to 
will probably run until it hits a 
tion change, the sea, or a new 

If you don’t feel comfortable placing terrain ”freeh;uld”, 
divide the region into quadrants. Each quadrant will feature 

The best way to place terrain is to 

the entry row on the 
regions may actually 
the rest of the region. 



TmpicaUArid (d6) 

Tmpical br Super-hupicaVHumid (d6) 

1 Barren 

4-5 Forest. lieht 

8 Sa&b/brush 

8 Glacier 

Barren: Wastelands incapable of supporting any type 01 
life other than a few specialized species. Visitors must brinj 
their own food and water or perish. Non-glaciated portions 
of Antarctica, mountain peaks, and the worst regions of the 
world's deserts are examples of this category 

Desert, sandy: Desert regions marked by broad expam 
of sand and dune systems. The region is marked by scatten 
oases and wells. A few rare grasses or shrubs may survive i 
the open sand. 

Desert, rockv: Desert reaons marked bv boulder fields 
stony wastes, an> stretches kf weathered b&ock with lit& 
topsoil. Cactus forests or similar desert-adapted plants are 
common. Scattered wells and verdant regions can be found 

Forest, light: Ndelea f  evergreens m the most common 
*found in light forest. There are two &tinct type: taiga, tht 
northemspnwandhemlodcforrsts,foundinthesub-arctic 
regions of the world; and sub-tropical pine k t s ,  found in 
warm regions whem the soil is unsuitable for heavier forestatic 

Forest, heavy: Dense, deciduous forests with heavy 
undergrowth, usually found in temperate regions that enjy 
lots of rainfall. 

Forest, medium: Mixed forest, ranging from broadleaf 
evergreens found in hopical highlands to temperate and su 
arctic woodlands. If you don't know what kind of forest to 
select for a particular region, this is a good default. 

Glacier: In order for glaciers to form, the ambient t e m p  
ature must be below freezing for most of the year. Naturally, 
this requires either high altitude or extmne latitudes. Glaci- 
ers can exist in the temperate climate belt, but only in Mediu 
or higher mountains. Generally, glaciers don't dominate the 
terrain outside of the aKtic climate bands, since they're liinit, 
to the high-altitude m a s  of warmer climate bands. 

Grassland This covers a variety of terrain types, ran& 
from tropical grasslands to dry northern steppes and prairim 
Warm, humid grasslands may consist of tall elephant grass 
or regions too steep or high to support forestation. Warm, 
dry grasslands tend to form savannahs or veldts-the 
Serengeti Plain of Africa is an example of this. Temperate iil 
sub-arctic grasslands are steppe or prairie. 

Jungle, heavy: On Earth, heavy jungle only occurs in a ft 
equatorial regions, including the Amazon, Central Africa, an 
parts of Indonesia and Indochina. This is jungle with heavy 
undergrowth and a nearly impenetrable forest canopy. In 
some cases, heavy jungle is nothing more than the combina- 
tion of medium jungle with rough terrain; hillside and slop 
mate room for heavy underbrush to thrive. 

Jungle, medium: Unlike heavy jungle, this type of terra 
lacks the undergrowth of the forest floor. Tropical and sub- 
tropical rain forest falls into this category. Medium jungle h 
actually fairly open and easy to travel, although a heavy 
canopy and frequent rainfall may make navigation difficuli 

Marsh, swamp: Large expanses of marsh or swamp d: 
form in low-lying regions with poor drainage, although 
smaller bogs and fens might occur almost anywhere. Marsh 
tend to include large reed Seas and expanses of semi-open 
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Con tin en t s  and CjeogrRpbj 
water; the Florida Everglades is an excellent example of this 
tvue of marsh. Salt marshes alone low-lvine coastlines are 
&o common. Swamps, on the oker h&d,&dude large 
tracts of drowning forest, with trees such as cypresses or 
mangroves adapted for life in standing water. The Louisiana 
bavou is an examole of S W ~ D .  

1 -  I 

Moor: Moors are elevated r e ~ o n s  with poor draimge, cov- 
ered with extensive heath and Attend bo&. Moors a-usually 
found in U, foohlls, or low mountains. althouzh the vallevs 

Transitional Terrain 
In real life, the boundaries between different terrain areas 

are not as clearly marked as they appear to be on your map. 
As the taiga (or pine forest) of northern Canada gives way to 
tundra, there is a region in which the worsening conditions 
force smaller and sparser &ee growth. As the forest pushes to 
the extremes of its climatic belt, it thins out and the individual 
trees have a harder time sumivmg. Over amnge of dozens or 
hundreds of miles, the forest finallv eives out entirelv. Simi- , ~~~~ 

of higher mountain systems often M into this caGgory 

cacti, brambles, or thickets characterize the area. Some brush- 
land can be extremely arid, and may experience desert-like 
conditions on a seasonal basis. Portions of the American West 
or the Kalahari Desert of Africa would fall under this category, 
as well as the chaparral of California's coastal mountains. 

larly, in warmer latitudes forests &&y fade out to grassland 
or steppe before the grasslands give way to true, open desert. 

An easy way to reflect this on the map is to simply 
indude a one-hex or two-hex belt of intermediate terrain 
between contrasting climates. For example, if your random 
rolls or placement mate a desert next to a forest, leave a little 
suace for massland or scrubland between the two maior ter- 

Serublbrushland: Extensive low-lying shrubs, dwarf trees, 

Tundra: Tundra is low-lying, boggy terrain that does not rain feat&. Transitional terrains include grassland, &rub- 
land. lieht forest. moors. and (in the case of barren areas) comoletelv thaw each vear, leavine a laver of uermahost sev- 

era1 ieet bhow the suriace. High .'pin/vallefs may include 
localized tundra-like terrain. 
Ground Cover and Landforms 

rocky dYesert or tundra. Of co&e, the mysteries of a faniastic 
world may inspire you to leave out such moderating terrains. 

mdJas The overland movement rules presented in the DMG 
imply that a particular region has hills, forest, grassland, or 9 
whatever, but never a combination of terrains. In truth, 
ground cover and landform are two separate components of 
the area's overall terrain. Hills are frequently covered with 
grassland, prairie, or forest. Here are a few guidelines for 
combinations that don't occur in the real world 

e hex of the regional map (with the exception 
of deserts and barren regions) contains hundreds of creeks, 
streams, lakes, and rivers that are simply too small  to be 
noted on a map covering this much area. However, major 
lakes, inland seas, and river systems are large enough to 
deserve some attention at the regional scale. If you created 
your world hydrography in chapter Two and already know 
whether or not vou have anv maior seas or bodies of water in 

High, Very High, and Extreme Mountains are all 
treated as Arctic/Arid climates, and always have Barren 
or Glacier terrain tvues. 
Medium Mountains are treated as Sub-Arctic regions in 
the Trouical. Sub-Trooical. or Temoerate climate bands. 

the region you'ie detailing ;ow, you can slup ahead to 
Rivers. at the end of this section. Otherwise. vou should take ,, 

and as kctic in the <ub-Arctic d k t e  band. Marsh/ 
swamp results are ignored in Medium mountains. 
Low Mountains can have anv kind of mound cover 

a moment to place major lakes and seas. 

Inland Seas - 
except for Marsh/swamp. 
Glaciers in the Sub-Arctic climate band can onlv be 

Inland seas tend to be located in areas of low elevation, 
where water can flow in but can't find an outlet. Rina-shaued 

found in mountains. mountain ranges or elevated regions and major depressiok 
or rifts can accommodate inland seas. Inland seas are usually 
salty, since the circumstances of their creation mean that 
water flows in but only escapes through evaporation, leaving 
salts and minerah behind. Inland seas are never found very 
far above sea level, and most are signihmtly lower. 

Inland seas are equally likely in both humid and arid 

- Marshhwamp terrain only occurs in flatland. 

environments. Even&all$ inl&d seas that are constantly 
filled bv rainfall rise to their topomaphid Limits and find an 
outlet, becoming a lake instead ora &e inland sea. Thus, on 
Earth most inland seas are found in warn, arid areas, where 
the water flowing into the sea is balanced by the rate of 
evaporation. 

Examine the regional map you have developed so far, 
especially the arid regions. Is there an extensive arid region 
that might function as a drainage basin for a moderate 



ount of water, or a humid region that must drain through 
area? Are there any natural basins or bowls that 

are most likely to appear in Tropical or Sub-Trop- 

Lakes can be located anywhere, even in the heart of 

Typically, a region will have 7A6 major lakes, each.one 
2d6-2 hexes in size. (Results sf 0 or less mean that thelake 
only occupies part of a hexJ-The lakes wiU be qncentrated 
in humid areas, along faults, or in regions that were onge 
glaciated (i.e., the sub-arctic or awtic-climate bands). W s u -  
ally arid regions (or worlds) may have a smallernumber of 
lakes or lakes genqrally smaller in size, while regions that are 
unusually conducive to lake formation may have a greater 
number of larger lakes. 

Rivers 

tains or uplands, where rainfall, ~owmel ts ,  and deep 
springs feed streams. Since water flaws -11, the 
streams gradually combine into g-r and geater rivers 
as they join together on their wapto thq sea. Usua 

Rivers are born in and around major lakes and moun- 

ast resistance, losing elevation 
inranges and regions of high- 
one si+ flow to one body of 

water, and rivers on the qther side flow intq a different 
body of water. For example, the Ohio and Susquehmna 
rivers have tributaries born within a few miles of each 
other, but the Appalachians tum the Susquehanna towards 
Chesapeake Bay and the Atlantic Ocean, WW the Ohio 
instead flows to the Mississippi and then down to the Gulf 
of Mexico. 



Continents and Geography 
Major Rivers: Assuming that your region has a fairly 

twical distribution of humid and arid areas. there will be 
ids major rivers in the region. Most will be concentrated in 
humid regions, since areas that receive a lot of rainfall will 
have much more runoff and drainage than desert areas. 
There are several good places to start sketching in major 
rivers: first, connect major lakes to the nearest Ocean or 
inland sea that can be easily reached. Second, sketch in rivers 
to connect mountains to a nearby body of water. Remember, 
rivers don't usually cross mountain chains, but instead wind 
their way out of them and then flow downhill to sea level. 

It's quite common for a number of short rivers to parallel 
each other to the sea, especially in humid areas. The eastern 
United States is an excellent example, with dozens of major 
rivers from Georgia up to Maine that are each only a few 
hundred miles long. In more arid regions, or in interior 
basins with few outlets, it's common for a lesser number of 
very long rivers to drain an area. 

Tributaries: Rivers start small and grow larger as they 
move away from their source, since other streams and 
smaller rivers tend to join their course. A typical river system 
resembles a tree; the mouth is the base of the trunk, and, as a 
traveller heads upstream towards the river's source, he is 
confronted by a number of branches or confluences. Atribu- 
tary can itself be a major river, and be fed by many other 
smaller rivers or lakes. 

Canyons and Gorges: Rivers can last for many millions of 
years; the slope of the land and the basic drainage pattern 
are only altered through drastic geological upheaval. In that 
time, rivers can change come, sometimes quite dramatically 
As an example, the Amazon river system once emptied into 
the Pacific Ocean, before the Andes rose on the western edge 
of the continent and forced the Amazon to reverse its 
drainage to the east. Over time, rivers can create spectacular 
gorges and canyons by "sinking" through soft rock. Gorges 
are most often found in mountains, while canyons are more 
common in regions of foothills or tablelands. Rivers tend to 
circumvent these highland areas, unless there's nowhere else 
for the river to flow, so canyons and gorges are most often 
found near the river's headwaters. A typical gorge or canyon 
system is 2d4 hexes in length. 

Waterfalls: When the land undergoes a sudden change in 
elevation, water draining from a high area (mountains or 
hills) may be forced over an escarpment or bluff in a cascade. 
Serious waterfalls only occur in hilly or mountainous terrain, 
but a single river could have several along its length. Feel free 
to scatter a few waterfalls around the river systems of the 
region. Waterfalls may consist of cataracts or rapids extend- 
ing for ld3 hexes, or one single spectacular drop-off can pro- 
duce a waterfall hundreds or thousands of feet in height. 

Finishing Touches 

may influence the location and shape of map features by 
suggesting more realistic boundaries between terrain areas. 

The placement of lakes, rivers, and other bodies of water 

For example, you may decide to extend a forest belt to the 
edge of a nearby river, or alter desert terrain to more arable 
grassland or steppe to reflect the better conditions in the 
vicinity of a large lake or river. Remember, nothing you have 
done so far is set in stone, so don't be afraid to change mater- 
ial as you see fit. 

Human Geography 
Physical geography is only one small part of the world. 

Even the most spectacular mountains and forests are dead 
and static without people and monsters to bring them to Life. 
In this last chapter, you will create some broad guidelines 
and boundaries for the realms and monsters of your setting. 
The details of each kingdom are addressed in the next chap- 
ter; for now, a thumbnail sketch of the major nations and 
divisions is all you're after. Begin thinking of two- or three- 
word hooks for each kingdom or group of kingdoms, such as 
"feudal Europe," "druidic elves," or "orc-held wastes." 

Naturally, if you have already described a kingdom in 
detail, the first thing you should do is find a good place for 
it, ignoring the random rolls of this section. In fact, if you 
know that you have a well-developed forest kingdom and 
very little forest came up in the previous sections, feel free to 
alter the map and terrain in any fashion necessary to make 
room for the work you've already done. Human geography 
(or demi-human, humanoid, or monstrous geography, for 
that matter) indudes several basic components: race, culture, 
kingdoms and states, and finally mmters and ecosystems. 

Races 
which player character and monstrous races are important 

in the region, and where are their realms located? Does any one 
race dominate the others? Are some of the standard AD&D 
character or monshUus races missing from the region for some 
reason? Are there any new races or mOnsterS with strong influ- 
ence? Answering these questions goes a long way towards dis- 
tinguishing your campaign world as a unique setting. 

In this section, we are primarily interested in idenhfylng 
the kingdom-building races of the region. Solitary monsters, 
non-intelligent creatures, and creatures who don't organize 
mto political or tribal boundaries are generally excluded from 
this discussion-instead they fall under Monsters and Ecoi- 

I I 
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l 

o&, described below. Kingdom-building sentienis fall into 
gories or roles: Dominant, Major, Minor, and Unique. 
mnt races account for one-fourth or more of the sen- 

s account for about one-twentieth to one-fifth 

To use the table, first roll for ominant races of the 
region, using the leftmost set of pemtages.  After you've 
rolled up the dominant race or races, roll fq,the major races. 
If you come up with arace that i 
the result and reroll until you 
option, consider the second appe 
be a secondary or variant p u p ,  
winged elves.) Finally, after you've rolled the dominant and 
major races, roll for the region's minor races. If there is no I 

I 
' uaredeveloping, 

an area or kingdom in a parasitic fashion, ruling as satraps or 
conquerors over a subject population. In tl+s case, you may 
want to make a second roll to find out slaveholder 
race is ruling. 

I 5 



17-22 17-20 15-16 Elf Temu./sub-tmu. forest 

30 73 Giff 

Any 
37-46 37-42 32-36 Goblin Any non-arctic 

47-49 49-50 43 Hobgoblin 
50-78 51-65 4661 Hnmm A".. 

69 Mammal, hsing-skg .inyf&t 
73 70 Mammal,taer Sub-are./arc. mnts. 

78 75 Monerrlman An" .+ -I 

79 76 Neogil Any 

90 88 RakFhasa' Tmp./subtmp. for/jun/swamp 
91-92 89 SylvanfoW Any forest or jungle 
93 90 Tabaxi 

Madue Races 
Dom. Maj. Min Raee Habitat 

- 18-19 Gargoyle, kapoadnth &Y =a 
17-24 20-23 G h e  An" rcmd 

I 

32-54 50-66 49-62 Meman Temp. sea or coast 
67-71 63-69 Om,merrow Anv Mast 

Slaveholders; a small number of powerful jndividuals may 

Composed of many sub-species, some of which may be 

Includes several rare races often found together, incluclhg 

dominate a subjugated race. 

unsuitable in particular terrains. 

brownies, leprechauns, dryads, sprites, and satyrs. 

98 Yeti Any arctic or mountains 
9-00 Yuan-ti' Any jungle 



a region. Similarly, there may be extensive, 
terranean empires beneath the land. Here, 

and Sub-Races 
that you've identified the races that will make up 

ture groups for the race; there just isn't that much difference 
between mountain dwarves in one place and mountain 
dwarves in another place, although their circumstances and 
prosperity can vary widely. You can select an appropriate or 
interesiing sub-race, or you can make a determination with 
some random rolls. 

Cultures: If a race features no sub-races, it may instead 
have cultural variations. HumanS are the outstamding exam- 
ple of this type of organization. Cultures represent common 
belief systems, lifestyles, and technologies over broad areas. 
Examples might be "feudal Europe", "renaissance Europe," 
"Arabic," or "Aztec." Within these broad p u p s ,  a number 
of separate kingdoms may exist, each with its own perks and 
peculiarities. For the most part, the people share related lan- 
guages, trade, and means of subsistence. 

Settlement Patterns: Races or cultures tend to have a 
common geographical factor that links their various king- 
doms and states together. For example, ewryone knows that 
elves favor forests, so it's reasonable to assume that the vari- 
ous kingdoms of the elves maybe found in the region's 
forests, no matter how widely scattered they may be. Simi- 
larly, dwarves like hills and mountains and settle those 
regions whemer they may be. Refer to Table 20 for a hook 
or common factor for each race's settlement pattern. 

Table 2 0  RacdCulture Settlement Patterns 
d% Pattem 

Hydrographical Groupmg 

37-38 Mountains 
Favored Climate 

1941 

3Y-bU 
Geoerauhical Grouuinn 

Hydrographical Groupings: The var im realms of that 
sub-race or culm favor inland regions, coastal regions, 01 

39 



Con tin en t s  and Geography 
rivers for some reason. The cities and kingdoms will be scat- 
tend across the region in the hydrographical situation they 
prefer. For example, in your campaign, high elves may be sea- 
faws who have explored and colonized many far-flung shores. 

Favored Terrain: The race or culture naturally prefers a 
particular type of terrain. The kingdoms of this p u p  will be, 
scattered all over the map, but will concentrate in the specified 
terrain. Dwarves and elves are commonly found in mountah 
and forests, respectively, with little consideration for whether 
or not they are in contact with others of their kind. 

Favored Climate: The race or culture enjoys all the ter- 
rain types available in one particular climate band. Crea- 
tures that are associated with extremes of 
temperature-frost or fire giants, for examplemay follow 
this settlement pattern, pushing to the limits of the tempera- 
tures they consider tolerable. 

Geographical Grouping: The kingdoms and states of the 
culture are found in one specific area, regardless of climate or 
terrain. Human settlement tends to follow this pattern, since 
humans adapt to various conditions quite well and are more 
likelv to I .d into neighboring areas tha 3. 

1) kingdoms, states, or tribal federations. 

races are each 6d6 hexes in size; reaims of major races 
are 4d6 hexes each; realms of minor races are ld8 hexes 
each. (See the box World Size and Kingdom Size on 
page 52 for larger or smaller planets.) 

'b Kingdoms and tribal groups extend out to some naturi 
boundary, usually a river, the borders of a forest, or a 
range of mountains. Realms are more likely to follow 
terrain areas or geographical features than to occupy 
solid blocks with arbitrary boundaries. 
If you have already developed a kingdom or loca' 
adventure setting, make certain that you place i t ,  
your regional map first, and then work around it 
sketch out the neighboring realms. 

* Assuming an Earth-sized planet, realms of domb 

yu 

As you sketch out the political and racial boundaries of th 
region, keep an eye open for particularly intereating areas tha 
you think deserve special development. Is there a great old 
empire surrounded by fierce monster-dominated lands? Or a 
bakankd area of several rival states, all mwded toeether? I " 

I I 

Kingdoms, Tribes, and City-states 
Where is each culture or sub-race located? How 

separate states exist in each one? What resources do 
trol, and how will they survive and prosper? In this step, you 
will create the rough boundaries of each kingdom or area, 
building a political map of the region. For now, all you want 
to do is get an idea of the distribution of kingdoms and 
realms across the area-in the next chauter, vou'll describe 

the next chapter, you'll select one kingdom (or a groG of sma 
kingdoms) to again narrow the focus of your design work. 

Realms fall into three broad types or categories: king- 
doms or nations, city-states, and tribes or tribal federations. 
Kingdoms are realms as modern readers tend to imagme 
them, consisting of a group of cities and heavily-populated 
mal townlands and farmlands in between (although king- 
doms can also include extensive tracts of wilderness or 
sparsely-settled frontier land). Kingdoms require favorable 
terrain that encourages the population to spread out and 
bring more land under cultivation 

City-states are polikal units based around a single pow 
erful city and a lightly-settled hinterland. Generally, city- 
states are found in places where the terrain tends to 
discourage a dispersal of the population. Because the terrai 
is only hospitable in the vicinity of the aty, most of the pop) 
lation gathers there and maintains an intensive agriculture I 
the immediate region. The desert crescent from Morocco to 
Palustan 1s an example of a large, arid area conduuve to cic 
states. City-states also develop in cases of extreme balkaniz 
tion. Sometnnes the terrain could support a kmgdom, but n 
one ruler or family has grown powerful enough to do so. 
Ancient Greece and medieval Italy or Germany are exampk 

and detail these realms on an individua bask. of this type of organization. 
known to conauer other ah-states or ioin with their neigh- 

Occasion, city-itates are ~ 

First. sketch out the kinedoms or areas belontriw to the 
dominant cultures or sub-r&es; then, sketch in !&gzoms or 
areas belonging to major races. Finally, minor races must fill 
in whatever space has been left empty. The bullet points 
below sum up guidelines for kingdom size and placement. 

Dominant races include ld4+1 separate cultures or sub- 
races; Major races include ld3 cultures or sub-races; and 
Minor races include Id2 cultures or sub-races. Each cul- 
ture or sub-race includes 1-5 (d8-3, treating 0 or less as 

- 
bors to create league or fLderation. ' 

Tribal regions describe most other forms of organizatior 
(or lack thereof). Cultures that do not build large cities caul 
be described as tribal, even if they live in densely-settled 
areas. The individual tribes may be organized into one larg 
tribal federation, or they may exist as independent clans an 
villages. Tribal regions are not necessarily savage or primi- 
tive, although th is  category includes such societies; they ma 
enjoy a technology and agriculture just as advan 



kingdoms or city-states in your world, without sharing their 
formal organization and government. Nomadic peoples are 
often organized along tribal lines. 

Depending on the sue of your campaign world, +e 
gion Map probably encompasses an area at least the size 
the United States, and in many cases an even vaster 
panse of land. While this is a good “big-picture” map for 
owing mountain ranges, climate bands, and the rough out- 

of cultural or racial bastions, it’s still not enough infor- 
on for running adventures off the cuff. There are dozens 

smaller details for you to fill in, and the next chapter- 
Sociology-oninues to “zoom in” on an 
rtion of your world. 

re you proceed to the next chapter, one questions 
for you to resolve. Which of these realms will make 

od campaign sefhng? where’s the best place to focus your 

design efforts? Consider what kind of campaign you would 
like to run and choose a kingdom with the climate, setting, 
and neighbors that look most intexesting to you. If nothing in 
particular stands out, try a random die roll among the human 
and demi-human states. As a general guideline, kingdoms or 
states in inhospitable terrain tend to be more savage, primi- 
tive, or nomadic than kingdoms located in g e n t l e c b .  

The Evil Empire 
Even if you have no idea what kind of campaign you 

want to run, it’s not a bad idea to identify a few kingdoms, 
realms, or areas that are home to evil races or cultures. Are 

the kingdom or area you intend to develop in more detail. 
For example, if Kim has decided toconcentrate her cam- 

of &e high plateaus could seriously jeopardize any coastal 
civilizations. 
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C u h - e  In this chapter, our mission is to explore a single king- 
dom or area in detail, narrowing the design focus one more 
time. Depending on the size of the kingdom, this may be a 
small city-state no more than a day's ride from side to side, 
or a sprawling empire thousands of miles aaoss. Naturally, 
large and densely populated lands take longer to describe 
than small or lightly populated realms. If this is your first 
venture into building a kingdom, it's a good idea to start 
conservatively, with a kingdom or realm of modest size. 

Depending on the design approach you chose in Chapter 
One, you may have already created the continent and the world 
around the realm you wish to examine now, or you may have 
instead created an interesting aty or ruin and be lwking to 
expand your work outward. In either case, don't let the material 
in this chapter force your hand in making design decisions. For 
example, if you've already created a dungeon in a high moun- 
tain peak, but the random rok under Cartography mdicate that 
there are no mountains in the kingdom, ignore the tables and 
charts and place mountains where you need them to be. 

For our purposa, describing a kingdom consists of four 
basic steps: first, detailing the people and their culture; second, 
charting the physical boundmies and terrain of the kingdom; 
third, demiiing how the people live in the terrain and whers 
they have changed it to suit them by building aties and fann- 

Who are the people living in the area? What are they 
like? How do they get along with each other and with their 
neighbors? In AD&D t e r n ,  culture is a broad generalization 
of several gross characteristics, including race, language, 
technology, government, situation, social alignment, and 
finally class and kit biases. Taken together, these indicators 
create a detailed picture of what the people of any given area 
are like, and how a PC character exploring that region is 
likely to get along (or not get along) with them. 

Cultural Archetypes 
Inventing an imaginary culture from thin air is harder 

than it looks. Most players will construct a set of images or 
expectations about the various kingdoms of your campaign 
world, and you may find it easier to rely on these preconcep- 
tiom than to try to convey a nation's worth of history, lan- 
guage, art, and architecture in the course of the game. Refer 
to Table 21 below: a number of good historical and fantastic 
cultures are listed for your convenience. You can roll rin- 
domly for the kingdom you're developing, choose one that 
YOU find auurouriate. or even skiu this steD entirelv and .. . 

lands; and last, populiting the q i o n  with monsters. fantastic 
ecologies, and a d v e n b  opporhmties for your players to enjoy 

develop your own culture and seking. Tl& is not ktended to 
be an exhaustive list of cultures that are appropriate for the 



s an anci 
to it. This category may also include the Sumerian or Baby 

D&D game; use any cultural model rnat you think is 
propriate (or even interesting models that might not be 

appropriate). 

ble 21: Cultural Characteristics 
d% Culture Archetype 

1 79-87 oriental 

cgmpaigns with a Native American flavor may fall into this 
cqtegory. Aboriginal peoples are likely to have highly devel- 
oped oral traditions and value systems. 

African: The realm is modelled after one of the tribelands 
o i  kingdoms of pre-colonial Africa. The ivory kingdoms of 
tlie Middle Ages, ancient Ethiopia or Zimbabwe, or the more 
recent Zulu empire represent good examples. 

Arabic: The campaign has a fantastic Arabian feel, mod- 
elled after A 7’kouMnd and One Nights or the stories of Sinbad. 
The AL-QADM game setting is an excellent resource for cam- 
pkigns of this type. 

AztedIncan: The kingdom is a fantastic Aztec, Mayan, 
Tdtec, or Incan empire. The FORGO” REALMS campaign 
expansion for Maztica has good reference material. 

Barbarian: The realm is a tribal group or kingdom of 
people considered barbarians by their neighbors. These can 
be historical barbarians such as the Celts, Picts, or ancient 
(.+mans, or you may prefer to mold your kingdom after 
fantastic barbarians such as Robert E. Howard’s Cimmeria. 
The Complete Barbarian’s Handbmk may be a good resource 
for your campaign. 

Central Asian: The kingdom is modelled after the horse- 
men and conquerors of the Central Asian steppes, including 
q e  Mongols, Tartars, Uighurs, and other such groups. They 
ade likelv to be nomadic herdsmen with a stmne central 
otganizition; by the late Middle Ages, some of Lese con- 
qqerors settled down in the lands their forefathers had con- 
quered. The FORGOITEN REALMS campaign expansion The 
Hprde proves useful here. 

lonian empire& ifyou prefer. 
European, Dark Ages: In this setting, the landed nobil 

and the feudal system have not fu!.ly developed. Instead, 
kings are little more than chieftains surrounded by warba 
and bodyguards. Parts of Eastern or Northern Europe 
remained at this level hundreds of years after westan and 
southern Enrope had developed. Charlemagne’s Paladins 
depicts Europe in the Dark Ages. 

European, Middle Ages: The classic AD&D setting thi! 
presents a fantastic kingdom of knights and ladies. It is an bSc 
of chivalry and castles. Power lies in the hands of the landed 
nobility and the various churches or temples of the E&. 
. European, Renaissance: Art, literature, and technolog 
all flower in this setting. A wealthy merchant class has r h  
to contest the landed nobility’s hold on power. In many 
places, the increasing strength of towns and cities leads to 
new age of mercantile city-states. 

Indian: The campaign is modeled after medieval In& 
India’s social structure was feudal in nature, with an amaz- 
ing number of independent rajahs, moguls, and princes each 
governing over one of hundreds of small kingdoms. 

Oriental: The kingdom resembles medieval Japan or 
China, with samurai and warlords ruling through a feudal 
land-holding system. Oriental Advmtures and Xara-Tur ma 
be useful references for building an oriental campaign. 

Persian: Resembling the Persian Empire, satraps wiel 
power in scattered city-states. Persia’s culture and flavor 
fell somewhere between Arabic, Indian, and Central A s h  
culture. 

after the Roman Empire. Naturally, the historical accessory 
The Glory of Rome IS the best resource for setting an AD&D 
game in this realm. 

Savage: For our purposes, the chief difference between a 
savage culture and a barbaric culture is the degree of organi- 
zation. Generally, savage peoples do not recognize any king 
or over-chieftain, while barbaric peoples often build tribal 
federations or crude kingdoms. Savages probably have a 
lower technology than barbaric peoples, but may equal or 
exceed them in social development. 

Viking: While the Vikings of northern Europe could 
probably be considered barbarians, the modem player’s 
strong recognition of their culture merits their inclusion. t 
1, the Vikings Campaign Sourcebook, is useful for creating 
V i i g  realms. 

Roman: The major kingdom of the gampaign is patterned 



Race 

by any number of demihuman, humanoid, or monstmus 
races; humans don't have a monopoly on civilization. of 
course, if you intend for the kingdom in question to be a 
homeland for some of the player characters in the campaign, 
you should ensure that at least one viable PC race is present in 
the domain. Other than that, you can populate the realm with 
any type of creahms that appeal to you. In fact, there may be 
a number of different races cohabitating in the kingdom, 
either sharing in a common culhm or maintaining separate 
communities and roles in the governing of the land. 

Number of Races: Even in kingdoms dominated by one 
particular race, there may be secondary races present in sig- 
nificant numbers. Meanwhile, travelers or traders from other 
lands could be of any race imaginable. However, to keep 
things reasonably simple, we'll use the following basic 
assumptions: 

In a fantastic universe, kingdoms and realms can be'bdt 

Small kingdoms have ld2 primary races and ld4+1 sec- 
ondary races. 
Moderate kingdoms have ld2 primary races and ld6+l 
secondary races. 
Large kingdoms have ld3 primary races and ld8+1 sec- 
ondary races. 
Empires have ld4 primary races and 3d4 secondary races. 

Primary races each comprise about 25 to 50 percent of the 
total population in the realm, while secondary races account 
for anywhere from 1 to 10 percent of the population. The 
exact relationship between primary and secondary races can 
vary wildly from kingdom to kingdom; for example, in one 
land a small caste of elven overlords may rule over a vast 
population of humans. Even though the elves are a sec- 
ondary race by percentage, they enjoy a prestige and posi- 
tion far exceeding their actual strength. 

To determine which races are present in the realm, con- 
sult Table 19 in the previous chapter (page 38). Use the Major 
Races column while rollmg each primary race, and the Minor 
Races column for secondary races. Of course, if you already 
know which races should be present in the realm, ignore 
Table 19 and fill them in as desired. 

Sub-races: Demihuman and humanoid sub-races can be 
substituted for different races-it's possile that a kingdom 
dominated bv svlvan elves mav include a d e r  uouulation of 

Race Status and Position: How do the races get along? 
Are their communities actually co-mingled, with no identifi- 
able neighborhwds or districts? Or do hey h e  in completely 
separate areas? Consider the mix of races that form your king- 
dom and think about how they might get along. Or, if you prr- 
fer to let the dice determine things, consult Table 22 below: 

Table 22: Race Position 
d 70 Situation 

01-15 Comaletelv intermixed 

ered eoual 

Good vs. Evil Races: Normally, good races find it easier 
to cooperate with each other and share a realm, while evil 
races seldom run together, usually only when commanded 
by a more sinister power. For example, good human king- 
doms that include elves in the forests and dwarves in the 
mountains are fairly typical in fantasy role-playing, while 
the tyrannical realms of evil warlords might include a vari- 
ety of humanoid races bound together by the will of the 
overlord. But what happens when two or three races that 
clearly don't get along happen to occupy the same kingdom 
or realm? Don't desDair-this is a situation that can mark  
your creativity 

First, it's possible that one or the other of the opposing 
races seized the land from their rivals. The Conquerors hold 
the kingdom, and the conquered folk are held down by mili- 
tary mi&. Second, the kingdom might be a battlemound in grey elves, o;&t a human G d o m  to include &;le of differ- 

ent ehuc  derivations. Relations between the sub-races mav be ~ ~ ~ ~ ~~~ ~~~~~ , ~- wGch &e war of conquest &mains &decided; in &er 
words, the same town or strip of land may be claimed by 
both a goblin and a human kingdom, and the rival powers 
are squabbling over who o m  it. Another alternative might 
be an unexpected turn of alignment or attitude for one of the 
races to bring them in linefor the rest of the kingdom-what 
if in your world orcs weren't necessatily evil, just aass and 
ill-tempered? Or if the elves in question were actually drow? 
Last, but not least, in a trulv cosmouolitm societv the races 

completely harmonious or racked by strife and bloodshe ' 
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ay be so intermingled that those oms and elves 
ive separate communities or strongholds 

..ark of distinction between the rulers and the subjects. 
Medieval England is +n excellent example. The Normans 
conquered Saxon England in 1066; for hundreds of years, 
French was the language of England's lords, while Old Enn- 

I 
p k :  Kim dwidej that humans are far and away lhr pr, 
race of tlir kinqdom. n i e  aarakorm liar m the high 

mountains of /he 7iVjt, yznerally keeping thcir distanmfronr tlrz I 
other ract*j. 7 k p m i e s  l iw alondsidr the humans, .leu/hiiX m 
.gr1onii5h uei,yhborhodj u$liin Irunlan l w n ,  mid setrleinznts. i 
j l i z  also ( h i m  to p,vfray the urd iii her world ajfrncr I 
nomadic warriors who 1r:~ens herdsmrn nnd raidrr;. 7 7 q  ure 
not r7il by definition. but fhey  ure proud and p r o w  to zdulcricr , 
Thcorcish C l a l t j  dre srnttcred thr,>n,&~it the eastzrn grassl,indj. , 
Tliw resent hunran dominance uf their land andfrrryrmfly rebel, I 
but the orcs are tw disorvanized and tw fno in mrmbcr to cnn- 

ifute a serw 
I 

of a region or kingdom is an important 
arker of cultural boundaries. How many languages are 

As a rough guideline, in AD&D pre- 
sub-race, or ethnic group with its 

cases several sub-races may share 
example, all dwarves regardless of 

Dwarven language, or several 
may share a tongue. 

lish remained the t&@e of thcconquered Saxons. It took' 
many generations for this elitism to fade. 

The Common Tongue: Most AD&D games feature a uni- 
versal language known as Common or the Common Tongue. 
If you wish, you candesaibe Common as the language of 
the dominant racial group in the region. This means that 
Common inay change from kingdom to kingdom, depending 
on which races and cultures are prevalent. 

Literacy: Possession of a written language is a key char- 
acteristic of a culture. A single kingdom may feature a mix of 
written and oral traditions, possibly within the same lan- 
guage if some portion of 'the population is uneducated. For 
example, reading and writing may be.guarded as the 
province of the nobility, wizards, the priesthood, or a class of 
storytellers and scholars. In the absence of a written lan- 
guage, a strong oral tradition of memorized epics may serve 
as an alternative to recorded tales and legends. 

~~~~~~. 
Example: In Kim's kingdom, the human language serves as 

Common. Arbitrarily, she mmes it Alseric, and names the king- 
dom itself Seria. Because Kim knows that her campaign is Arab;, 
inflavor, she resolves that Seric resembles Arabic in its place 
names and character names. As for the other races, the gnomes 
have adopted Seric as their day-to-day language but preserve 
Gnomish as a ceremonial tongue; the aarakocra and orcs both prt 
fer their own languages but player characters and well-traveled 
NPCS may pick up a smattering of heavily accented Seric. Kim 
determines that Sevic and Gnomish both include written lr-- 

Aarakocra a 

Technol,,, 

fare, and production has been one of the most distinctive 
characteristics of a culture. For many modem readers, the 
Middle Ages were defined by knights in armor and castles of 
stone. By varying the technology level from region to region 
in your campaign &a, you diffeptiate each kingdom or 
group of people for the players and add m& verisimilitude 

guages,free 

Throughout history, the technology of agriculture, war-, 

to your setting. 

postation tedurology are 
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the most attention to, since it govems the type of equipment 
itheir characters can obtain. 

you can roll on Table 23 below: 

Table 23 Kingdom Tedmoloev Level 

If you don't know the technology level of the kingdom, 

!May include appropriate firearms, at the DM's discretion 

Since the armor and weapons available in any given time 
period are described in detail elsewhere (see the DMG or 
PIA\ FR'S OPTION'.: Cornbut and Tactics) similar lists have been 
omitted from this book. 

Stone Age: w l l e  most readers thmk of cave men when 
thev see this phrase, the Stone Age was not anywhere near as 
primitive as the man on the street believes. In Europe, late 
Stone Age cultures invented agriculture, domesticated am- 
mals. learned how to raise stone walls and buildings, and 
made significant advances in military and tool technology. 
Early Stone Age culturn (or cultures in inhospitable environ- 
ments) are more likely to be hunter-gatherers, without any 
permanent settlements. Weapons are usually fashioned from 
flint, obsidian, or other flaking stones. Stone Age cultures 
may enjoy highly developed societies and values despite 
their lack of tools and technology, and in some regions can 
exist alongside more advanced ckilizations. 

Savage: Savage cultures form tribal regions or barbaric 
kingdoms (don't confuse a savage level of technology with 
the description of a savage culture, above). Like Stone Age 
cultures, savage peoples makc use of rudimentary agricul- 
ture and maintain semi-permanent camps or settlements. 
Several villages or clans may bc united under a single high 
dueftain or lung, but a large savage regon is more likely to 
be divided into rival groups of tribes. Savage cultures aver- 
age in with B r o w  Age or Anaent technology, although 
Stone Age or Dark Ages technology is possible depending on 
the amount of contact the savages have with more advanced 
societies. 

Bronze Age (Ancient): This is the lowest technology 
level that can support hue empires or nations. Intensive, 
organized agriculture allows a much higher population den- 
sity and the building of cities, while food storage (granaries, 
etc.) makes the society more resistant to times of famine and 
want. Industrial technology is still low, as most items are 
manufactured by individual craftsmen. Military organization 
and tactics begin to appear. This is the age of the chariot as a 

weapon of war. It is not until late in this period that real cav- 
alry replaces chariots. Simple galleys and sajling vessels 
make coastal or riverine travel safe and practical. Organized 
priesthoods, nobility, and bureaucracy may appear. 

category of the Bronze Age or Ancient settings, although the 
Romans came to power hundreds of years after the end of 
the Bronze Age. Military organizatibn and tactics continue to 
advance, along with the first real applicatim of military 
engineering and siegeaaft. 

Dark Ages: In many respects, the Dark Ages are a step 
backwards from the Roman age. The o'ganization of a cen- 
tral government is replaced by a renewed tiballoyalty or 
fealty to warlords. Intensive agriculture is found only in a 
few suitable areas, and animal husbandry becomes a much 
more important part of daily sustenance. The study of tactics 
and maneuver in warfare fade as crude warbandsand fyi-ds 
or levies become the standard military units. This technology 
level can describe backwards or barbaric areas in a standard 
Middle Ages-type campaign. 

Crusades (Early Middle Ages): The system of personal 
loyalty that evolved in the Dark Ages becomes stratified into 
the feudal model of king, vassal, knight, and peasanq. 
Improvements in shipbuilding a h w  longwvoyages and 
inmase the potential for trade b different peoples, 
leading to the appearance of a minormercihant class and spe- 
cialized craftsmen to produce goods for trade. 

Hundred Years' War (Late Mdiae Ages): The technology 
of muscle-powered weapons and heavy armor reaches its 
height. The feudal system of lord and vassal begins to break 
down as the merchant class grows in importance. Guilds and 
leagues of craftsmen who practice a tradenppear, allowing 
inmased production and advancements, wMe concentrat- 
ing wealth and power in towns instead of& noble estates. 
As towns grow in size, more land is brought under cultiva- 
tion to support the inmasing population. 

Primitive firearms such a s  the handgunne or arquebus 
may be available at this level of technobgy. 

Renaissance: With the appearance of firarms, heavy 
armor becomes less and less prominent, and weapons grow 
lighter again. The feudal system is badly broken by this point, 
and a new class of nobility whose wealth is derived from trade 
and mercantile interests becomes promind. In some lands, 
rights of serfs and the peasanhy are recognized, and the influx 
of people into towns and aties continues. Exdent  sailing 
vessels permit ocean crossings and long-range trkde and 
exploration. Devices such as the printing p e ' s s  and water 
wheel drastically increase craftsman pductivity as the first 
steps towards pre-stem industriakation take place. 

Advanced firearm may be available at your discretion. 

Other Technologies: The examples above follow the Euro- 
pean model of sodal and technological development, but 
there are other types of technology available. For example, 
while most of Europe was mired in the Dark Ages, the Arabic 

Roman: This is more accurately viewed as a specialized 
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e of learning, art, and craftsman- 
ese, Japanese, or African culture 

ons of the categories described above. 

Dsmocracy: Governmh, uy YFVylF, clylcl uurcuy 
through elected representatives. A skeletal bureaucracy or 
militocracy may actually do the day-tc-day work of govem- 
ment, with positions filled through open elections. 

Dictatorship: One supreme ruler holds absolute author- 
ity, but is not necessarily dynastic. In other respects this 
resembles an autocracy. 

Feudalism: The typical goveqment of Europe in the 
Middle Ages, a feudalistic societv consists of layers of lords 

'oveynm --it 
!Nho runs the kingdom? How do the I'cs relate to the 

ruling class? In a fantasy world, there are hundreds of pos- 
sibleiovernment systems for nations and tribes. De&g 
who holds the power and the means by which they secure 
rulership is a key element of bringing a campaign setting to 
life. You can examine the choices below and pick one that 
seems appropriate, roll randomly on Table 24, or invent your 
own system for the campaign. 

Table 24: Government Form 

and vassah The vassals provid&soldiers or scitage to the 
lords, who in turn romise protection to their vassals. 

Geriatocracy: $ overnment reserved to the old or very 
old. In some cases, long-lived races such as elves or dragons 
may be entrusted with the leadership of the land. 

Gynarchy: Government reserved to females only. Usuall 
paired with another system, such as a democracy, monarchy 
or militocracv ~~ ~~~~~ 

Form Hierarch;: A feudal or bureaucratic system which 1 
ceeds through different levels of a religious institution. 

Magocracy: Government by wizards. The sorcerer-kings 
of Athas in the DARK SUN campaign setting are a good exam. 
d e  of a maeocracv. The wizards mav rule d m t l v  as 01 3 23-27 Dictators6 

Hierarchy 

, .  

garchs or fgudal l&ds, or they may participate k a  
democracy or bureaucracy. 

Matriarchy: Government reserved for eldest or mo 
important females. In many cases, this is an extended counci 
of women, or a feudal system based on the alliances of 

I 6-92 Republic law, and he serves as the head of a hfferent governmenhl 
form such as a militocracy or democracy. 

Oligarchy A small number of absolute rulers share 
power, possibly dividing the land into districts or provinces 
beneath their control, or jointly the kingdom together. A 
group of adventurers who take control of a nation havr 

I 

absolute poGer. 'Ihe autocracmay be supported by a well- 
develooed bureaucracy or military, or he may be the only 
authorky in an othem'ise anarchi; society. &mortal or . 
undead god-kings could also appear as dynastic rulers. 

compose the government, each responsible for some aspect 

Plutociacy: Government by the wealthy. The elite-may >$ 
form a ruling council, they may purdyase representation at % 
the court of a figtmhead.monarch,.or the realm may be in ;$ 
such a state that money is the only power. .d 

Republic: Government by representatives of an estab- &? 
Bureaucracy: Various departments and bureaus together 

of rule. The department heads, ministers, or secretaries may 
answer to a figurehead autocrat or council. 

Confederacy: Each individual city or town governs 
itself, but each contributes to a league or federation that ha5 
as its theoretical Dumose the Drornotion of the common 

female-led noble houses. 
Militocracy: Military leaders run the nation under martia 

law, using the organization or apparatus of the army and the 
other armed forces. A militocracy might be based around an 
elite p u p  of soldiers, such as dragon riders or war-wizards. 

Unlike the autocrat, the monarch's powers are limited by 
Monarchy: Government by a single hereditary sovereigm 

formed an oligarchy. , ' 

Pedocracy: Government by the learned, sages, or sc 
ars. Usually associated with some form of bureaucracy. 

lished&ctorate who rule inbehHlf of the electors. A democ- 
racy in which only landowners or certain classes could vote 
could be considered a republic. 

Satrauv: Conquerors and representatives of another 
good of all mem6er states. Cckditions and attitudes towards governmGt wield power over the region, ruling it as part 1 
che central government may vary from place to place within 
the confederacy. 

of a larger empire. The satraps themselves might be bureau- 
crats and military officers, or they may be unusual charac- 

48 



or monsters of some kind, 

Syndicracy: Government by representatives or le 

as dragons, beholders, e p=-yLL seem obsessed with laws anu 
on. Sweeping social programs are 
roblems confronting the realm, but 

d tend to treat everyone the same various syndicates or guilds. A kingdom 
guilds would fall into this category. 

of a power rules as an dictator. 

s. Complicated bureaucracies and 
regulations often dominate government. Other than bureau- 
cracy, a dictator may rule lawful neutral lands. 

Theocracy: A direct representative or collection of agents 

Example: Ktm c h e h  the technology level andg 
rolls a 94, tndlcating Renaissanc 

hat muskets and snmitars sound li  
eshng change ofpacefrom the usual plate ' grants that advancedfirearms are allowed 
Senak gawnment, she rolls an 07, or au 
chooses that S m ' s  sultan ~ 1 1 1  be u n u w  
landmers  were crushed in a rebellion th 
Mameluke-lde class of slave-soldiers and bureaucrats a 
tan's muscle in Seria; the highly-placed o f i m  

rrtiers andgovernors of the land beneath the 

Social Alignment 
Just like an individual character, a city or kingdom can 

be assigned a social alignment to describe the way people 
get things done. Of course, some members of the society d 
not subscribe to the social alignment, and diametrically 
opposed mdividuals find the= homeland to be riddled wi 
serious (to them) problems and dissension. Social ali 
ment has a great effect on the laws of the land 
unwritten code of what's considered acceptab 
unacceptable for getting along in society. Refe 
Four of the DMG; society and area alignments are 

Lawful evil: The government is draconian, with severe 
laws and harsh punishments for transgressions regardless of 
guilt or innocence. Laws generally maintain the status quo 
instead of serving justice. Social class or caste may stifle per- 
sonal advancement; bribery and graft spring up in response. 
Dictatorial, autocratic, or oligarchic governments may fall 
into this category. 

any means possible. A nation in which mercantile wealth is 
pursued at the cost of other values might be d d b e d  as neu- 
tral evil. Such lands tend to support whichever government 
that provides the most gain to the most powerful social classes. 

True neutral: When the social a l i i e n t  so intermixed 
that no clear trends can be discerned, a neutral kingdom or 
land results. Various power blocs or classes within the state 
may struggle to bring about the conditions they prefer, but 
the net effect is a national apathy, or a land plagued by 
inconclusive infighting. The whole range of government 
types can be found in neutral states. 

Neutral good Societies of this alignment believe that 
both the rule of law and the rule of individual liberty must 
be secondary to the general well-being of people and nation. 
In essence, both rules and individuals must bow to the weal 
of all. Constitutional monarchies, republics, and enlightenei 
autocracies are commonly neutral good. 

Neutral evil: The people of the land are out to get ahead by 

. 
in detail. 

the PCs will be adventuring in, consult Table 25. 

Table 2 5  Social Alignment 

Chaotic good The people of th; land are distrnstful of 
big government and restrictive laws. Although there may be 
a strong central authority or monarch, most communities 
prefer to manage their own affairs, and may take the law into 
their own hands in times of danger. Furthermore, the exist- 
ing laws tend to protect the rights of the individual over the 
social contract. Democracies, republics, and weak monar- 
chies or oliearchies mav be chaotic eood. 

If you don't h o w  what kind of kingdom or background 

doh Alignment 

57-60 True n e u t r w  
61-711 Neutral eo 

alliances or &age war with each othG as they See fit. There is 
no law enforcement. althoueh there mav be accented stan- . ~~ 

~ ~ ~~~~~~~ ,.. ~~ 

dards of behavior or.vende& justi& Cbuntries 
process of disintegration through invasion, civil war, or cata- 
strophe could be called.chaotic neutral. 

Chaotic evil: These people are ruled by the adage that 

the 

"might makes right." Local-government amounts to nothing 
more than a series of strongman bosses who obey the central 
government out of fear. Any degree of treachery or violence 
is accepted as a form of advancement. A feudal system gone 
bad or a despotic dictatorship or autocracy could be 
described as chaotic evil. 

: The citizens are generally honest, law-abid- 
The laws favor society over the individual, 
programs to address specific ills or situa- 

ons are common. Strong monarchies, autocracies, or 
republics guided by a benevolent and compassionate centra 
authority are lawful good lands. 
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Based on what she knows about Ser 

social alignment but instead selects 
ule of the autocratic Sultan and kls 
eria is an oppressed land. Kzm exp 
aign will befreedomfighters and noble 
srm goal of replacing the bad sultnn m 
h l e  rotten sustem 

This is a catch-all for any kind of scenario or fantastic ele- 
ment you wish to introduce into the immediate campaign 
area. For example, is the kingdom tom by a civil war or a 
powerful lord’s rebellion? Does a particular magical or tech- 
nological innovation play an unusual role in the campaign? 
What about race, language, or religion? Or (perhaps the 
favorite situation) are there monsters of one kind or another 
that threaten the integrity of the kingdom or realm? Since 
this is really an exercise in creativity, we’ll just give you some 
suggestions for situations that you could incorporate or 
modify for your campaign. 

Disorder: The land suffers under some kind of major 
unrest. Possibilities include civil war, a local peasant upris- 
ing, the rebellion of a city or powerful lord against the 
kingdom, a class revolution by peasants or laborers, a suc- 
cession struggle for the throne, or a widespread outbreak 
of contagious insanity 
Unusual Organization: Some kind of organization plays 
an unusually prominent role in the kingdom. This might 
include knightly orders and chivalric brotherhoods, secret 
assassin societies, ancient cults, legalized or prevalent 
thieves’ guilds, popular adventurer companies, a powerful 
wizard’s guild, or semi-feudal temples that control large 
parts of the kingdom. - Unusual Laws: For some reason, society is concerned with 
laws designed to limit or reshict certain classes, races, or 
practices. Examples might include laws restricting or ban- 
ning magic use; laws that ostracize or disenfranchise 
demihumans or humanoids (no orc may own property in 
Thar, etc); laws that forbid the possession of weapons 
inside city limits; laws that restrict reading to the privi- 
leged; or anything else you might be able to imagine. 
Nature of Magic: Priestly or wizardly magic works in 
some unusual way PLAYER’S OPTION: Spells and Magic pre- 
sents a number of magical variants. Examples might 
include wild magic from the Tome ofMagic or defiling and 
preserving, from the DARK SUN campaign setting. Option- 
ally, magical items may be affected in some way, or may be 
nonexistent in the kingdom. 
Persecution: A particular group or type of people is perse- 
cuted mercilessly This may be completely unjustified, or 
the persecution may be a reasonable and necessary step to 
purge the kingdom of evil influences such as dopple- 
gangers or necromancers. In the case of hunting down 

evil, the quest tB purge a perceived threat may rise to the 
point of paranoia. PCs may fall into the persecuted group 
or may be responsible for locating and attacking the aea- 
tures to be persecuted. 

aware of the potential of planewalking and maintain com- 
munications with extraplanar civilizations. The knowl- 
edge or ability may be restricted to a certain level or group 
within the society. Or, at the DMs option, extraplanar foes 
appear in the kingdom to cause miscbief and reek havoc. 
Spelljamming: People within the kingdom are aware of 
the existence of spelljamming and the possibilities of 
extraplanetary travel and trade. (See the SPELLJAMMER 
boxed set for more information.) On the other hand, the 
kingdom is threatened by hostile spelljammers. 

endanger the kingdom. These may be internal bandits and 
highwaymen, humanoid hordes from neighboring lands, 
bloodthirsty pirates, or possibly small numbers of danger- 
ous monsters such as giants or dragons. 
Unusual Racial Role: Creatures of a particular species play 
an unusual part in the kingdom’s daily existence. Non-intel- 
ligent creatures such as giant lizards or dinosaurs may be 
domesticated by the people of the kingdom. Intelligent 
demihumms or humanoids may be treated in a special way 
by law. For example, dwanres may be the only legal money- 
changers, elves the only legal wizards, or halflings the only 
licensed thieves. Rarer creatures may also occupy an 
unusual role; the king‘s guard may be composed of grim- 
locks or trolls. At the extreme end, monsters such as behold- 
ers or mind flayers could rule over a subject populace. 
Unusual Social System: The soaety of the kingdom is orga- 
nized in an unusual way Extensive slave labor, a system of 
virtual slavery for spellcasters, special legal and social privi- 
leges for merchants, priests, or craftsmen, or strange cue 
toms or practices may all be included in this category. 
Technological or Magical Advance: A special technology 
or advance characterizes the kingdom. For example, 
firearms or siege equipment may be particularly 
advanced, magical airships or steam engines may be in 
common use in the land, or widespread substitution of 
magic for manual labor maybe a common practice. Note 
that a lack of critical technology such as armor or spells of 
a certain type can also characterize a kingdom. 
Warfare: The kingdom is engaged in warfare with a neighbor- 
ing land. This could range from low-scale g u d a  and raiding 
operatiom to a holy crusade or jihad against the infidels. 
Optiody, the kingdom may be losing badly, with large por- 
tions of the country in enemy h a n d s  or threatened by enemy 
adion. The Fcs may be consaipted to aid the war effort. 

Planewalking: The people of the kingdom or city are 

Raiders: Powerful forces of marauders and brigands 

Classes, Races, and Kits 

have been established, examine the design work so far and 
determine if there are any special character generation con- 

Once the kingdom’s culture, alignment, and situation 
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siderations the players should be aware of. For example, you 
may decide that there are no oriental cultures anywhere near 
the campaign kingdom, so ninja and samurai characters 
must be travellers from distant lands (if you even allow them 
at all). Similarly, if only one human kingdom in the world 
knows the secrets of magic, then human mages should prob- 
ably be from that area. 

Another way to look at this is to examine the various races, 
classes, and kits available to see which could reasonably be 
represented as native to the kingdom in question. After all, 
almost any kind of character could be a visitor or traveller from 
afar, but amazons or elven bladesingers probably can’t claim to 
be natives of a kingdom modeled after historical England. 

W e  you can get by without a map of the world or even 
the continent, you will probably find that a sketch of the cam- 
paign kmgdom’s major features to be a necessary part of yo- 
DM notebook. Player character parties journey into the 
wilderness, travel from city to city, visit outlying estates and 
manors, and search through old ruins or other sites of interest 
all the time. Even if your campaign is entirely self-contained 
within a single city or a town-and-dungeon system, howing 
what else is out there IS a useful tool for creating NPC back- 
grounds and current events for the FCs to keep abreast of. 

out a contment in the previous chapters, you may have an 
excellent idea of the kingdom’s location and terrain, or you 
may not have developed anything at all. In this section we’ll 
discuss the creation of a kingdom map, appropriate terrain 
and ground cover, and location of cities and sites of interest 
for the PCs’ homeland. As always, if you have already devel- 
oped this information, you should not let anything in this 
section screw up your design work. 

Dependmg on whether or not you have already sketched 

Kingdom Size 
If you generated the borders of the kingdom in the previ- 

ous chapter, you already know how much area you are deal- 
ing with. However, in the event that you have not yet 
worked through the material in Chapter Three, consult the 
table below to determine the sue of the kingdom: 

Table 26: Random Kingdom Size 
d% Type Regional Map Approdmate 

Dimensions‘ Diameter 

‘The dimensions assume a planet near Earth’s sue, in which 
regional map hexes are about 100 miles across. 

City-state: City-states are usually dominated by a single 
powerful town or city, surrounded by client villages and prw 
tected farmlands. This is a good scenario for urban cam- 
paigns, since it naturally concentrates attention on the city 
and not the countryside around it. 

Kingdom: Most AD&D campaigns are set in fairly typi- 
cal kingdoms, with several large cities, a number of moder- 
ately-sized towns, and villages and hamlets scattered over 
the countryside in between. The PCs may use a small village 
or town as a base of operations, and never come in contact 
with the ”big city.” Tribal areas are considered kingdoms, 
although there are no cities and very few large towns in a 
barbaric or nomadic setting. 
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Approximate Diameter is a rough yardstick of the !+g- 
dom’s size in fhe event that you don’t want to u6e the s&s 
from Map Blanks 3 or 4. Realms aren’t us e 

terrain usually form 

World Size and Kingdom Size 

Unlike the modem nation-state, medi 
are severely limited in t h e  maximum si 
efficient overland communications and re 
port. The p a t  continental nations of our own world- 
the United States and Canada, Russia, Brazil, and 
Australia-only grew to their great size after the inven- 
tion of steam power and rail transport. Without these 
technologies, medieval kingdoms rarely exceed five hun- 
dred to eight hundred miles in extent. Pre-industria1 
realms that were larger than this formed empires that 
required unusually effiaent governments in order to 
remain viable states. In a world of fantasy, you can deem 
that magic, with its talents for teleportation, may make 
this guideline irrelevant. 

The effect for a world-builder is that no matter how 
much land area a world has, kingdoms generallyremain 
about the same size. If the world is unusually large or has 
a great deal of land area, kingdoms will increase in num- 
ber before they increase in size. You can use the conver- 
sions below to scale the Regional and Kingdom maps 
based on planetary size--see Chapter Two. 

Planet Region Kinsdom Medium Kingdom 

winding rivers, jags of 

4,000 mi. 50mi. 1Omi. 15d6 hexes 
4,800 mi. 60mi. 1 2 N .  1Od6 hexes 

1 

Archipelago: The kingdom is scattered across a number 
of small islands. Most islands are within a day’s sail (25 to 50 
miles) of the next in the chain. 

large islands, but is bordered by the sea on all sides. The 
British Isles are an example of a country of this type. 

Coastal with offshore islands: A major portion of the 
kingdom’s border is a coastline, with small islands or archi- 
pelagoes also under the kingdom’s control. Greece and its 
Aegean islands is a good example. 

Coastal, no islands: A major portion of the kingdom‘s 
border runs along a coastline, but no significant islands can 
be found offshore. The northem California coastline is a 
good example of this kind of seacoast. 

Multiple coastlines: The kingdom borders two or three 
major bodies of water, with coastlines on several sides. 
Optionally, the kingdom may be a peninsula of some kind. 
France, Spain, or Italy are examples of countries with this 
kind of seacoast. 

Landlocked with inland sea: The kingdom has no exte- 
rior seacoasts but includes a major body of water, either com- 
pletely surrounding it or sharing it with another nation. The 

Large Island The kingdom occupies most of one or two 



s) and rivers may still be common. 

~~~ ~ 

opriate to you, bkt here & some@’&I guideha you 
want to keep in mind 



Kingdoms andJocioZogy 
Plains and Plateaus: After you have placed the other Table 17, in Chapter Three, and roll a prevailing wind for the 

kingdom. If the wind crosses a major body of water before 
reaching the lungdom-for example, a wind direction that 
brings the wind over a coastline to the kingdom-it's a 
humid wind; if not, it's an and wind. Also, humid wmds that 
cross Medium or higher mountains are turned into arid 
winds in the process, so a kingdom divided by a m o u n m  
range could have a lush forest on one side of the mountains 
and barren desert on the other side. 

Terrain and Ground Cover 
The combination of terrain and ground cover results in a 

terrain type. In the mix nature produces jungle-covered hius, 
barren plains, or high moorlands. Take a look at yow kingdom 
map as it now stands; you've already marked the landfom 
andthe climate band; elevations and prevailing wind may 
already paint a picture of what terrain types may be prevalent 
in which parts of the kingdom. Refer to Table 18 in Chapter 

types of topographic features, anythmg left over is consid- 
ered to be plains or plateauslarge stretches of flatland 
broken only by an occasional hill or vale. 

If mapping is not your strong suit, you may consider trac- 
ing a map of a real region or state and inverting or m o d m g  it 
in some manner. Be creative and improvise whenever you like 

Climate 
The next step in descnbing or mapping a kingdom 1s its 

climate and prevading weather. Extreme climates may sug- 
gest pahcular campaign styles or themes for adventures, 
while more moderate climates tend to fade into the back- 
ground and leave the people and towns as the prominent fea- 
tures in the players' mmds. Climate is characterized as arctic, 
sub-arctic, temperate, sub-tropical, or tropical. However, this 
doesn't necessarily mean that an arctic kingdom is located at 
the north pole. High mountains, unusual cosmology (for 
example, a world that is generally colder than E&), or any 

edficterrainmas tend to 
.In 

number of magical conditions (anaent curse, wrath of the 
gods, etc) might create unexpected climatic conditions for the 
kingdom in question. If you have no idea what kind of di- 
mate prevails in your kingdom, roll on Table ?%.below: 

Table 28: Kingdom Climate 

m. Radically diffezmt terrain typff are separated by belts of 
transitional terrain such as scrubland or light forest. 

try this system instead each kingdom or similarly sized 
If you don't feel comfortable drawing in terrain freehand, 

- 
Climate Band and Latitude region h& 2d3 different terrain gelts, randomly determined 

by rolling on Table 18. Each patch of terrain is randomly 
placed in one quadrant of the kingdom (a roll will 
work just h e ) .  Within each of these beits, 
sional patches of other appropriate terrain types, roughly 
ld8 hexes in size. For exaFple, on open grassland, there may 
be stretches of rocky desert, light forest, scrubland, or marsh. 

Rivers and Drainage 

occa- 

Refer to Climatology in Chapter Two for detals on each 'The last step in;reating the physical geography of a 
region is charting out the courses of any rivers.that flow 
through the land and determining if there are places where 
the drainage m y  lend itself io the formation of marshes or 
swamps. Rivers are born in mountains or d a n d  areas that 
see a lot of rainfall, and wind down to the nearest major 
body of water that doesn't require the river to cross over 
regions of tugh elevation. Tributaries join rivers as they grow 
larger and move towards the sea or lake into which they 
empty; refer to Rivers in Chapter Three. 

of these climatic conditions. You may also include seasonal 
variations at this point if you Me; see Table 14 in Chapter 
Two. Remember, elevated areas usually have colder climates 
than ones normally encountered at their latitude. 

After you mll thebaic climate band, you can roll again on 
the table to find out at what latitude the langdom happens to be 
located. If you roll a hnpical dimate but then come up with an 
d c  latitude, you should think of a wason why jungles and 
rain foomh exist at  the pole. Perhaps the sun orbits the poles of 
vour world, or ggantic volcanoes keep the north pole warm, or 
an  ancient fire god is imprisoned somewhere UI the land. Of 
course, you can ignore any results you don't like. On a nonmag- 
ical, Ea r th -w  planet, arctic latitudes run from Wo to 70"; sub 
archc lahtudes run from 70' to 50'; temperate latitudes run fmm 
50" to 33''; sub-bupical latitudes run from 30" to 10": and tropi- 
cal latitudes run 10' north and south of the planet's equator. 

ture dnd seasons are important, a region's prevailing winds 
ran make it  seem much cooler or hotter than normal. See 

I 

Prevailing Winds and Humidity: While overall tempera- 



TopuZation and Tesources 
Where are the cities of the kingdom? Where are the lonely, 

monster-haunted wasteland? braved only by the most coura- 
geous adventurers? Are there distinct provinces or districts in 
which customs and politics are different from the rest of the 
country? And, most importantly, what do people in the king- 
dom do for a living? Knowing where towns and settlements 
are likely to be located, and how people in these centers of civ- 
ilization get by from day to day, can help you to paint a realis- 
tic and believable pichm of your fantasy campaign setting. 

The AD&D game system assumes a medieval European 
setting for most campaigns. (Of course, this may or may not 
be hue of your own particular game.) While the boundaries 
and borders of many lands and regions were already agreed 
upon as long as a thousand years ago, the overall population 
of Europe was only a fraction of what it is today. In the age of 
the Crusades, huge tracts of Europe were still covered by vir- 
gin woodlands and impenetrable forest. Very few roads 
existed, and most of these were relics of the Roman Empire. 
3verland communications were tenuous and easily broken 
3y bad weather or banditry. Industries that we regard as 
tndispensable did not exist, or were pursued in a haphazard 
md inefficient fashion. For example, only the most accessible 
minerals were mined, and only the most fertile soils were 
brought under cultivation. 

Just as the settlement patterns left broad stretches of open 
land between towns and villages, the economics of Europe 
were driven by subsistence agriculture. People had to ensure 
that they wouldn't.starve during wintertime before they 
could give thought to improving their standard of living by 
producing trade goods. Throughout the Middle Ages, the 
increase in the amount of land under cultivation allowed an 
increase in the urban populations and a corresponding rise 
in cottage industry, art, and trade. The number of people 
who worked for an employer and drew a salary of some 
kind was surprisingly small; most "businessmen" were 
minor merchants, teamsters, or craftsmen who did their own 
work with their own hands. 

The exception, of course, was the nobiliq. In exchange for 
their service to the kings and rulers of the land, minor lords 
were granted estates or plantations, complete with any vil- 
lages or serfs who happened to live there and work the land. 
The lord claimed a portion of the crop, herd, or other goods 
produced on his land, and from this portion he then paid trib- 
ute to the monarch. While it may seem that the feudal lord 
belonged to a leisured class that grew wealthy at the expense 
of those less fortunate than himself, the lord had his own 
duties and obligations. Early in the Middle Ages, the lords, 
their relations, and their retinues w e d  as the military orga- 
nization of the kingdom. In times of war, the vassal was 
expected to raise as many soldiers as he could, equip them, 
and employ them in campaigns as directed by the king. 
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In addition to the lands held by the nobiliw, the Church 

controlled vast estates through the direct rule of noble-cler- 
gymen, or though the lands held by monasteries, cathedrals, 
and abbeys. In an AD&D setting, powerful temples might 
each control entire fiefdoms of villages, fields, and estates 
loyal to the patriarch or leader of the faith Similarly, wizards 
might enjoy titles and lands. 

As you populate your kingdom, think about the relation of 
the local ruler-the earl, duke, or count who holds the nearby 
castle and the lands for a days’ ride about-with the over-king. 
Are there places where the t o m  havc grown wealthy enough 
to support guilds and merchant-princes that can compete with 
the feudal organization? lf so, what is their wealth and strrngth 
founded on? Where W I U  the trade routes and roads be? And 
where are the sites and opportunities for adventure? 

Subsistence Systems 
Throughout history, human settlement patterns have 

been governed by one unalienable fact: people need to eat. In 
the rare instances where colonies or outposts have been 
founded in inhospitable regions, the parent country must 
supply or support them in some way. For most modem read- 
ers, famines are a thing of the distant past (although famines 
can and do occur even today in some parts of the world), but 
starvation and general depopulation of entire regions 
occurred regularly in the Middle Ages. 

You don’t need to know how many bushels of corn are 
produced per acre in the campaign kingdom or how much a 
family of five needs to survive for a year. After all, as DM 
you will choose when famines and natural disasters occur. 
On the other hand, you may find it very useful to know how 
the local population survives and thrives. Naturally, different 
parts of the same country or kingdom may get along with 
different subsistence systems. Changes in terrain, elevation, 
or soil fertility usually mark the borders where subsistence 
systems change. As a general rule of thumb, anywhere from 
1 to 10 subsistence zones should be sufficient for any king- 
dom. The exact nature of any particular region is governed 
by the overall climate and terrain of the countryside; see 
Table 29. 

Agriculture, heavy: Intensive cultivation of grain, rice, 
and similar staples allows a high population density. Some of 
the richest grassland was simply too difficult to farm with 
medieval technology, so farming of this type is often limited 
to river floodplains and other clear areas. Towns and cities 
can be quite large if the country has a large territory under 
heavy agriculture. 

sible in almost any climate. Examples of light agriculture 
include slash-and-bum agriculture in the tropics, orchards, 
marginal regions supported through heavy irrigation, or spe- 
cial measures, or low-yield grain harvests in the short grow- 
mg season. Small cities can be supported through light 
agriculture, if a strong social organization exists. Otherwise, 
light agriculture can only support small towns or villages. 

Agriculture, light: Some form of basic agriculture is pos- 

Banditry/Brigandage: Cultures subsisting solely on pil- 
laging their neighbors are fairly rare. In order for a commu- 
nity M region to get along on banditry or brigandage, there 
must be an agrarian society of some kind in the vicinity and 
a dispersed population to victimize. Alternatively, heavily- 
trafficked roads and trade routes that pass through the 
regon may provide marauders with a source of income. 
Usually, people who rely on this means of subsistence sup- 
plement their raids with their own light agriculture or ani- 
mal husbandry. Many intelligent momters that don’t exist in 
enough numbers to build communities-trolls or giants, for 
example-tum to banditry to prey on their better-organized 
neighbors. 

Fishing: Obviously, fishing is only an option if a sizable 
body of water is nearby. Large rivers and lakes can support 
fishing communities, but most harvesting of water resou~ces 
can be found near the ocean, especially in very cold or very 
hot regions that are difficult to cultivate. Fishing alone can 
support small towns in rich waters, but fishing communities 
often supplement their catch by keeping herds of livestock, 
whaling and sealing, or turning to raiding in lean times. 

main practices associated with forestry. Forestry by itself 
cannot support towns of any size unless the towns can sup- 
plement their food supply through fishing or whaling. 
However, communities that trade forest products in 
exchange for food can grow into large towns or small cities. 
Elves are known to be able to bring large areas of forest 
under light cultivation without disturbing the natural 
beauty of the woodlands, and can build much larger king- 
doms based on forestry. 

GrazinglHerding: Along with light agriculture, animal 
husbandry is the most common means of subsistence. It is 
especially prevalent in cold, and, or inkrtile areas such as 
the tropics where agriculture is impractical. Grazing can 
support large populations, but also requires several times 
the amount of land that agriculture does. As a result, vil- 
lages and towns tend to be much farther apart in areas 
devoted to the keeping of livestock. Sheep, cattle, goats, 
horses, and swine are the most common domestic animals. 

HuntinglGathering: In game-rich areas, hunting and 
gathering can support surprisingly advanced societies, but 
the communities are by necessity small and dispersed. 
Mobile-hunter-gatherers are not city-builders. At best, a 
large village or camp could survive on hunting and gather- 
ing alone. Anumber of monsters prefer this form of exis- 
tence, although they may resort to raiding or banditry in 
civilized areas. 

Industry: Manufacturing or craftsmanship of some kind 
is a principal occupation of the area. For example, the manu- 
facture of cloth from cotton, wool, and silk were vital indus- 
tries in medieval Europe and China. Other industries 
include glassmaking, papermaking, pottery, tanning and 
leathenvorking, weapon and armor manufacture, shipbuild- 
ing, smelting, woodworking, stonemasonry, and all kinds of 

Forestry: Logging, trapping, and hunting are the three 

56 



Gngdo ms an dJoeioloy 

@ 
".. 

8 Grazurg/herdmg 
Huntmne/eatherine 

I 

High Mountains ate h t e d  as Barren or Glada. 

57 



Qngdoms andJocioZogy 
artistic endeavors. Industry requires a large town or a city, 
and therefore is most often found in places where the local 
food supply allows a concentration of the population. In 
other words, an area with a lot of industry probably has 
agriculture or herdingas a secondary means of subsistence. 

Mining: A specialized form of industry, mining in the 
medieval times included the excavation of coal, copper, 
iron, peat, salt, silver, and tin from the earth. The technol- 
ogy permitted only easily accessible ores to be reached. Var- 
ious types and grades of stone were quarried for use in 
castles and cathedrals. Rare and precious materials such as 
gemstones and gold were almost always found by luck or 
circumstance. Mining communities are located at the site of 
the mineral in question, and may often be completely 
reliant on trade to supply food in exchange for raw ore. 
Dwarves, gnomes, and humanoids such as goblins are 
extremely efficient miners and can actually support mining 
camps or towns with very little agriculture, fishing, or 
herding. 

Non-sufficient: The area in question cannot support 
any sizable communities at all, as no source of food is any- 
where nearby Small bands may be able to eke out an exis- 
tence through hunting and gathering, but starvation is a 
constant danger. 

Raiding: Usually, raiders maintain a marginal subsis- 
tence of their own at home-light agriculture, herding, or 
fishing are common methods. However, they supplement 
this by frequent and well-organized expeditions to different 
regions in order to pillage and plunder (bandits and brig- 
ands tend to prey on people in the immediate vicinity, 
instead of traveling abroad for their activities). Naturally, 
the area that is subject to the raids must be at least margin- 
ally sufficient, or there isn’t much point in raiding it. 

Trade: The community stands at an important cross- 
roads, portage, or port of call and supports a number of 
merchants. Secondary callings such as teamsters, long- 
shoremen, sailors, or caravaneers survive by canying the 
trade goods from one point to another. Trade tends to take 
existing communities and make them larger than they 
would normally be; for example, a large town based on 
light agriculture might grow into a small city through trade. 

Whaiinghealing: A good portion of the people spend 
much of their time on long whaling or sealing expeditions 
that can last for many months. Unlike fishing, whaling and 
sealing tends to be more sporadic, bringing in large quanti- 
ties of food and trade goods at less frequent intervals. 
Whaling and sealing is almost exclusively a cold-water 
trade. In other respects, whaling and sealing resembles fish- 
ing as a means of subsistence. 

Population Density 
The most significant factor governing population den- 

sity is the amount of arable land in a region. As a rule of 
thumb, areas with a high proportion of arable land can sup- 
port a denser population than less hospitable ones. Since 

less land is required to produce the same amount of food, a 
community in a favorable area needs less land to support it 
than a similarly-sized community in a rougher climate. 
Therefore, communities can be found closer together, or 
they can grow to greater sizes. While the term ‘arable’ usu- 
ally refers to land that can be brought under cultivation, for 
our purposes community size is governed by the availabil- 
ity of any food source, not just croplands. 

The amount of arable land to be found in an area 
depends on several factors. First of all, the region’s climate 
plays a huge role. Vast tracts of barren land can’t support 
many people at all. Areas in the tropics enjoy year-round 
warm weather, but tropical soils are often nutrient-poor 
and aren’t very fertile. Sub-arctic regions have shorter 
growing seasons and only produce crops in the summer- 
time. Temperate and sub-tropical regions are much more 
hospitable, and traditionally support the densest popula- 
tions to be found in pre-Industrial worlds. 

A second factor is the topography of the land. Steep 
hills and mountains drastically reduce the amount of land 
that can be brought under cultivation or even used as effi- 
cient pastureland. Therefore, mountainous areas are usu- 
ally less populous than flatland areas, simply because 
mountaineers have a hard time finding level ground to put 
crops in. 

Surprisingly, technology also plays a role in the amount 
of arable land available. As farming methods become more 
sophisticated and better tools are developed, more land can 
be leveled, irrigated, or improved for agriculture. Terracing 
hiusides, crop rotation, and the construction of canals and 
water systems can all increase the amount of arable land 
available to a community. Until heavy plows became avail- 
able, extremely fertile grasslands-such as the Great Plains 
of the United States-were considered un-farmable due to 
the sheer difficulty of breaking the ground. 

While the efficiency of cultivation plays a major role in 
determining population density, there are many other fac- 
tors at work. Do realistic plagues and epidemics sweep 
through your campaign kingdom? What about wars, inva- 
sions, and raids? Does the temperament of the local races 
and cultures lend itself to dense population, or are they 
more comfortable keeping their distance from their neigh- 
bors? Perhaps most importantly, the way in which people 
are used to living (in other words, their subsistence system) 
plays a large role in determining how many people a king- 
dom or region can comfortably support. Consult the chart 
below, reading from the top down; add the number noted 
to come up with a final Population Level for the kingdom 
or district. 



Table 30 Population Level 
Subsistence System (Base Value) 

Heavy Agriculture: 3 
Li&t Agriculture: 2 

leehnology Modifiers 
Stone Age/Savaze: -1 

Area has Trade: +1 .. 

Population Level is nothing more than a crude yardstid. 
for comparing the number of people that live in one region 
against the number of people that live in another. It doesn't 
necessarily represent or imply a specific number of people, 
although it is used in the following section (Settlement Pat- 
terns) to determine how far villages and towns are from each 
other. The higher the population level, the more densely 
populated the region in question is. 

Non-inhabited (-2 or less): For most purposes, the area 
can be considered depopulated or empty. No communities 
exist, although families of settlers or small bands of* 
huntedgatherers may live in the area. 

Sparse (-1 or 0): Few people inhabit the region, and set- 

tlements are widely scattered. There are no cities or towns, 
but villages are scattered about at about twenty to forty miles 
apart. Broad stretches Of wilderness and larlaimed land s e p  
arate the settlements. h4uch of the American West remains 
sparsely populated eGen today. 

Low (1 or 2): Largeportiom of a medieval world have 
low population levels. Citier do not ocm, butsmall to 
medium-sized t o w  can be foundaPYq- to eighty-mile 
intervals, and villages at ten- to twenty-mile intervals. There 
may be extensive patches of wilderness m rugged or unfa- 
vorable terrain, as people dah the best land first and don't 
settle the more difficult areas und they haw tb. 

Average (3 or Q): &nAl cities occur about forty to eighty 
miles apart; towns are found a b +  twenty tu brty miles 
apart; and villages about ten to twehtj miles apart. Small 
forests, marshes, and patches of wilderness still exist 
between communitks, harboring monstem and bandits. 

High (5 or 6): This was fairly un&ual in pdndustrial 
times; portions of China, India, and thf?mwt pmqerow parts 
of Europe would fall into thls category. Viges  ate scattered 
at five- to ten-mileinterval& towns a r e f d  about.ten to 
forty miles apart, small affes anywhere hom forty to eighty 
miles from each other, and large a h  fmm eighty to two hun- 
dred miles apart. Most wilderness has been dared and 
settled, and only the least desirable amw remain unclaimed. 

Very High (7 or more): Before .We 1% century, only a 
handful of locations ever boasted a Very High population. 
The countryside is ahnost continuously settled, with the 
farmlands and pastures of one village aaually coming mto 
contact with the i%rrnlhds of thenext village. Almost no 
undeveloped land can be f o u d  bver the region. Viiages 
may be only three to eight mites apart; towrrsafly ten to fif- 
teen, and small dties as hbse as twerq ~ forty miles from 
each other. Only the most favorable cohditians can support a 
population this dense. 

Settlement Patterns 
Where do the aties and t o w  e h t ,  and why? Are there 

parts of the kingdom that are left unsettled'or is-the popula- 
tion evenly digtrihted thmughout.the land? Naturally, pop- 
ulation density will affect the pattern of -t and 
cultivation thro+ the land; i&'dangerous or inhospitable 
regions, people gather in the safeat.areas' for mutual defense 
and survival, whlle gentle and rich lands encouragepeople 
to strike out on their own. 

The first m i d e r a t h  of an agrariia society isthe location 
of arable land. Fertile farmland is a Qrireless commodity in 
most pre-lndustliial societies, and in hrras where agriculhm is 
the primary foim of subsistence the commmiM will be dup 
tered around the best land available. lFiver valleys and old 
volcanic plains are the most fertile lands. Alkithat,any region 
of plains or rollihg hills with moderate wea&wo$dtions 
contains arable land and fosters a g p i c u t t u r e l ~ e n t s .  

If an area is not well-suited for agricultim;grazing ami 
herdiig is the next mostcomnsubsistenee system. Since 
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agriculture is often p r e f e d  over raising herds, less fertile 
areas are used for pasture land. In moderate dimes, pasture 
land is found in foothills and low mountains (although 
sparse populations of herdsmen in higher elevations are not 
uncommon). Plains and gentle hills that are located in non- 
favorable clunates-the tropics or the sub-arctic-may make 
good pastureland if agriculture cannot be supported. 

People may choose to settle near valuable resources, even 
if there isn’t a very good food source nearby. Several subsis- 
tence systems rely on local resources. Mining communities 
are most often found in rugged mountains and foothills, 
where veins of ore have been broken up and are closer to the 
surface. Foresters obviously need to be located near a forest 
of some kind. Some industries may also be forced to locate in 
particular regions, or on roads or routes that lead to their 
supply of raw material. For example, a center for leather-cur- 

each other. Forests dozens of miles across, fens and bogs, 
extremely rugged highlands, and desolate or monster- 
haunted areas are usually bypassed in the settlement of a 
land. If there’s no reason to live in a swamp or to eke out a 
living clinging to the side of a mountain, people will find 
better places to live. In low-population areas, this is only 
common sense. As the DM, this leaves you plenty of places 
to throw monster lairs and ruined towers into the heart of an 
otherwise peacehl and prosperous kingdom. 

Random Settlement Patterns: If you don‘t have any par- 
ticular preferences about how the land is settled, refer to 
Table 31 below for a random settlement pattern. Feel free to 
modify or ignore the table results in order to remain consis- 
tent with work you have already done--for example, if you 
know that this is a kingdom devoted largely to fishing, don’t 
let the table force you to concentrate the uovulation in the 

ing and leatherworking may be located near a large region 
devoted to pashutland, while a textile center must be some- 

lands desert corner. 

Table 31: Kingdom Settlement Pattern where near-its sources of wool, cotton, or silk. Naturally, fish- 
ers and whalers must be near the sea. -1 0, __‘.__ 

Trade and transportation are another factor in settlement 
pattern. Until the advent of rail travel, the seas and rivers of the 
world represented the only efficient system of transportation 
available to humankind. Most villages or towns are located on 
or near a stream or river, espedally in sparsely settled areas 
where wilderness stands between settlements. Large towns and 
aties are almost always located on a major river, lake, or the sea- 
coast-even today, exceptions to this rule are surprisingly rare. 

Roads, trails, or caravan routes first tend to link places 
that can’t be easily reached by water, and then begin to paral- 
lel streams or coastlines to join up the communities that lie 
along the river banks or seacoasts. B d t  to l i  inland 
resources to a population center, roads make resources avail- 
able to waterborne transport. Unlike the modern interstate 
system, medieval roads tended to wander from town to 
town, detouring around rough terrain and linking villages 
and settlements along the way;they didn‘t build spurs and 
business bypasses in feudal Europe. 

Roads also serve a military purpose, in permitting the 
rapid and safe transport of troops. Roads are often driven 
out to border castles and frontier settlements in order to pro- 
vide the strong forces of the kingdom’s heartland with the 
ability to respond to trouble on the marches. Of course, roads 
also represent vulnerable points by which an invader can 
reach the exposed heart of the kingdom. 

In places where roads or trade routes are regularly and 
heavily traveled, crossroads communities may grow up at 
important junctions or intersections. Many of these commu- 
nities are started by the building of fortifications or castles to 
watch over these key points, and then grow into important 
towns in their own right. 

Wild and uncleared lands were surprisingly common in 
most medieval kingdoms; the Europe of six or seven cen- 
turies ago shll had extensive wildernesses, with large 
stretches of empty lands separating the towns and cities from 

61-75 Hills/Grazinn Land 

99-00 Northwest Gadrant 

Coastal: Regions within 2 to 8 hexes of the coast are more 
densely populated. Add one population category to these 
regions, and subtract one from all other parts of the king- 
dom. For example, a kingdom with Low overall population 
would have an Average population on the coasts and a 
Sparse population inland. 

Riverine: The population depends on rivers for transport 
and communication. Areas within 1 to 3 hexes of major 
rivers gain a population level, while other regions lose one as 
described above. 

WelldOases: A handful of oases (d4+4 in number) are 
scattered throughout region’s the interior. Regions within 2 
to 4 hexes of these oases gain one population level, and all 
other regions lose a population level. 

GrasslanddArable Lands: The best fanning country is 
most densely settled. Generally, the area that is closest to 
Temperate Grasslands in plains will make the best farmland. 
This area gains a population level, while other parts of the 
kingdom lose a level. 

HilldGrazing Lands: The people depend on livestock 
and settle the best ranching land. These are usually arid 
plains or hills, ranging from Sub-arctic to Sub-tropical. Add 
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one population level in this area, and subtract one from the 
rest of the kingdom. 

Best Climate: The people settle the most comfortable cli- 
mate available. In order of preference, these are: Temperate, 
Sub-tropical, Sub-arctic, Tropical, Arctic. Humid areas are 
preferred in colder temperatures. If some part of the king- 
dom enjoys better climate than the rest, the population is 
concentrated here as described above. 

Best Topography: The most favorable topography 
attracts settlement. In order of preference, this is Plains, 
Rolling Hills, Foothills, Low Mountains, Tablelands, Medium 
Mountains, then finally High Mountains. 

Quadrant: For some reason, a portion of the kingdom is 
more heavily settled. This may have been the original area 
colonized, so it is therefore older and more developed than 
the rest of the kingdom, or there may be some unusual 
resource or condition that encourages people to settle there. 
For example, if savage orc raids sweep the western lands of a 
kingdom, people will tend to stay in the east, and only the 
bravest and most stubborn settlers will put up with the raids 
and warfare. 

Cities, Towns, and Other Settlements 
The most prominent features of a populated area are the 

cities and towns. From a player character viewpoint, a good 
assortment of cities and t m s  represents a string of adven- 
ture opportunities. In truth, they are bases for dungeon and 
wilderness exploration, so players tend to remember where 
the towns in a kingdom are and what's unusual about them. 
As the DM, you want to present a fairly believable scattering 
of cities, towns, and villages across the kingdom for your 
PCs to travel to and investigate. 

and towns, while sparsely populated areas may have only a 
few tiny villages. This was described in some detail under 
the discussion of the various population Levels in the previ- 
ous chapter, but here is a summary of how close together dif- 
ferent settlements are in the various population levels: 

Naturally, densely settled regions have a number of cities 

V . & h  2d4mi. 4d6mi. 5d12mi. 95% 

I This is the percentage chance that another feature such as a castle, 
estate, or temple might be located near a village or town. Cities always 
include these additional features 

The range given in Table 32 is the distance between commu- 
nities of that size in the area. For example, in an area of Average 
population, villages tend to be located about 3d6 miles from 
each other. 'Ilks is a twodimensid model, so from any giv, 

I- 

village there are probably three to five neighbors in the speci. 
fied range at different points of the compass. When you a& 
place towns and villages on the kingdom map, look for featu 
that would encourage people to build a community at that 
point: a saurce of water, proxitnity to the means of subsistenc 
or sheltered or easilydefended approaches. 

Cities: Ranging in size from 5,000 people on up to 50,oVu 
or more, a single strong city can be powerful enough to be 
considered a realm in its own right. Areas of low or averap 
population tend to raise cities at the smaller end of the sca 
A city requires a belt of surroundhg farmland or grazing 
land about 5 to 30 miles wide, depending on the number c 
people who live there and the type of subsistence availabli 
Cities almost always include castles, temples, monasteries 
and other specialized communities; refer to the category o 
Other, described below. 

Towns: Towns are considered to be anywhere from aboi 
500 to 5,000 people, although the difference between a large 
town and a small city may be hard to perceive. Towns require 
a belt of farmland or grazing land about 2 to 10 miles in 
radius, depending on the nature of the food supply, climate, 
and other factors. Towns can support a substantial population 
of workers devoted to production or industry instead of food 
collection and represent the smallest reasonable centers of,pro- 
duction or industry Towns often include a castle, temple, or 
some other structure as a centerpiece or feature of note. 

Villages: At the low end, a village may include only a 
few dozen people living together on what amounts to ash 
gle, community-owned farm. These holds or freesteads an 
especially common in regions of sparse or low population. 
At the higher end, a large village may number as many as 
500 people and include a number of craftsmen, innkeepers 
and other specialized businesses that survive by catering t 
their neighbors. A village requires a belt of fields and pas- 
tures at least 2 to 5 miles in extent. 

Other. Castles, towers, temples, or monasteries may be 
found in or near many villages, towns, and cities. Each repre- 
sents a small, insulated community in and of itself, with its 
own special purpose and means of support. A castle, for 
instance, serves as the home of the local lord or knight, a fi 

tification, the barracks and headquarters of the local militi< 
and constabulary, and (in some cases) the capital or court ( 
an entire district. Hundreds of soldiers, courtiers, servants, 
knights, and squires may inhabit a good-sized castle. Table 
31 lists a percentage chance that a community of the listed 
size boasts a castle, temple, or similar structure in addition 
its normal population. 

In some rare instances, a castle or monastely may stani 
in an isolated region, without a nearby community. Usual1 
this is for defensive purposes-fortifymg a strategic pass, 
guarding a border, and so on. You can choose to replace a 
town or village with a free-standing castle or similar fortifi- 
cation at any place it seems appropriate to you. 



e an excellent idea of what 
temtory, of player charac- 
roscopic design approach 

and working on smaller and smaller areas, you should pro- 
ceed to Chapter Five, Provinces and Cities, in order to select 
a local campaign area, a home base or town, and a few sites 
of interest to begin building your campaign around. If you 
are using a microscopic design approach and working on 
larger and larger areas, you'll move on to Chapter Three in 
order to develop the continent or region that the kingdom 

If you want to detail your kingdom even further, you 
have several options available to you. First, you can start 
building a roster of important NFCs in the land-the king, his 
adwsors, local heroes, and dastardly villains. Second, now 
you an work on developing unique monsters or situations for 
players to confront. When a good idea for an adventure 
strikes you, jot it down and start keeping notes on adventure 
hooks that deserve further attention. You could go to the 
library and check out books about the time period, culture, or 
geograplucal area that you want your campaign to emulate. 
Borrowing from books about the Crusades, the Holy Roman 
Empire, or life in medieval Europe is a great way to add fla- 
vor and detail to your campaign setting. 

1st communities wrll be 

i 
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cities and 
Most AD&D campaigns begin with the simplest of set- 

tings-a dungeon to adventure in, a town to return to for rest 
aAd training, and in between, a little bit of wilderness to 
travel through. When the AD&D game was first invented, 
this was all that most players considered necessary. And 
while the game has evolved over the years into a much more 
complete and kacter-driven web of adventure, intrigues, 
plots, and villainy for the heroes to confront, the minimal set- 
ting of dungeon and town still remains one of the easiest and 
most common campaign scenarios in play 

In this chapter, we'll examjne the development of a good 
local adventm envimnment based on this model. As the DM, 
you will need to bormw or invent a lot of material about the 
home base of your pts, the neighbom towns and villages, and 
the actual site of intemt that the PCs are involved in exploring. 
while the art of adventwebuilding deserve a whole book to 
itself, we'll show you how to build a strong framework from 
which a number of advenhms can be launched. 

The local campaign area is the province, barony, cvuttr; ~~ 

or district in which the campaign is set. You may have 
already developed the culture, climate, means of subsistence, 
and rough location of towns and roads within the area by 
building the campaign kingdom in the previous chapter, or, 
you may be staaing with this chapter and developing the 
local area first. * ,> 

If you have already developed the campaign kingdom, ,.. 
all you need to do is choose a suitable region for the local 
campaign area. An area about 40 to 50 miles across will be 
more than sufficient. Make sure that you select a n  area that 
includes at least one town for a home base and some interest- 
ing terrain features such as forests, swamps, or mountains 
for the FCs to explore. You can then copy and enlarge this 
region from your kingdom map or simply transfer the fea- 
tures freehand from the kingdom map to the local map-see 
Local Cartography, later in this section. 

You should select a region that will lend itself to the style 
of campaign you want to run. If you like swashbuckling 
adventures built around court intrigue and romantic rogues, 
you'll need a good-sized city for the setting. On the other 
hand. borderlands and frontiers work well for a carnuaim, 

Once you have an idea of what type of campaign you're 
after, you can begin to create some of the basics of the setting 
and the culture in the local area. In this section, you need to 
determine the physical geography of the region (location and 
sue of bodies of water, the local topography, climate, 
weather, and prevalent terrain types) the social geography of 
the region (race, cultural archetype, tedmology, govemm 
alignment, and situation), and finally the location oft 
cities, and the means of subsistence or survival in the r 

Coasts, Lakes, and Rivers 
Is the local campaign area near a sea or major la 

paign area includes a port or two. If you don't 
ence, refer to Table 33 below: 

Island: The local campaign area consists of a single good- 

island's coasts wiU appear on the map of the local area. The. . 
may feature minor lakes, streams, and other bodies of water. 

sized island about 20 to 40 mile across. Most or all of the 

Coastal or Peninsula: The local campaign is near the 
seashore or the shore of a major inland body of water. At 
least one map edge is water, and a penimulax area may be 
surrounded by water on three sides. Again, minor rivers or 
lakes may appear in the area. 

Major Lake: One or more major lakes are scattered 
through the area, each one about 11 to 20 miles in length 
2 to 12 miles in width. The lakes may be-arranged in a Line 
joined by a major river, or they may have no connection to 
each other. A fair number of minor lakes and streams will 
usually be found near major lakes. 

Maior River: At least one mior river winds throueh 

1 * 

to 'most  vessel^ for its e;;tire 
ent transportation route. It may 
Most human settlements in the 

2d6 lakes are scattered 
local campaign m a ,  each one no more than 

tbree or four d e s  aaoss. A d o m  or so minor rivers and 

wilderness exploration 
ioned dungeoneering camp 
forgotten ruins or labyrinth 

On the other hand, you 

what kind of campaign 
Table 1 World Hooks, 
ideas for types of camp 



cities and Trozrinces 
No Significant Bodies of Water: A few ponds, wells, 

watering holes, or creeks may be found in the local area, but 
no navigable rivers or lakes exist here. This is the normal 
condition for arid areas. 

Mountains and Hills 
Since a local campaign area is about forty miles square, 

only a portion of a mountain range or chain of hills would 
normally appear in this local map. With the exception of 
some volcanic peaks, mountains are not perfect cones with 
45- slopes; instead, a mountain is usually a long, We-edged 
ridge that extends anywhere h m  five to twenty miles in 
length and about two to five miles in width. Valleys of simi- 
lar size usually separate ridges of a mountain range. There 
may be high saddles, subsidiary ridges, or upland valleys 
that change this basic form, but for the most part PCs in the 
local campaign probably won't encounter more than half a 
dozen distinct peaks in the limited area. 

Mountaim are usually surrounded by a belt of foothills, 
which are smaller ridges paralleling or splittjng off from the 
main mass. A typical foothill would be about one to four miles 
in length and about half a mile to a mile in width. Fwthills 
can be every bit as steep and treacherous as mountah prober. 

In addition to the topography dictated by the nearby 
mountain ranges, regions of rolling hills or uplands are fairly 
common. These hills tend to be smaller and closer together, 
without long, distinct ridgelines. Small hills may only be a 
couple of hundred yards in diameter, while larger ones can 
be a mile or two in length and half a mile or so in width. 

Tablelands are another type of landform encountered in 
arid regions. These consist of flat-topped, steep-sided mesas 
or buttes, each about half a mile to three or four miles in 
diameter at the base, and somewhat smaller at the top. 

Any part of the local campaign area that features no 
mountains, hills, or tablelands is considered to be plains by 
default. If you don't h o w  whether or not there are any 
unusual landforms in the campaign area, consult Table 34: 

Table 34 Local Mountains, Hills, and Tablelands 

38-69 tientle Hills 
70-76 Tablelands 
77-00 Plains 

Very Mountainous: Several major mountains can be 
found in the local campaign area. These extensive uplands 
and their foothills take up about 75% of the available space. 
Very large or deep valleys form between the ridges, along 
with smaller hanging valleys or gorges deeper in the moun- 
tains. Medium or High mountains (described in previous 
chapters) create Very Mountainous terrain. 

Mountainous: One or two major mountaim exist in &tt 

local campaign area, or a number of smaller ridges equiva. 
lent to foothtb. These features accinmt for about 25% to 50% 
of the local area. Low Mountains or Foothills fall into this 
category. 

ranges. These maybe old and weathered mcruntains, high- 
lands, badlands, or general rough terrain. Rugged hills ma 
take the form of a number of long, low ridges or may be 
clumped together in d 
usually surrounded by belts of m e  hills, which act as 
"foothills to the foothills," if pou can follow that reasoning. 
About 50% to 75% of the local area is occupied by these hill 
systems. 

Gentle Hills: Isolated ranges (or one long, widespread 
range) of rolling hills appear in several places throughout the 
local area. About 25% to 50% of the area is actually covered 
in gentle hills, and the rest consists of plains. Nearby moun- 
tain systems and similar uplands tend to elevate the land, 80 
the hills mav be suurs of mountains iust off the man or out- 

Rugged Hills: Much of the local area featurewagged hiu 

anized uplands. Rugged hills are 

lying montke systems that have b& weathered down to 
nothing. 

Tablelands: Significant portions of the local area are cov- 
ered with mesa-lands or similar rough tmain. Mesas tend to 
appear in clumps, but isolated buttes can be found many 
miles from their nearest neighbors. About 25% to 50% of the 
area is covered with mesas. 

Plains: The area is predominantly flat, although small 
ranees of rolline hills and outcroooines of rock mav create 
minir hill systeks covering a b 0 ; t ' d  or so of thelocal area. 
Plains may also feature depressions, canyons, or similar fea- 
tures, at the DM's discretion. 

Climate and Weather 

hw of an area. On Earth-like worlds. areas that lie in the 
For our purpogee. climate refera to the general tempera- 

tropics are considerably warmer than more northerly or 
southerlv reeions. The climate band eoverns the tvue of 
weather'thathatuthe locd campaign area-mives, the'ie- of 
seasonal variation, and th; *e of vegetation or gro&d 
cover prevalent in the are&. Obviously, a campaign area set in 
the cold and rocky fjords of a northern island presents a 
much different array of monsters and physical obstacles than 
a campaign set in the arid wastelads of an equatorial desert. 
Several facto&, including climate band or latitude, seasonal 
variations, prmailing winds, and kum'dity, determine a region's 
weather and vegetation. 

Climate Band A climate band is nothing more than a 
belt around the world in which similar temperatures and 
seasons can be expected. Each climate band is about 20 
degrees of latitude in width. On a n o m d  Earth-like world, 
there are nine climate bands, ranging from arctic to tropical 
(the four non-tropical bands are replicated on both hemi- 
spheres). However, a fantasy world may have even more 
extreme climates available. The climate band is one of the 

I 
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major determining factors of a region’s mix of terrain and 
ground cover. From coldest to warmest, the climate bands 
are: super-arctic, arctic, sub-arctic, temperate, sub-tropical, tropi- 
cal, and super-troplcd. Refer to Table 28 (page 54) for a ran- 
dom determination of climate if you don’t wish to choose 
one. 

Areas of significant elevation are usually colder than 
their latitude might otherwise indicate. For example, the 
Hawaiian Islands are near the Equator, but the highest 
mountam peaks on Maui and Hawaii remain snow-capped. 

Seasonal Variations: The Earth experiences moderate 
seasons due to its axial tilt, but your fantasy campaign 
world may have more extreme seasons, or no seasons at all. 
On Earth, each hemisphere receives extended or reduced 
hours of daylight in the summer or winter, producing sea- 
sons. In a fantasy world seasons can be created by the will of 
the gods, an actual variation in the energy output of the sun, 
or anything else you can imagine. Consult Table 14 in Chap- 
ter Two for more information about the local campaign 
area’s seasons. 

Prevailing Winds: Anumber of factors account for the 
direction of the prevailing winds in an area, but for local 
meteorology all you need to do is roll a die for a random 
wind direction. The prevailing wind may be useful in show- 
ing places in the local area that are particularly exposed or 
sheltered from the weather, rain shadows of mountains, and 
the general trend of weather systems. Naturally, the wind 
doesn’t blow from that direction all the time, or even most of 
the t i m d u t  major weather systems usually approach from 
that direction. Table 17 on page 30 provides a simple way to 
randomly determine the area’s prevailing winds. 

Humid and Arid Climes: Areas subjected to prevailing 
winds that cross nothing but dry land for thousands of miles 
are arid climes. Dense forests, swamps, and jungles don’t 
normally occur in arid regions. On the other hand, areas with 
prevailing winds that cross oceans or other large bodies of 
water are humid climes, with lush forests, numerous rivers, 
and frequent rainfalls. Since a local campaign area is too 
small for you to form an educated guess about how much 
ocean or land is nearby, simply flip a coin (or make a deci- 
sion) to determine if the local area is arid or humid. 

Terrain 
The combination of ground cover with landform creates 

the overall terrain of the local campaign area. Terrain ranges 
from barren mountain peaks to lush forests and dismal 
swamps. The terrain is one of the first things the player char- 
acters notice about a setting, since it’s one of the few aspects 
of a fantasy world that everyone can imagine instantly and 
accurately. After all, most people have seen forests and 
mountains with their own eyes, so it‘s not real hard to con- 
jure up the images of these places when you’re trying to put 
yourself in your character’s position. In the local campaign 
area, there should be one or two predominant terrains. with 
a few patches of less common terrain just for variety. 



cities and Trovinces 
Take a look at Table 18, on page 32. This breaks the pos- 

sible terrain types into categories by climate band and 
humidity For example, you’ll see that a desert just won’t 
normally occur in a temperate, humid environment. Simi- 
larly, glaciers and tundra won’t be found in tropical areas. 
Refer to the climate band and condition that matches the 
local campaign area, and roll for 1 or 2 predominant terrain 
types. The scattered patches of different terrains can be 
drawn from other appropriate terrains on the same sub- 
table, or you can choose anythmg that pleases you-as long 
as you come up with some kind of explanation. Maybe that 
band of jungle in the icy fjords is created by an ancient arti- 
fact or a number of hot, steaming volcanoes. 

Culture 
Even the wildest and most desolate adventure setting 

needs some kind of base camp for the heroes to return to. In 
many campaigns, humans are the chief inhabitants of the 
area by default, but you can populate the area with any kind 
of race or social structure that you like. Details of culture and 
society are discussed at length in Chapter Four, but if you are 
starting small and working your way up, you’ll need to 
develop some information at this point. Culture is composed 
of a number of different components, including race, cultural 
archetype, race status, language, technology, government, social 
alignment, and finally situation. 

Race: What race is predominant in the area? What 
species controls the kingdom or land to which the local cam- 
paign area belongs? There’s no reason that the PCs need to 
be based in a human or even demi-human kingdom; imagine 
a kingdom of orcish conquerors, in which the PCs are brig- 
ands and resistance fighters, or a kingdom ruled by powerful 
dragons whose agents exact tribute from the villages and 
towns of the area. Refer to Table 19 on page 38 for a list of 
possible dominant races. Normally, a local campaign area 
will feature one dominant race and ld6 major or minor races 
These lesser races will hold only one or two small communi- 
ties within the lands of the dominant race. For example, if 
your rolls indicate that the land is primarily human, there 
may be a remote hill fort under orcish control or a small 
elven settlement in the nearby forests. 

If you’re not sure how the races may coexist or get along, 
you can refer to Table 22 (page 44) for an idea of how the 
dominant race relates to the less numerous peoples. Remem- 
ber, besides referring to different species, race may be used to 
indicate to humans of different cultures or ethnic origins- 
the well-known Robin Hood stories revolve around the con- 
flict of England’s Saxon lower class against the kingdom’s 
Norman rulers. 

Cultural Archetype: Generally, what kind of people do 
you see inhabiting the local area? Are they barbarians, living 
in squalor and savagery? Or is there a beautiful Renaissance 
city, supporting art and learning? The default for the AD&D 
game tends to be a standard Middle Ages countryside, with 
a handful of towns and villages, numaous farms and graz- 

ing lands, and a few castles here and there. The range of pos- 
sibilities (especially when combined with alternative races 
and technology levels) is virtually endless. If you don’t know 
what the people of the area are like, roll on Table 21, Cultural 
Archetypes. It appears on page 43 of Chapter Four. Note that 
each race or ethnic group may enjoy its own culture, distinct 
from the culture of the dominant race. 

Language is an important part of the basic culture. You 
should decide what passes for Common in the local area and 
whether or not the population is literate. If there are towns 
within a few miles of each other that don’t share a common 
language, a natural degree of tension and distrust in the area 
will develop. 

like if firearms had been invented a few hundred years 
early? Could the explosion of trade, leaming, and art that 
categorized the Italian Renaissance have taken place under 
the right conditions in the Bronze Age? The technology avail- 
able to a culture can play a huge role in characterizing the 
lifestyle and appearance of the culture. Players are especially 
observant of military technology, since the availability (or 
lack) of certain types of armor and weapons may make an 
immediate impact on their character’s combat ability and 
firepower. Technology is discussed at length in Chapter Four; 
refer to Table 23 on page 46. 

Government and Social Alignment: The organization of 
the various towns, villages, and free farms into something 
resembling a local government form a backbone of the 
design. In parts of Europe, independent bandit chieftains 
and minor nobles retained control of their lands well into the 
late Middle Ages. In other parts of the world national gov- 
ernments did not develop until colonial administrations c r e  
ated the framework for native government. Again, forms of 
government are fully discussed in Chapter Four; see Table 24 
on page 48 and the explanations that follow. 

Social alignment describes the general alignment ten- 
dency of people in that area. What are the accepted ways of 
conducting business and getting ahead? How do the gov- 
ernment and the people get along with each other? A 
chaotic evil area probably consists of poorly organized war- 
lords and petty rulers who use force of arms to resolve their 
disputes. 

Situation: This is a catch-all description for any unusual 
elements or characteristics you want to insert into the local 
area. Perhaps the use of magic is outlawed, and PC wizards 
must be very careful of revealing their magical powers. Refer 
to Situation, in Chapter Four. 

Population 

the style of campaign you wish to play A complex setting of 
intrigue, noble feuds, and politics is hard to support in an 
area composed of nothing but dirt-poor villages. Similarly, if 
you want to build a campaign of wilderness exploration and 
monster-clearing, it’s hard to find something for the PCs to 

Technology: What would the Roman Empire have been 

The number of people in an area can certainly influence 



do if they live in a densely settled, secure region of large 
towns and strong cities. 

The total population level of an area is influenced by 
many factors. First and foremost, there just may not be that 
many people around. Even in the most fertile regions of 
Mesopotamia and southern Europe, periodic plagues, 
droughts, or extended warfare or invasion could quickly 
depopulate a region. Carthage was one of the great cihes of 
the ancient world, but the Romans tore it down stone from 
stone and salted the earth, turning Carthage into a wasteland 
that has never recovered its former population. Other popu- 
lation factors mclude the climate, the food supply, the orga- 
nization of the government, and the level of technology 
avadable. 

Subsistence Systems: What do the people of the local 
area do for a living? Are they farmers, herdsmen, fishermen, 
or do they exploit a natural resource such as a forest or a 
mmeral deposit? Obviously, organized and intensive agricul- 
ture can support a much greater number of people than 
keeping herds or hunting and gathering. The subsistence 
system also helps you, as the DM, to determine where 
people are likely to settle and what type of land or terrain 
they view as valuable. For example, an area in which many 
people are employed as miners will include towns and 
camps clustered around the richest deposits in the hills and 
mountains, while an agricultural area will attract people to 
the most fertile land. 

Refer to Table 28 in Chapter Four for more information 
about the types of subsistence systems available, and choose 
one that suits the setting (or roll randomly, if you don’t have 
a preference). 

Population Level: Once you know the terrain, climate, 
society, and lifestyle of the region’s inhabitants, you can 
make a good guess about the overall population level. Popu- 
lation falls into one of six rough categories: None, Sparse, 
Low, Average, High, and Very High. Obviously, the higher 
the populahon, the more towns, villages, and cities there are 
in the local area. 

Sparsely populated local campaign areas include about 
three to eight villages, with a total population of 1,000 to 
2,000 people. 

Areas of low population may include a town, with about 
five to ten villages and a total population of about 5,000 or so 
people. 

Reeions with average uooulations include one to three 
U I ,  

townskd a dozen or more villages, totalling about 10,000 
inhabitants. 

three to six towns and about fifteen to twenty villages. The 
total number of people living there is around 20,000. 

Areas of very high populations typically include at least 
one city, about five to ten towns, and twenty or more villages. 
The total number of people ranges from about 30,WO or so on 
up to as many as 100,000 in the densely populated lands 
around a major city. This is about the heaviest population a 

Highly populated areas may indude a small city and have 

medieval province or county could reasonably support. 
Remember, these population levels refer to the major or 

dominant race of the area (or theh slaves and subjects, if the 
dominant race is a race of conquerors). The minor races of 
the local area may hold the equivalent of a town or several 
villages of their own. For example, there may be several 
dwarf villages and settlements in the deep mountains of the 
local area. 

Communities: The last step in preparing the local cam- 
paign area is placing the cifies, towns, and villages in appro- 
priate locations. Naturally, the principal means of 
subsistence in the local campaign area will have a huge influ- 
ence on the location of various communities. Agricultural 
settlements need arable land, mining towns need mountains 
or hills, and fishing or trading towns should be located on 
rivers or coasts. 

While you are placing the towns and villages of the area, 
keep an eye open for places where castles, monasteries, forti- 
fied temples, wizard towers, and other unusual communities 
may be located. Fortifications often guard crucial towns, hos- 
tile frontiers, roads, river amsings, or passes. Some priestly 
orders may desire seclusion and deliberately build their 
retreat in the most inaccessible area they can find. 

When you finish placing the towns and villages, you’re 
pretty much done with the creation of the local campaign 
area. You know what the weather and terrain are like, how 
many people live there and what kind of society they live in, 
and how they get along in the world. The next step will be 
creating a map of the local campaign area and moving on to 
describing the individual towns and cities, the various sites 
of interest, and stocking the region with monsters in a fantas- 
tic ecosystem. 

~ 

j ters. For the moment, let’s lmknt another example. Doug has 

knows is that he has an area aboutforty or so miles 
I wide to place at least one town or settlement, a few adventure 
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 EX..^,+,.^. You may ha,, L(L,Luuy lrUU L(OYut Kin, ullu ,_, 
work on creating a kingdom she calls Soia in the previous chap 

decided to begin his design work by starting small ami working 

sztes, and later on some monstersfor the PCs to battle. 
First, Doug decides to see ifan interesting world hwk 

jumps out at him, so hejips  back to Chapter One and rolls on 
Table 1. He comes up with Archipelago as the world hook. 

~ Clearly, his local campaign is located on one island in a chain 
1 of some kind. This means that his next decision about seas and 

rivers in the local area is easy-he doesn’t even roll on Table 33 
and instead he chooses Island. 

Next, he decides to see how mountainous the island is, anr 
consults Table 34. A roll of59 indicates Gentle Hills, so a hrg, 

overed with rolling hills. Doug decide: 
hills in the center of the island to 

~’ 



! work. He also decides to ignore seasonal variations, since 
te tropics by definition see little or no change season to sea- 
m. Because this is an island, he decides that the campaign 
*ea is humid. To determine the prevailing wind, he checks on 
zble I7  and discovers that the wind generally comesfrom the 
1st. Note that at any step in this process Doug can pause to 
,art sketching out the islands outline and its major terrain 
atures-this will be discussed in Local Cartography. 

Now Doug is ready to create the terrain ofthe island. He 
tows that the area is tropical and humid, so he refers to the 
ipropriate portion of Table 18 and rolls a 1: marsh or swamp. 
Ibviously, ifmost of the island is covered by hills, swamp isn’t 
?propliate. Doug imagines that a large peninsula or section of 
ie island is low and swampy, and rolls again for the rest of the 
land. This time, he comes up with medium jungle. He takes 
3te of the other appropriate terrains-grassland and heavy 
ingle--since small patches of these may be found in the right 
laces, such 11s the rugged central hills of the island. 

This wraps up the physical geography of the island, but 
?w Doug needs to determine who lives there. Referring to 
zble 19, he rolls a 17 for the dominant race and discovers that 
ves are dominant. Other major races include goblins, lizard 
‘en, tabaxi, kenku, and humans. He decides that thegoblins 
Jld the rugged inner hills, the lizard men hold the swamps, the 
umans, tabaxi, and kenku share the jungles, while the elves 
.e seafarers with a couple of small towns on the coasts. He 

, ’ 
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wants to know how the elves get along with everyone else, so he 
,. consults Table 22. Again, he chooses not to roll, choosing the 

second to last option: the various races inhabit diflerent com- 
munities, but the elves are recognized as the isle’s rulers. 

Cultural Archetypes and comes up with European Renais- 
sance--that’s unusual! Clearly, these aren‘t simple forest 
dwellers. Mulling it over, Doug starts to conceive of a swash- 
buckling, pirate campaign. He skips a roll on Table 23, the 
Kingdom Technology Level, and decides that Renaissance-level 
technology is available to the elves, includingfirearms. Next he 
rolls for thegovmment system and social alignment, and 
comes up with a Neutral Evil syndicracy. This is getting quite 
interesting: swashbuckling elves, ruled by avaricious pirate 
guilds. 

Finally, Doug decides to take a look at the islanders‘food 
supply and population. On Table 29, he rolls a 1, indicating 
light agriculture. For the total population leuel, he works 
through Table 30 and comes up with a 3, which is Average. 
Doug decides that the elws have several harbors and pirate-den 
towns scattered around the island. There’s a number of interest- 
ing hooks availablefor adventures and intrigue, so he’s ready to 
move on to developing m e  of these pirate towns as the PC base 
of operations. A map of Doug’s pirate island appears below: 

Continuing to develop the elves, Doug refers to Table 21 for 

6 8  



Local Cartography I 

that we will discuss in this book. If you wish, you can cre- 
ate a local map to show the exact positions of nearby vil- 
lages and towns, individual monster lairs, lords’ manors, 
shrines, and similar sites of interest. If the world you have 
created is unusually small, you can skip the creation of a 
local map, since the kingdom map itself is probably about 
the largest scale (and smallest size) that you will find prac- 
kcal. Agood scale for any local map is about 1 mile to a hex 
or square. 

If you are zooming in on a kingdom map you’ve already 
developed, all you need to do is pick an area about 40 miles 
by 40 miles, however many hexes that may be. Pick a major 
town or terrain feature and center the local mau around it. 

line that runs along all the points of equal elevation on a hill- 
or a valley. An example of mapping with contour lines is 

wn below, in Diagram 14. Regions of gentle slopes have 
The local campaign area is the smallest outdoors region 

contour lines spaced far apart, since it takes a significant h 
izontal distance before the land‘s elevation increases an 
appreciable amount. Steep or mountainous regions compz 
contour lines together, since elevation changes very rapid1 
Another method is to draw ridge-lines, marking the loca- 
tions of the hills with a top-down realistic symbology. You 
can see an example of this in Diagram 13. 

Terrain: The ground cover of the local area tends to 
include broad stretches of the predominant terrain, broken 
only by a few clearings, copses, woodlands, and other iso- 
lated terrain types. Make sure you give your players a march 
of cold and lonelv hills, a dark and tanded forest, or a stink- 

Remember, you don’t need to be perfectly precise; as long as 
the local map and the kingdom map show things in roughly 
the same relative positions, that’s good enough. 

Map Blank 5, the plain hex sheet is ideal for mapping the 
local campaign area, with a scale of about 1 mile to a hex. 
You could also use Map Blank 6, the plain gridded sheet, 
with a scale of 1 mile to a square. 

mg landforms: the same symbology you’ve used for the 
larger maps, or contour lines. Acontour line is an imaginary 

Landforms: At this scale, you have two options for show- 

ing bog or two td explore, wen in the k d d l e  of otherwise 
cleared and settled territoq 

Cities and Towns: In the local map, it will prove helpf 
to indicate the extent of the cleared farmland that surroun 
a city or town. Even small villages farm most of the arable 
land within a mile or two of the village. On your local can 
paign map, this will show as a belt of several hexes s 
rounding each town or hamlet. 



feria and zoomed in to create the local campaign ‘setting. Since 
Yim already knew that she wanted a fairly sophis 

litical intrigue and rebellion against the evil sult 
iecided to concentmte her design efforts around a ma 
dunning to include a mix of urban adventu 
igainst the sultan’sforces, and a little dungeonee 
;elects a suifable cityfrom the kingdom m a p  and 
;hewn; each of the big hexes marked on this d 
me small hex on the kingdom map. You can 
erred the rivers, towns, and terrain features to this smal 
mp. Kim adds a number of small lakes and 
brly in and around the large marsh west of 
dete the mixture, she throws in a few patches of woodland and 

Tow id cities serve thrre main purposes in the AD&I 
campaign: first, they’re bases of operation for exploring nearby 
dungeons, ruins, or wilderness areas; second, they’re nests of 
intrigue and adventure sites in and of themselves; and finally, 
towns and cities form markers and scenery to help the players 
picture their characters’ travels and journeys. Mapping out the 
street plan of even a modest town or trylng to describe every 
single person in a village in game stab may be an interesting 
exercise in sociology and patience, but you don’t need to go to 
these extremes in order to create and people cities and towns 
that feel like living, growing communities. 

In this section, well take a brief look at building towns 
and cities for your AD&D campaign world. We’ll assume that 
you are primarily interested in assembling a quick overview 
of a community, concentrating on the services and resources 
of interest to a passing party of adventurers. If you wish to 
develop your town at greater length, it’s simple to map it in 
detail and create additional NPCs to provide a more complete 
listing of important or influential people in the city. 

described in some detail earlier in this chapter and in the 
preceding chapter. Generally, very small communities can be 
crowded close together, since they require little land to sup- 
Dort their DoDulations. Lareer communities tend to be some- 

The placement of towns and cities has already been 

khat farker’apart, and we‘n in the densely populated 
reeions of mcdicval EUIOD~. India. or Ciuna. ereat cities wcrc 
raklv closer than 50 to 160 miles apart. In m& envuon- 

transportation. Thus, streams, lakes, or rivers can be found in 
or near almost any sizable town. 

Defensibility and shelter are also strong considerations in 
placing centers of population. All other factors being qual, 
people will look for a hill to shelter the town from the worst 
of the winter wind, an island or ande in a river, a small rise 
or knoll that can be easily enclosed-by a palisade, or a defen- 
sible mountainside to provide the settlement with a minimal 
degree of protection. 

Finally, settlements must be located near the resource 
that originally drew people to the area. In most cases, this 
open farmland, so it‘s quite common to find villages and 
towns surrounded by the fields worked by their citizens 
Towns built to exploit mining, forestry, or whaling must 
located near mountains or hills, woodlands, and seacoast 
respectively. Unlike in our own mod 
medieval setting don’t commute to wo 
unusual for someone to live more than 
from their workshop or the lands they 

Size and Population 
For our purposes, the most important aspect of town- 

building is deciding the size of the community in terms o 
population. Towns with a high population can support more 
specialized traders, craftsmen, and stom. The presence of a 
higher number of consumers allows for uncommon services 
or trades. Generally, small villages and hamlets are unlikely 
to support anything more sophisticated than a blacksmith, 

more about local population levels, if you haven’t deter- 
mined any of this yet.) Or, if you wish to simply use a ran- 
dom roll, consult Table 35, below. Note that the population 
levels are given in blocks of 500 people: 

1 These results should be halved for Uncommon or Rare creatures 
and quartered for.Very Rare creatures. 
Results of 0 or less are treated as hamlets with population levels 
of 20d20 (20400) people. nk, settlements have a very strhng tendency to be built on 



'ties and Trovinces 
etc., that are likely to be 
, which is the most signifi- 

cant game effect of high or low populations in the tow& that 
the PCs visit. These are described in more detail under 
Resources, below. 

Note that fantastic cities of great size (more than 50,OOO 
people) should be very rare. These titans are "off the chart", 
and should only occur in an area through a deliberate design 
decision on your part. There's nothing wrong with a 
Lankhmar or Waterdeep in your campai gn... as long as you 
realize that a city of this size and splendor should be the 
focus of the campaign, and not thi launching pad for com- 
mon wilderness or dungeon advent --- 

Physical Description 

and towns bv their woodation levels, most Dlavers urefer to 
While you as the DM will find it easier to categorize cities 

imagine citihs as thiy Appear to theu.chara;tek. T&k of a 
eeneral dexriution vou mieht zive to a D W ~ V  of PCs first 
imving on thi sce& Is the-ci<walledfAre'the gates 
guarded or standing open? Are there any castles or fortific, 
tions ringing the city? What are the major public buildings or 
monuments? Is there a district of docks or wharves for trade 
and commerce? 

Remember, cultural 'and racial cues are some of the easi- 
est for PCs to notice. If it's a villare of neolithic (Stone Are) 
wood elves, tell the players! Te&ological adv&cement"i 
also easy to spot-gilded carriages, waistcoats, and rapiers 
speak of a high technology, while horse-drawn sledges, furs, 
and axes tell a different story Finally, don't forget the subsis- 
tence system of the townspeople-a mining town or whaling 
town will have easily spotted features such as reeking fur- 
naces and refineries, rendering vats, a crowded waterfront, 
or a haze of smoke and fumes. 

Here are some quick ideas of physical characteristics or 
appearances you might use: 

Fortifications: For defense, many medieval towns and 
cities surrounded themselves with a wall; villages used 
wooden palisades or a thick hedge for the same purpose. 
Cities often feature strong walls, with several citadels and 
outlying castles or forts guarding critical points, over- 
looks, or harbors. 
Organization: Some communities may be strictly orga- 
nized bv the class of resident, so a citv mifit feature a dis- 
tinct Noble Quarter, a Trade Quarter,'and<o on. h some 
cases. internal walk and fortification, mark the division of 
districts. 
Pouulation: If the town has been lareelv deserted, aban- 
d/ned, or recently sacked there maybLfar fewer people 
living there than normal. Similarly, towns that are experi- 
encing booms such as gold rushes, fanatical religious 
revivals, or a flood of refugees escaping a war may be 
choked with people. 

Wealth or Poveay: Prosperous towns feature buildings in 
good repair, stronger fortifications, and busy commerce 
districts. Impoverished towns lack the funds necessary to 
maintain good appearances, and many will be unem- 
ployed or beggars. 
Unusual Building Style: A lack of wood or stone for 
building materials or a ureference for a uarticular kind rg 
building may change &e entire appearance of a town. F 
example, elves mi& live in a town built of livine trees. 
More'common h&an examples of alternative c~mtruc  
tion include sod. dried mud. brick. adobe. stone of varic 
types, rough-hewn logs, sawed Gber ,  paper, or even 
semi-permanent tents or huts. A typical medieval stmc- 
ture is framed with wood, waffled or chinked with mu(' 
and then roofed with thatch. 
Unusual Buildin-: Verv prominent public buildings SL-. - I .  - 
as armories, magazines, palaces, temples, wizard towers, 
and libraries stand out to the casual visitor. Naturally, onl 
towns and cities of considerable sue will have a numbe 
of big public buildings. 
Public Attitude: How do the people feel about their town 
and life in general? Are they morose or apathetic? Are they 
exuberant and inquisitive? Are they proud of their homes 
or have they fallen into despair over their wretched condi- 
tions? Social alignment may play a significant role in 
describing the public attitude-a town steeped in conup- 
tion or lawlessness is easy to remember, especially if the 
PCs are accustomed to dealing with more honest villages 
and hamlets. 

Y 

Finally, the sheer geographic size of a town shouldn't be 
left out. A village of onlv 30 or 40 ueoule includes no more 
than a dozen totwo doien buil&gs;'a five-minute walk car- 
ries the visitor rirht h u e h  the whole settlement. On the 
other hand, it c& take day. to explore the streets and sites of 
a large city. At a very rough estimate, one population block 
(see Table 35) requires an area of buildings and streets about 
100 to 200 yards to a side. Thus, a city of 50 population 
blocks (25,000 people) might be about 500 to 1,000 yards 
wide (a quarter to a Mf mile) and about 1,OOO to 2,000 yards 
long (or roughly a mile) long. This may seem very small to a 
modem reader; remember that medieval cities were often 
protected by city walls that limited growth, and living spa 
was much smaller for the lower-class people. 

Resources and Services Available 

has 10.000 or 50,000 peoule, as lone as an armorer, weauon- 
Most adventurers couldn't care less if the city they 

smith, or whatever ii is ihefre Iooi;ng for at that mom'ent 
happens to have a place of business thee. It's a good bet that 
farmers or livestmk-keepers can be found in just about any 
medieval communitv. but &e a m s  a skilled iewcler in a 
tiny crossroads village would be :stroke of unM&able luck 

maker) needs to do business with 10 people a week in ord< 
Let's assume that a craftsman such as a cobbler (a shoe- 



Table 36 ResourcedServices Available 
Resource or Service 

Food, Drink, and Lodging 

t per Pop. Block 

Almshouse ld10-9 (10% 

Viitner 
m wine country 

Common CmHa and Trades 

ld10-9 (lU%) 
ld4-2 (50%) 

Potter 

. . 

Jeweler i d m i  is% 

lkmsaortation 

ldbJ( lb7o)  
shi Wright ld65 (16%) 
Stalle ld2-1 (Wb) 

NPC Services 

Healer 

to maintain himself with his skill. If only 50 people live in 
home village, he'll need to sell each person a new pair of 
shoes once every five weeks in order to keep himself afloa 
Unless his shoes are truly exceptional (or absolutely temb 
that's unlikely. However, in a town of 500, he only needs t, 
sell each person a new pair of shoes once per year, which i 
much more reasonable. Finally, in a town of 5,000, he's cor 
fronted withthe problem of shoeing each individual persc 
once per 500 weeks (almost 10 years!) if he can only make 
pairs of shoes a week. In this situation, you can bet that 
another cobbler or two will set up shop in order to serve tl 
population's demand for a supply of shoes. The point of a 
this is simple-just as farmers need to cultivate a certain 
amount of land in order to make it worth their while, busi- 
nessmen must have a sufficient customer base to support 
their trade. 

Population blocks consisting of 500 people each, as 
described earlier, are the basic measure for determining 
what kind of customer base exists for specialized trades, 
stores, and crafts. Some crafts are far more common than 
others-blacksmiths, coopers, and cartwrighb are needed 
almost everywhere, but a professional armorer needs to be 
located near a steady source of business, such as a castle or a 
big city. Consult Table 36 for the types of services or 
resources available in any given village, town, or city. Note 
that a number of services are unlikely to occur in small com- 
munities-for example, a business with a frequency of ld4-3 
per block only has a 25% chance of occurring in a given 
group of 500 people. However, over 20 population blocks 
(10,000 people), there should be 4 to 6 of these specialized ,~ 
businesses. f 

Occupations relating to the subsistence of the town do 
not appear in the table. For example, in a village that 
employs heavy agriculture, it's not difficult to find a farmer. 
Coastal villages can be assumed to have a fair number of 
sailors, fishermen, and some whalers and sealers. Forest 
towns ~ t r v a l l y  are home to hunters, loggers, and trappers. 
This table is only intended to give you a rough idea of how 
many persons or stores in the city in question might be 
engaged in the trade the PCs have need of. 

Remember, to use the chart you should roll once for each 
population block. For example, if a town supports 5 popula- 
tion blocks (about 2,500 people), there would be 5d3 black- 
smiths. Meanwhile, each group of 500 includes a shipwright 
(ld6-5 per block) only on a roll of 6 on a d6. Make sure you 
don't count negative numbers against the total-we're onl 
trylng to see if any particular block happens to have a ship  
Wright. 

At your option, you can instead add the percentages for 
multiple blocks to see what the chance is that a p u p  of 
blocks has one of the desired trades or resources. For exam- 
ple, since there's a 16% chance that a block of 500 includes a 
shipwright, there would be a 96% chance that six blocks 
(3,000 people) include at least one shipwright. (The percent- 
ages do not indicate the percentage of the populace engaged 

I I  
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in that trade!) In a city of 30 population blocks, you can 
assume that there are 5 or 6 shipwrights. Gnce the total 
exceeds loo%, you can assume that at least one person with 
the required skills can be found in the city. 

The idea behind this system is that, with little prepara- 
tion, you can answer the question of whether or not a master 
tailor can be found in a town when the PCs are suddenly 
invited to the lord mayor’s banquet. The routine matters- 
buying supplies, basic equipment, and common tools or sim- 
ple weapons-should not be resolved with this system, 
unless there are unusual factors at work. Don’t forget to 
apply the law of supply and demand when appropriate; if 
the PCs are desperate to find a coppersmith and absolutely 
require his services, they’re likely to pay through the nose for 
his work, especially if there’s only one coppersmith to be 
found in the whole city, 

Villages of less than 1 Population Block: In lightly 
settled areas, most communities consist of considerably less 
than 500 people. In these small hamlets, reduce the chance of 
finding a particular resource or type of business by 25% to 
75%, depending on just how small the town really is. For 
example, there is normally a 100% chance of encountering a 
blacksmith in a population block of 500 people, so in a town 
of about 250, it’s reasonable to lower that chance to about 
50%. 

A brief description of each trade or service follows: 
Alchemist: A person who investigates the properties of 

different substances and reagents. Alchemists can provide 
potion ingredients and, in some cases, poisons, acids, or 
pyrotechnical substances useful to adventurers. 

Almshouse: Well-off towns or cities in good societies 
may include an almshouse, often administered by a local 
temple. Food and lodging are provided for the truly destitute 
at no charge. Most almshouses limit how long an individual 
can remain in their care. 

Apothecary: A trader in oils, medicinal salves and pow- 
ders, and more questionable substances. Useful for acquiring 
spell components, poisons, soporifics, and snake-oil cures. 

Armorer: A craftsman specializing in armor’s produc- 
tion, maintenance, and repair. In places where there is a high 
demand, an armorer’s shop may be a small industry employ- 
ing forty or fifty smiths and apprentices. only a few master 
armorers are capable of making field plate or full plate 
armor. 

AssassiniBounty Hunter: The mechanics of hiring an 
assassin or bounty hunter to kill or capture a particular per- 
son, and the success of the effort, are left to the DM to adjudi- 
cate. It may take several days of looking to find a NPC of this 
sort. 

Astrologer: Afortune teller who specializes in the casting 
of horoscopes. Many astrologers are fakes, but in a fantasy 
environment some may be quite powerful and accurate. 

ent types. Adventurers may find dense hardtacks or way- 
bread to be useful as provisions. 

Baker: An individual who bakes and sells bread of differ- 

I .  .- 
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cities and Trovinces 
Barber: In addition to trimming hair and beards, barbers 

often serve as good sources of gossip and as crude physi- 
cians. On rare occasions, one might actually have Healing as 
a non-weapon proficiency. 

Barrister: A lawyer. In some legal systems, defendants 
are barred from representing themselves and must retain the 
services of a barrister to defend them in court. 

Blacksmith: Blacksmiths specialize in iron-work. Nails, 
tools, fittings such as bands or hinges, and horseshoes are the 
mainstay of the blacksmith’s shop. Some skilled blacksmith 
may also be capable of repairing arms and armor. 

Boarding House: Generally, boarding houses aren’t 
found until towns begin to surpass castles and estates in 
importance and trade and industry become important. This 
category also includes rooms or houses for rent. 

Boat for hire: Buying passage on ships headed to distant 
ports falls into this category. Naturally, the town or aty must 
be a port of some kind, on a river or sea. 

Bookbinder: A person who specializes in the preparation 
and binding of books. In medieval towns, this is a rare and 
highly skilled craft, as each book must be hand-made. Even 
basic printing presses still require a bookbinder to finish each 
separate printing. 

BowyerlFLetcher: A maker of bows and arrows. In certain 
settings or cultures, bowyers may be very common. 

Brewer: Beer, ale, and similar beverages are a mainstay of 
the medieval town. The region must have some agriculture 
in order to support breweries. 

Burgler: Hiring a burgler for a specific job may take sev- 
eral days, depending on how the PCs go about it. 

Butcher: Butchers are usually found in or near large 
towns or aties, where many people buy their food instead of 
growing it. Some butchers may prepare meat by smoking, 
drying, or salting it for use as travel provisions. 

CarteriTeamster: A person who makes his living by car- 
rying goods from one place to another. Organized transport 
is unusual in medieval settings, but a fair amount of traffic 
can be found in and around industrial or trade centers. 
Carters and teamsters may sell or trade wagons or draft ani- 
mals. 

wheelbarrows, and similar conveyances. In big cities, 
cartwrights might even specialize as exotic carriage-builders 
for the wealthy. 

Chandler: A candle-maker. In rural areas, most farmers 
and villagers make their own crude candles, but a chandler’s 
work is much finer and may be decorated or scented. Chan- 
dlers may deal in oil lamps and lanterns. 

Cheesemaker: Usually found in regions where at least 
some grazing or herding of dairy animals supplements agri- 
culture. A well-preserved cheese is an excellent travelling 
food, since it packs a lot of nutritional value into a conve- 
nient size and weight. 

Clockmaker: Generally reserved for Renaissance set- 
tings, clockmakers can make any kind of small mechanical 

Cartwright A character who builds wagons, carts, 

devices. Some medieval clocks featured verv detailed clock- 
work figures. 

Cobbler: A shoemaker. In rural areas. Deasants usuallv 
go without shoes, wrap their feet in cloth,br use sandals ’ 
instead. 

chants need barrels to ship their goods in. 

who works as a guide, interpreter, and assistant to people 
visiting the city. Honest dragomen help negotiate prices, 
keep their charges away from swindlers and bad neighbor- 
hoods, and generally make themselves indispensable. 

Dyer: A craftsman who dyes cloth for a living. In towns 
built around textile trade, dyers perform a vital industry. 

Engineer: An NF’C skilled in the theory of construction 
and design of machines and buildings. Military engineers 
study siege warfare and castle construction. 

Fence: Adventurers who come by ill-gotten booty may 
find that a fence is the only way to dispose of their wealth. 
Fences usually give a very poor return on the item’s value, 
but there is nowhere else for the PCs to sell things that 
clearly belong to someone else. 

Fine Clothier: A number of related trades fall into this 
category, including hatters, glovers, hosiers, haberdashers, 
embroiderers, and similar speaalized characters. A PC who 
wishes to display his wealth or nobility (or make a pretense 
of these characteristics) must frequent a fine clothier in order 
to keep a fashionable wardrobe. 

Furrier: A merchant and craftsman who buys cured furs 
from trappers and turns them into fine fur garments, blan- 
kets, rugs, or coats. Adventurers wishing to sell exotic pelts 
will want to find a furrier. 

Glassblower/Glazier: These are actually two separate 
trades, but for our purposes they can be discussed together. 
A glazier is a character who manufactures and cuts plates of 
glass, usually for windows or industrial use. Glassblowers 
sped& in creating glassware, such as drinking vessels, 
plates, and other such things. 

Grocer: In rural areas, grocers are very rare-most people 
grow their own food and have no need of the grocer’s goods. 
However, in towns and aties, grocers are much more com- 
mon. Grocers buy food from the counhyside and bring it to 
the town. Adventurers can usually equip themselves with 
routine rations from a grocer, although specialized provi- 
sions and iron rations are not usually available. 

Healer: A character who knows something about the 
healing arts (in other words, the Healing non-weapon profi- 
ciency). Rural healers tend to be wise women or hedge wiz- 
ards, but larger towns may support more skilled healers. 

Herbalist In many cases, healers are herbalists, and vice 
versa. Herbalists collect medicinal herbs of various proper- 
ties. Some practitioners may be completely ineffective, but 
others may be able to create healing salves or poison anti- 
dotes at the DM’s discretion. 

Cooper: A barrel-maker. Brewers, vintners, and mer- 

Dragoman: Typically a native of the area, this is a person 

Hostel: Hostels are stopping places for travelers on diffi- 
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dt stretches of highly trafficked roads. Usually, a charitable 
istitution such as a monastery or a temple keeps the hostel 

open for wayfarers in need. Hostels provide lodging for the 
night and a simple meal for nothing more than a small 
donation. 

racks to sumptuous resorts. Even if an inn is nowhere to be 
found, it’s usually possible for adventurers to find short- 
term lodging in a barn or hayloft in almost any town. 

Interpreter: Naturally, the rarer the language, the more 
unlikely it is that the Pcs will be able to find a qualified 
interpreter. Centers of trade and border towns are the best 
places to look for interpreters. 

Jeweler: This includes the related trades of gemcutters, 
goldsmiths, silversmiths, and dealers in rare objects of art. 
Adventurers often find jewelers to be an excellent place to 
exchange small, precious items for more convenient cash or 
turn coin into an easily carried gemstone. 

Laborer: With the right amount of money or persuasion, 
a force of laborers can be temporarily raised from almost any 
community. This refers to people who practice a variety of 
menial work, often in the employ of the city or town. Hiring 
the laborers to work outside of their home town is usually 
more difficult than offering work near their homes. 

Leatheworker: Especially common in regions where the 
raising of livestock is a major industry, leatherworkers create 
a number of valuable and useful goods from cowhide. Tack 
and harness, leather clothing, belts and packs, boots, clasps, 
covers, and rawhide ropes are all made by leatherworkers. 
Note that leathe1 armor and forms of armor using leather are 
usually made by armorers. 

LeecWPhysician: Depending on how common and 
accepted priests are, common people may prefer to call a 
physician before they call a cleric. Physicians and leeches 
often have the Healing non-weapon proficiency, and may 
have some skill with herbs and medicines. 

Linkboy: Hiring torch- or lantern-bearers is usually easy 
in any sizable town, but finding linkboys who are willing to 
risk life and limb in horrible dungeons is a little harder. 

Locksmith: True locks don’t appear until the Renais- 
sance, but at the DMs option crude and poorly made locks 
may be available in societies with Crusades-era technology. 
Refer to the optional rule in the DMG about varying lock 
quality-usually, a locksmith will charge more money for his 
best work. 

Mason: Almost all medieval villages or towns include 
buildings or structures of uncut fieldstone chinked with mud 
or crude mortar, but a building made of cut and dressed 
stone is a different matter. Masons grow m r e  common in 
areas where sophisticated stone buildings dominate, espe- 
cially in technology levels or situations where large public 
buildings and castles are prevalent. Specialized masons may 
be sculutors of remarkable skill, or masters of one uarticular 

Inn: The quality of inns varies widely, from crude bar- 

e oistone or construction. 
Miller: Mills are necessary to grind grain into flour or 

meal, a far more versatile and long-lasting foodstuff than 
unprocessed grain alone. Mills can be found in almost evr 
village in areas of heavy agriculture; light agriculture ofte 
concentrates on non-grain crops such as fruit. 

MinstreYentertainer: Hiring performers of some kind 
fairly easy in any good-sized town. Musicians, singers, 
actors, jugglers, acrobats, and buffoons can all be found in 
medieval settings. 

Navigator: Usually encountered in towns or cities wid 
seafaring interests, a navigator usually signs on for one or 
two voyages at a time, unless the PCs actually own their c 
vessel and want to draft a permanent crew. 

Porter: There are two places where porters are commo 
in cities where freight needs to be carried only a block or two 
through crowded streets, and in remote areas where cara- 
vans or expeditions need to carry extra supplies through F- 
ticularly difficult terrain. Adventurers can easily hire port, 
in any village or town for short jobs. Gathering a band of 
bearers for a long expedition is somewhat harder. 

Potter: Potters make various types of vessels, urn, an( 
clavware. which is aenerallv of little interest to the tvuical 

I ,* 
heioic adventurer. 

Priest: While most villaees and towns include at least one 
or two non-spellcasting parsons or ministers, the presence of 
a priest of 1st level or higher is somewhat unusual. Viage 
priests are usually 1st-6th level; town priests are usually 2nd- 
8th level and may be attended by a handful of junior priests; 
and city priests are usually 3rd-12th level, with a significant 
retinue of acolytes and itinerant adventuring priests in their 
care. w e n d i n g  on the campaign and situation, NPC prie 
may be willing to cure adventurers or cast other spells for 
them in exchange for significant donations, a service or quest 
of some kind, or even a sincere and long-lasting conversion 
to the faith. 

Provisioner: The adventurer’s best friend, a provisioner 
is a grocer and merchant who specializes in the sale of travel- 
ing rations and exploration equipment. Packs, sacks, rations, 
rope, tools, and other useful gear can usually be found in a 
provisioner’s store. 

Saddler: A saddler is a leatherworker who specializes 
the making of saddles, tack and harness, stirrups, and oth, 
accoutrements for horses. Military saddles suitable for 
mounted combat must be bought from a saddler. 

Sage: These “ C s  are described in detail in the DMG. 
Table 36 refers to the chances of encountering a sage of an; 
type in the community-finding a sage specialized in a pa 
ticular field of learning may be much more difficult. 

Scribe/Clerk Trusted with recording legal agreements 
contracts, deeds, leases, and other such records, scribes an 
clerks are normally only found in places where a fair portion 
of the population is literate. Adventurers a p e i n g  to under- 
take a task or quest may need to find a scribe (and possibly a 
barrister) to draft the contract. 

SeamstreswTailor: Most commoners can make their own 
clothes from rough homespun material, wool, and leather. 
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seamstress or tailor can create garments suitable for the 
middle and upper classes. Note that it takes the services of a 
fine clothier to really impress someone; a tailor can simply 
fashion good-looking, well-fittin clothes. 

towns or cities with maritime interests. Many coastal villages 
may include a skilled boatwright, but only the largest towns 
and cities can support the work of a shipwright. Shipwrights 
rarely have extra ships just lying around for sale; usually a 
character has to order one built and pay a fair sum in 
advance in order to put the shipyard to work. 

Specialty Smith: There are a great number of specializa- 
tions open to smiths, including goldsmiths, tinsmiths, silver- 
smiths, pewterers, wiresmiths, and so on. Usually, these 
specialists are only found in large towns or cities, since their 
work tends to be decorative instead of functional. 

Stable: Horse traders are especially easy to find in 
regions known for horse-raising, and in centers of trade. 
Adventurers might be able to convince almost anyone to part 
with the horse they own, but if they want to see a selection 
and haggle over the price, they'll have to find a stable. 

Tannec Tanners take rawhide and turn it into finished 
leather by tanning it. This is a lengthy and tedious process 
involving some "ly odoriferous substances, so tanners are 
usually found at the downwind edge of a town or city. 

almost any community, even the smallest. Like inns, taverns 
vary in quality and clientele. 

Shipwright: Shipwrights an 1 boatwrights operate in 

Tavern: Alehouses of one kind or another can be found in 

Tilemaker: Tiemakers create decorative tiles or sturdier 
building tiles. Usually, they're found in warm regions. 

Traderlmerchant: Each individual trader is a specialist of 
a sort, concentrating in the purchase and resale of some com- 
modity or good. For example, drapers are merchants who 
trade in cloths. Almost every community has at least one 
trader or merchant. 

Vintner: A vintner is a winemaker. Usually, vintners are 
found in the countryside, near the villages and towns where 
their Gelds are located. In places where winemaking is an 
important industry, vintners may be especially important, 
accounting for most of the fields and labor of a particular vil- 
lage or town. 

Weaponsmith: Usually located near a source of steady 
work, weaponsmiths may specialize in one particular type of 
work. Arrowsmiths forge arrowheads, gunsmiths make 
firearms, and swordsmiths (naturally) work on swords. A 
large weaponsmith's shop might include dozens of skilled 
smiths and apprentices. 

Weaver: Weavers take raw material such as wool or cot- 
ton and weave it into usable cloth. While most commoners 
can do this at a basic level, the work of a weaver is usually 
finer and more durable. 

Wizard: Depending on the M ~ I E  of the campaign, wiz- 
ards may be extraordinarily scarce, or they can be common 
as any other type of skilled craftsmen. Generally, most towns 
include at least one or two characters who know at least a 
smattering of spells, even if no true wizard resides there. Vii- 

I 
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lage wizards range from 1st-4th level; town wizards are usu- 
ally 2nd-7th level; and city wizards are 4th-16th level. If wiz- 
ards are especially common in the campaign, they may be 
organized in wizard’s guilds, with a number of minor spell- 
casters, sages, and apprentices in attendance. 

Woodworker: Manv commoners are capable of creatine 

The DM decides that these are hardy frontier folk, so he 
bumps up the Occurrence of classed characters to 16 out o 
the 100. Of these speaal16,S are 1st level; 4 are 2nd level; 
are 3rd level; 1 is 4th level; and 1 is 5th level. Obviously, tl 
DM can throw in exceptions to this rule anytime he likes. 
lust because a character has a class and level. he is not ne< 

rough furniture or fr&g a simple struchk, but a wood-- 
worker can create ornate furniture, tools, and sturdy, well- 
made houses. Many woodworkers specialize as 
cabinet-makers or in related fields. 

Demographics 

subject of game demographics. How many adventurers actu- 
ally live in the local campaign area? How many of the NPCs 
in a particular town or city actually have a class and level? 
How many nobles, knights, priests, and wizards can a given 
area support? 

Human organizations and societies tend to be pyramid- 
shaped. with a few elite ueode at the tom a lareer erouuine 

One last topic deserving discussion in this section is the 

- ,  ~ ~ ~ ~ ~ . . ~ ~ ~ ~  
barily an adventurer. In fact, &e wandering adventurers 
probably account for less than half of all classed NF‘Cs. 

In most settings, fighters and thieves are by far the mc 
common type of characters encounted, making up abou 
70% of the total classed NPCs. Roughly 20% of NPCs witf 
classes are priests and bards, and only 10% are wizards. II 
our example above, 12 of the 16 NPCs are fighters and 
thieves, 3 are priests or bards, and only 1 is a wizard. The 
level distribution usually reflects the discrepancy in the char- 
acter classes, so about three-quarters of the 8 1st-level char- 
ters are fighters or thieves, and threequarters of the 4 2nd 
level characters are fighters or thieves. 

window anv time YOU like, but there are some eood reaso: 
You can throw the assumed demographics out of the 

. ”  
in &e middle, and an e v k  &ore numer&us as&&ent of 
have-nots at the bottom. This was especially true in feudal 
societies. At least half of the entire population is composed of 
poor fanners, peasants, herdsmen, and fishermen. Their pri- 
mary concern is growing, raising, or catching enough food to 
get by All other Occupations aborers, craftsmen, mer- 
chants, teamsters, soldiers, etc-take up about another 20 to 
40 percent of the population. The landholding nobles, 
knights, priests, major merchants, and other elite persons 
make up the smallest portion of the populace, accounting for 
no more than about 5 percent of the total population. 

In a feudal setting, the standing armies of a kingdom are 
composed of and supported by the high nobility. Nobles and 
the fittest members of their families are the primary knight- 
hood of a kingdom. Thew personal guards, retinues, and 
retainers are also armed, mounted, and equipped at the 
lords expense as a defender of the land. In addition, most 
feudal lords maintain small private armies of low-class sol- 
diery, There isn’t a national, unified army led by an officer 
class; a hodgepodge of lords, knights, and king’s marshals 
each gather up and field the best force they can and then 
show up for the battle. In European history, medieval com- 
manders could spend years just deciding who was in charge 
of the whole mess! Powerful temples, monasteries, and spe- 
cial knightly orders may field their own private armies in the 
kingdom’s defense. 

While it’s good to know how many haves and have-nots 
you can find in a typical feudal setting, most DMs and play- 
ers are more mterested in the demographics of adventurers. 
Here’s a good rule of thumb Assume that between 5 and 10 
percent of the total population (about 1 in 10 to 1 in 20 
people) actually have a class and level. Half of these charac- 
ters are 1st level; out of the rest, half are 2nd; out of the 
remainder, half are 3rd; and so on. 

for them ingame ;lay First of ail, it serves to ;mind the 
players of just how special and unique their characters are, 
especially characters who survive to higher levels. Second 
it’s a good way to keep track of just how far the PCs have 
go in order to find a high-level character of a given class. 
Finding a wizard who can use sfone toflesh to restore a petri- 
fied character can be quite difficult in areas of sparse or low 
population. As a 12th level character of a rare class, a wizard 
of this power appears about once for every million people. A 
party of adventurers may have to seaqh an entire kingdol 
in order to find help for their &end. 

Nan-Player Characters 

small towns, especially when these NPCs act with solid 
motivations. Not all 
0-level barkeep who 
a smith or provision 
equipped with the weapons and supplies they need can b 

stay in town; 
The barkeep, barmaids, or stable boys of a busy tavern 
may hear lots of rumors and keep up with events in the 
town and area; 
Superiors and commanders for PCs who belong to orga 
zations in the town-the high priest of the PC cleric’s tc For example, let’s take a look at a village of 100 people. 



ost NPCs, you don't need to know much more 
ass and level, alignment, intelligence, and any per- 
tendencies or quirks you wish to portray with that 
I. However, if you expect that the PCs may try to 
ombat of arms with that NPC sooner or later (or 

ome of their quests or tasks; 
officer of the guard who deals 
ludmg, from time to time, some 

vlce versa), you should give the character a complete char- 
acter sheet. Include ability scores, equipment and belong- 
ings, and proficiencies if appropriate. Remember, a single 
NPC can usually be taken down by the concerted action o 
party of adventurers, regardless of how powerful he or s 

the forces of law and order on his side, can be almost im 

reputation, or an independent burglar who refuses to 

Enemies or villains who have it in for the P C s  for any of 
the PC thief's guild; is ... but even a weak NPC in an influential position, or w' 

,. ,. .<"',., u., * y.m2%*..".. ':: .  
. .  Iq c . <& number of reasons-foreign spies or agents, cultists, 

ber of thc community who believes hunself wronged by 

siblc to defeat. 
cnemy guilds, mad wizards, or even an upstanding mem- #.*t>"::t,  '@!:,+.b., :. ?,',. J$,j,k,.! 

M a p p i n g C i t i e s a n d T o ~ . : '  .. ..-*< . _ , I  .%  .... e*'.'. 
PCS; 

party's behalf; 

unusual equipment or spell components; 

Spellcasters who may be willing to cast spells on the 

Specialized craftsmen or artisans who supply PCs with 

Fences or underworld contacts; 
Traders who deal in used arms and equipment; 
Beggars or street urchins who can act as spies and look- . Characters who could be potential hirelings or henchmen 
outs for the PCs; 

to the PCs. 

Unlike most dungeons or ruins, cities and towns are 
rarely subjected to foot-by-foot searches and explorations b, 
parties of inkpid adventurers. You do not have to draw a 
map so detailed that it shows the location of each and every 
building in the town, with a keyed description for each struc- 
ture. This is especially hue if the town merely serves as a 
base of operations, and the players don't pay much attention 
to it. If a visit to the town consists of nothing more than the 
statement, "We go back to Blackfort, rest a week and relearn 
spells, and then come back to the dungeon," creating a 
detailed map of the town is obviously not worth your time 
and effort. 
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On the other hand, even a small town or castle can sup- 
port a number of urban adventures involving troubles with 
thieves, murder mysteries, intrigues, tournaments, special 
festivals, and hunts for monsters masquerading as humans. 
If you intend to run adventures of this kind, you may find it 
to be very useful to take a small neighborhood, district, or a 
complete village and describe it in great detail. This can be 
an excellent setting for all kinds of adventures. 

One of the easiest and most efficient ways to create a 
good city or town map is to engage in a little cartographical 
plagiarism. Hundreds of medieval towns have been mapped 
out in a variety of AD&D game products and in history 
texts-find one you like, change the name and a few of the 
more prominent features, and use it for your own. The play- 
ers will never know the difference. 

If you like to map out your own towns and cities, there 
are several methods you can use. You can outline the indi- 
vidual buildings, showing how they fit into a block; see Dia- 
gram 15, which shows a portion of a map from the Rock of 
Bral. Note that locations of special interest are called out and 
numbered. Another method of doing the same thing is 
shown in Diagram 16, from The Dalelands. In this example, 
the outlines of the blocks themselves are shown, without 
individual buildings. 

Remember to incorporate lots of blind allevs, windmz 

thoroughfares should not be very common. City walls and 
fortifications are oDtional, dewnding on the sue and  DO 

I .. 
tance of the town. 

monsters  and Ecology 
What's an AD&D campaign without hordes of homble 

monsters waiting for the PCs the moment they leave the 
safety of the town? Every local campaign area needs a gooc 
selection of natural and unnatural denizens to stalk and ter 
rorize the heroic adventurers. Given the fact that the AD&[ 
game system includes literally thousands of monsters, crea 
ing a population of interesting creatures for an area can be I 

challenging task. 
'Ihe first step in populating a region with monsters is ti 

create a short list of creatures that appear in the arra. The 
MONSTROUS MANUAL tome and any MONSTROUS COMPENDIL 
appendices that apply to your game world are the first 
resources you'll want to make use of. Scan through the 
books and jot down monsters that you h o w  you want the 
PCs to encounter. Pick out your favorites to begin with, an 
then throw in any creatures that seem like naturals for the 
area. Don't forget to include any sentient races that may be 
present in the area-if you rolled up dominant and sec- 
ondary races for the area, make sure that they're at the top 
of the list. 



The next step is to read through the books a little more 
carefully, searching for monsters whose native Climate and 
Terrain closely match the local campaign area. Many OMS 
overlook the normal animals of a setting, so be sure to jot 
down herd animals, vermin, small mammals, and natural 
predators that may be common in the area. It may not be 
glamorous to encounter a water buffalo or boar, but these 
normal animals can easily kill a low-level adventurer who 
doesn‘t exercise some caution. 

Your list is probably pretty long at this point, so take a 
few minutes to go through it and strike out creatures that 
don’t seem very interesting or appropriate to you. When 
you’re done, you have a good l i t  of monsters with which to 
populate your campaign area. If your local campaign area 
includes some marked dfierences in terrain or condition (for 
example, a large swamp in one comer, or a dense belt of for- 
est), you may want to create secondary lists for these particu- 
lar terrains. In general, you shouldn’t need more than three 
or four separate l i ts  for the local campaign. 

Ecology 
Creating a living, believable ecology out of a dry list of 

monsters is the next stev of vovulatina the local campaim 
area with monstrous ank nakial menices. You don’t‘nesd 
to apply a great measure of real-world ecological principles 
to your own campaign, but you may find it helpful to fol- 
low a couple of basic guidelines in order to increase the 
believability of the campaign. For example, if a forest is 
populated by more carnivores than herbivores, the herbi- 
vores are going to be decimated in pretty short order ... after 
which, the hungry carnivores will soon starve themselves 
to death. 

The basic building block of an ecological system is the 
region’s plant life. Without vegetation, animal life cannot 
exist. Plants convert inorganic compounds-water, soil, and 
sunlight-into organic substances. Areas that lack plant 
cover cannot support an animal population. Deserts, glaciers, 
and barren badlands are the most desolate habitats on E d ,  
although a small number of specially adapted creatures can 
survive in even these enviroments. 

chain. By far, insects represent the most numerous herbi- 
vores. Small mammals such as rabbits, groundhogs, and 
squirrels are common. Larger herbivores tend to be grazers 
or foragers, such as wild pigs, deer, cattle, and waders like 
hippopotami. Herbivores are usually specialized. grazers 
like grasses, waders like aquatic vegetation, and foragers 
exist on roots, tubers, and shoots of particular plants. In the 
animal kingdom, herbivores outnumber carnivores by about 
ten to one. 

carnivores are generally far more common than large carni- 
vores; the lowest-order carnivores eat insects and worms, 
medium-sized carnivores survive on small animals, and large 
carnivores eat large herbivores. Naturally, large carnivores are 

Herbivores of various types are the next step on the food 

Carnivores are animals that feed on other animals. Small 

the natural creatures that are most dangerous to typlcal 
adventurers, although small carnivores armed with poison or 
other nasty surprises can be quite dangerous too. Carnivores 
aren’t limited to lions, tigers, and bears; scorpions, spiders, 
snakes, lizards, fish, and most birds are low-order carnivores. 
Giant-sized versions of these creatures are considered ~ t u r a l  
carnivores. The larger the camivo~e, the more food it requires, 
and so bigger creatures require a more extensive territory (or 
supply of prey) in order to avoid starvation. At the top of the 
food chain in an AD&D campaign are the unnatural carni- 
vores. These are creatures such as dinosaurs, dragons, gor- 
gons, leucrottas, and similar nasty beasts that don’t exist in 
any normal ecology. Again, since they require a lot of food, 
these unnatural carnivores tend to be rare-each one needs a 
vast territory for its hunting ground. 

In addition to these categories, there are several other 
ecological roles. Omnivores are creatures that feed on both 
plants and animals, depending on the availability of food. 
Scavengers are specialized carnivores that feed on camon. 
Finally, intelligent beings create artificial ecologies by herd- 
ing livestock, growing crops, and hunting or trapping local 
wildlife. 

You don’t need to diagram an exact food chain for the 
local campaign area, but it’s not a bad idea to think about 
what a monster eats (and what eats it) before you drop it into 
the middle of the campaign. 

Building Encounter Tables 
While your players may eventually meet every creature 

on your monster list, some creatures should be far more com- 
mon than others. These monsters might even show up in an 
adventure that has nothing whatsoever to do with them, 
because the PCs happen to blunder into their territory. A ran- 
dom encounter table is a handy tool for providing the play- 
ers with an illustration of what creatures are common or 
uncommon in a given area. The DMG describes the use of 
random encounters and the building of random encounter 
tables in p a t  detail, but here’s a way to build the table to 
reflect the ecology and food chain you’ve created for the 
local campaign area. 

or wilderness. Rural areas have a population of Average or 
higher; frontierlands have Low or Sparse populations; and 
wildernesses are basically uninhabited by sentient races. 
Now, divide the monsters on your list into the following cat- 
egories: Small Herbivores; Large Herbivores; Small Carni- 
vores; Medium Carnivores; Large Carnivores; Monstrous 
Carnivores; Local People; and Non-Local People. Note that 
raiders who plague an area, traders who are passing h u g h  
on a busy road, or patrols from a nearby town should be con- 
sidered Non-Locals. From these lists, you can fill in a ran- 
dom encounter table using the guidelines below: 

First, decide if the region is rural, frontier or borderland, 
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Table 37: Ecological Role and Encounters 

2 VR Monster Monster Monster 
3 v R  L. cam. Monster Monster 
4 VR/R M.Cam. Monster Monster 

Freq. Rural Frontier wilderness 

10 c Locals Herh' 

13 UL 3. Herb.' L. Herb. S. Lam. 
16 R s. cam. s. cam. M. Cam. 

I Consider as Laxge Herbivore if you don't want to include Small 
Herbivores on the table. 
' Consider as Locals If you don't want to mclude Small Herbivores 
on the table. 

As the DM, you should feel free to ignore these guide- 
lines m order to present an interesting range of possible 
encounters. Realistically, there's little to be gained in an 
encounter with a small herbivore (except lunch), so it's rea- 
sonable to either treat these as "No Encounter" or to substi- 
tute an entry with more appeal to the typical adventurer. 
Note that you can also substitute Common, Uncommon, or 
Rare monsters for the more mundane creatures in the 
encounter table wherever you khh& it appropriate, espe- 
cially if the monsters in question qualify for the ecological 
role you have in mind. For example, if a frontier area is 
plagued by bugbear raids (an Uncommon monster), there's 
no reason that 'Bugbear' couldn't be pencilled in to the Non- 
Local entry 

Lairs and Ranges 

built into a realistic ecology. The AD&D game is filled with 
dragon's lairs, monster-haunted ruins, and dungeons 
stocked with horrible perversions of nature. The local cam- 
paign area may include a number of deliberately placed 
monsters with specific lairs. Since you're not trying to justify 
them in a reasonable food chain, simply place these individ- 
ual creatures wherever it seem appropriate to you. 

If you prefer to place individual monsters, you may want 
to think about how much territory these creatures normally 
require. Monsters that depend on normal food and drink 

Not all monsters need to be randomly encountered or 

can't spend all of their time waiting in a dismal lair-they 
must find food and water. Acreature's hunting ground, 
patrol area, or grazing area is referred to as its range. Large 
creatures require large ranges, especially if food tends to be 
scarce. If there's an average of 10 deer per square mile, and a 
big carnivore eats a couple of deer per week, the creature is 
going to need a hunting range of hundreds of square miles in 
order to survive on deer alone. 

Naturally, there are many exceptions to this rule. Some 
monsters may have unusual metabolisms, and might only 
need to eat at infrequent intervals. other creatures may be 
able to supplement their diets with fish from a nearby river, 
carrion, vegetation, or even the occasional adventurer. Many 
predators employ a strategy of ambush, waiting for their 
prey to come to them. A predator with a good location can 
find plenty of food without ever leaving its lair. Here are 
some rough guidelines for how much territory a predator 
requires in order to support itself: 

Creature Hunting Range, Hunting Range, 
Sue Good Conditions Poor Conditions 
small 1 sa. mile 3 sa. miles 

Good Conditions include tropical through sub-arctic 
frontier or wilderness regions, with the exception of deserts, 
high mountains, and other desolate terrain types. Areas with 
abundant game are considered good hunting ranges. 

Poor Conditions include barren terrain, or terrain that 
has been extensively cleared and planted. Note that creatures 
that make humans (or domestic animals) a staple of their diet 
are quite at home in rural areas and treat these townlands as 
good conditions. Until your heroes arrive, of course. 

Cooperative or intelligent hunters (wolves or trolls are 
examples of each) may be able to hunt a given area more effi- 
ciently, and can therefore exist with a smaller than normal 
range. Remember, predators that exist on the same type of 
prey are competitors, and despite species d&rences must 
still respect each others' territory. In other words, the chart 
above doesn't list the distribution of predators of a single 
species; it lists the distribution of predators of all species. The 
point of all this is simple: Gargantuan predators of any 
species should be extremely scarce. At an estimate, a single 
dragon in an area 50 miles by 50 miles is fairly reasonable. 



Cities and Trovinces 

The u ~ u ~ n m g  TVUUI TO a local campaign is a scattering of 
sites of interest. These are the places that you, as the DM, 
expect the PCs to investigate and explore. There’s no hard 
and fast rule for determining how many sites of interest are 
in the area, or what exactly they are. It’s reasonable to throw 
about half a dozen into the area surrounding the Pc‘s home 
town or base of operations. 

Refer to the attached pad of forms included in this prod- 
uct. You’ll find a Site of Interest summary form, which you 
can use to create a thumbnail sketch of the site, its major 
denizens, and any unusual features or conditions. When 
you’re ready to, you can expand one of these sites into a fully 
detailed dungeon, ruin, or adventure, but for now the single- 
sheet format will be a handy way for you to note what’s 
where and what might happen if the PCs suddenly decided 
to go there. 

Castles and Strongholds 

defenses of some kind. Castles and strongholds provide the 
local population with a place to flee to in times of trouble. 
They give the soldiers of the king a barracks, supply center, 
and base for attadcing invaders, and often function as mili- 
tary or provincial capitals. 

Castles are generally built for one of three purposes. First 
of all, they’re built to defend important towns. Most aties are 
flanked by fortifications or towers of some kind. Secondly, 
castles are built to control strategic passes, fords, roads, or 
other features that could be used by an enemy in war. 
Finally, castles are built for the purpose of controlling a hos- 
tile countryside in a conquered land. By providing the over- 
lords with a stronghold and armory, a castle multiplies the 
strength of the occupying forces. 

the local baron, count, or duke. The noble may have built 
his stronghold with his own money, or he may simply hold 
the castle in the name of the king. Sometimes, castles are 
purely military in nature, and are garrisoned by royal sol- 
diers answering to no one but the king. Priestly or knightly 
orders may construct castles, fortified abbeys, or similar 
constructions. 

The number of castles or strongholds in the local cam- 
paign area depends on the technology level of the dominant 
society, the population level, the strategic importance or vul- 
nerability of the region, and finally the wealth of the land. In 
a local campaign area of average technology and conditions, 
it’s not unreasonable to assume that there are one to three 
true castles, plus a handful of small watchtowers, magazines. 
or fortified outposts. 

To guard their lands, most societies build strong points or 

Usually, castles are held by individual noblemen such as 

Ruins 
Forgotten towers, ancient temples, razed castles, and 

abandoned cities swallowed by the forests and swamps are 
wonderful sites for adventures. Ruins can be especially inter- 
esting if the players get a chance to appreciate the mysterious 
history surrounding these places; after all, a monster-infested 
dungeon built by a mad wizard doesn’t hold earth-shaking 
revelations about the history of the area, but exploring the 
ruins of the ancient Tower of the Elven Lords is almost a 
scholarly pursuit. 

area happens to be located in the heart of a fallen empire. 
Even then, only two or three distinct sites are necessary in a 
local campaign area. Not all ruins have to hold terrifying 
threats to life and limb; something as innocuous as a n  old 
weathered wall running across the countryside, or a jumble 
of toppled standing stones, is a fine touch of scenery. Refer to 
History and Mythology, in the following chapter, for some 
ideas of how you can layer in lost avilizations and forgotten 
empires in your campaign. 

Sometimes ruins may be part of an existing town or city. 
Hidden buildings or crypts predating the current conshuc- 
tion may lurk right under the streets of the PCs’ own home 
town. 

Dungeons and Caverns 

unpleasant sort of places. Many campaigns run for years 
based around nothing more than a town and a nearby 
dungeon. Dungeons are a fairly illogical assumption of the 
role-playing game, so don’t lose too much sleep over 
whether or not it makes sense for a seething pit of evil and 
despair to be located within the local campaign area-if you 
prefer the dungeoneering side of the game, just place a few 
of your personal favorites wherever it pleases you. 

Caverns are a little more common than true dungeon 
complexes; in some parts of the world, extensive cavern 
systems honeycomb the land, linking caves dozens or even 
hundreds of miles apart. You may decide whether the local 
campaign area has a connection to the world’s underdark, 
or some similar sunless world miles below the surface. 
Rival civilizations and unspeakable horrors can lie beneath 
the daylight world, waiting for the intrepid party of 
explorers. 

Monster Lairs 

considered sites of interest-zspecially if the monsters in 
question are unusually tough, intelligent, or occupy an area 
the PCs would like to investigate. Run-of-the-mill creatures 
such as natural predators and non-intelligent creatures prob- 
ably don’t deserve mention in this category, but a bandit 
hideout, a medusa’s lair, or a barrow-field haunted by wights 
and wraiths could all be described as a site of interest. When 
you need to run a diversionary encounter or a short sidetrek 

Usually, ruins are fairly rare, unless the local campaign 

Naturally, PCs spend lots of time investigating the most 

As noted in the previous sections, monster lairs can be 



adventure, a handful of prepared monster lairs can be an , extremely useful tool. 
Not all monsters need to be adversaries or threats to the 

~~~~~ ~. .~.. 
nearby communities. A treant's grove, a druid's circle, orh- i 

hermit's caveere momierlairS. Even ma-snonnally-con. 
sidered dangerous, such as ogres ortrolb, am striilce- bar- 
gains and stick to them under the tight drcumstanws. A " 

family of stone giants might have an ? w e n t  t6 trade , ' 

high-quality stone from their quarry for @od,:&irked wood,. 
or woven cloth from a nearby human viJ!lage: 

Unuwel Phenomena 
Finally, you may want to include a str&tgeGtytion or 

unusual occurrence inthe local d p a i g n  h a .  Is there a 
region of wild magic, or a patcli bf blasted e& Where magic 
is dead? An unusual monument or construction of some '.' 

' kind? A mystical waterfall orsylvan'gla6e7 Ageyser or hot 
spring? Aplace with &usual weathei, &as ahiU'mwned 
by lightning on summer nights, or a bog khat is shrouded'in 
perpetual fog? An ancient tree & whichtke faerie .@lk 
imprisoned% niighty winardor dSpirit?An.oracle of some' 
kind? As you c q  see, you can let y m  una$ination h M d ,  
and create sites ranging from a simple lookout point or &Q- 

ing cliff to a manifestation of pwerhd and deadly magic. ~ 

Remember, the stranger andimore spectadar you make a 
site like these, the mowlikelv the PCS iuo t8-notice and 

: 

. . ,  , 

~ 

investigate. 

What's xext ? 
We've examined the'locd campaign area in a lot of: detail 

in this chapter. If you were using a maawcqk design 
approach, congratulations-you've complebed most of the 
mapping and physical design work of your world-bnilding 
task. The final step of your world design is in the next chap- 
ter, History and Mythology. 

If you prefer to start small and work outward, you've 
got a solid base for building up a stable of towns, villages, 
and dungeohs. You can expand your focus by working 
through this chapter sevetal times to widen the local area, or 
you can move on to Chapter Four, Kingdoms and 
Sociology, to create a campaign kingdom around your local 
area. In either case, you'llpmbably want to s&rt aceumdat- 
ing a roster of NPCs, a h t  of monsters, and notes about each 
of the towns or sites found in the area. 

! ," 
, 1 .  .. . 



The rich pageant of our world’s history and mythology 
shows us how hemic and fantastic sagas can be built around 
legends, tales, and beliefs. Most of us are familiar with the 
stories of the Trojan War, the looming threat of Ragnarok, 
and the struggles of the Crusades. An epic storyline that dri- 
ves the mythology of the world and a great thread of events 
that shapes the history of the region can be the basis of a 
campaign setting just as easily as a continental map or a 
well-built dungeon. Most fantasy authors build their worlds 
out of stories, not settings. Consider the historical scope of 
Tolkien’s Lord ofthe Rings, or the mythological background of 
David Eddings‘ Belguriad. The lands in which these stories 
are set may capture our imagination, but they are primarily 
background to the grand events and powerful characters 
caught up in the story. 

So, how do you go about building an epic? In this chap- 
ter, we’ll examine the art of creating a historical and mytho- 
logical landscape for your campaign. You can use this as a 
jumping-off point for building the campaign world, or you 
can use this material to flesh out a world by adding a depth 
of history and a good story. The first section of this chapter 
deals with the creation of a campaign mythology, including 
guidelines for assembling pantheons and hemic myths to 
surround these powers. Next, we’ll take a look at the history 
of your campaign world and help you to create a rich tapes- 
try of fallen empires, warfare, and exploration for your play- 
ers to enjoy Finally, we’ll talk about the actual work of 
building story threads from history and mythology that can 
draw in the PCs as part of a living saga. 

Divine powers and heroes of legend make up the build- 
ing blocks of many great stories. Our oldest literature records 
the various creation myths of the world, the relations and 
roles of the gods, and the heroic deeds of their chosen cham- 
pions. In an AD&D campaign setting, the powers and their 
enemies are often the prime movers of history, the force of 
will and intelligence that directs the swarming tide of evil or 
gathers the defenders of good. 

Most DMs are afraid to incorporate the motivations and 
activities of the world’s gods into their campaign. You may 
decide that the affairs of the deities are so far beyonc 
PCs that nothing the PCs do will eve 
path of the powers. On the other han 
dition in fantasy literature for deities 
in the doings of certain special indivi 
reason that the player characters in y 
fall into t h s  category, even at compara 
After all, PCs are supposed to be heroes, the pr 
the story. 

There are three main components of a 
tem: first, the pantheon itself, or the gods i 
the world; secondly, the creation myth anc 

setting, or the world’s place in the universe; and finally the 
legends and sagas of the mythos. 

Pantheons 

and worshipped in a certain area. In some worlds, pan- 
theons may be virtually non-existent to each other. For 
example, one nation may venerate the Greek deities, while 
another worships the Norse deities, and no one tries to 
explain why there are two gods of war-Ares and Tyr-ar 
whether or not Ares and Tyr are even aware of each other. In 
other settings, both Ares and Tyr may belong to one super- 
pantheon that embraces all deities worshipped every in the 
campaign. This is the approach used by most of the TSR 
worlds, notably the FORGUTTEN BALMS and DRAGONLANCE 
game settings. 

Pantheons usually exhibit a strong tie to the elemental 
forces of nature. In our history, gods filled our need to 
explain the capriciousness of the seas or the weather, the 
beauty of the forests, or the grandeur of the mountains. In 
fact, a number of mythological figures can be closely associ- 
ated with the classic elements of earth, air, fire, and water. In 
the Greek mythological system, the brothers Zeus, Poseidon, 
and Hades represent the elements of air, water, and earth, 
respectively. Secondary figures associated with these ele- 
ments may represent particular moods or aspects of the ele- 
ment; for example, Thor is the Norse god of storms and 
thunder, the son of the sky-god Odin. 

In addition to the elements, other prominent features in 
the natural world are usually assigned a god or guardian. 
The sun, moon, bright planets and stars, seasons, forests, ani- 
mals, and unusual sites or special locations are examples of 
features that may be worthy of a deity’s protection. Apollo 
and Artemis are good examples; Apollo was the Greek god 
of the sun while his sister Artemis was the goddess of the 
moon. 

A second type of organization revolves around basic 
human emotions and situations, such as war, love, greed, 
honor, and so on. Ares and Aphrodite are good examples of 
mythological figures of this type. Note that many deities per- 
formed double-duty, by representing both a natural phenom- 
ena and a human emotion. Apollo was the god of the sun, 

A pantheon is a group of gods and goddesses recognized 

but he was also a musician, Gcher, and heaier. Thor served 

pay homage. whon 



Gistory and mythology 
Fortunately, you don’t have to name and describe each 

and every deity that may be present in your campaign. To 
get started, a small pantheon of three or four powers with 
interests in the local campaign area is more than sufficient. 
As the PCs expand out of their immediate home base and 
begin to encounter people in distant lands, the number of 
deities (and pantheons, for that matter) in the campaign can 
slowly grow. For example, assume that the FCs spend the 
early levels of their adventuring careers explormg Kingdom 
A, in which three deities-Adir, Ashir, and Axan-are wor- 
shipped. Then, they happen to embark on an epic trek that 

After you determine what the relationships of the varic 
pantheons are, the next step in building your campaign’s 
mythology is to select the single pantheon that will be mos 
important to the local campaign area and develop it. If 
you’ve decided on a universal pantheon, this is actually th4 
entire roster of the campaign world’s gods and goddesses; 
otherwise, you’re only creating a small  number of the 
world’s powers. First, mll percentile dice and consult Table 
39 below to determine the mugh sue of the pantheo 
(Remember, big pantheons take more work!) 

brihgs them acrosjthe &tinent to Kingdom B. Obviously, 
the folks in Kingdom B have never even heard of Adir and 
company; they worship Bizirga the Great. 

Table 39: Pantheon Size , 

le 38  Campaign World Pa 
Pantheon Type 

01-Z- One universal oantheon 
41-70 One pantheon’per major cultwe, overlappinr 

deities 

Universal Pantheon: All deities in the campaign belong 
to a single pantheon, regardless of racial or social divisions 
Several gods may share responsibilities (or squabble over) 
important portfolios, such as war, leadership, or love. The 
FORGOTTEN REALMS pantheon is a universal pantheon. 

Overlapping Deities: Each major power has its own dis- 
tinct pantheon, but there is only one god in the entire cam- 
paign for any particular portfolio-if two pantheons include 
a god of war, for instance, the deity is the same individual 
who is simply known by different names in different cul- 
tures. The pantheon of Cerilia, from the BIRTHRIGHT cam- 
paign setting, is of this type. 

Contact: Each culture has its own distinct pantheon, and 
its own individual deities which belong to that pantheon and 
no other. However, both pantheons still fit into the same cos- 
mology. The typical AD&D campaign is of this type; for 
example, one area may revere the Greek pantheon, while 
another countrv worships the Norse pantheon. Both pan 

dd +E% to the roll for universal pmtheop. 

ILIC pmmeun m e  C L T L C L J I U I ~ ~  uw r~l l~nvrr  or yuwers th 
ake up that mythological system. For example, a Large 

,atheon is composed of ld4 greater powers, ld6 intermec- 
ate powers, 2d4+1 lesser powers, and ld8 demi-powers. This 
is a good ballpark for the significant personalities of the das- 
sic mythologies, such ab the Greek or Norse pantheons. Once 
you’ve determined how many deities make up the pantheon, 
refer to Table 40 to see how the pantheon is organized 

Table 4 0  Pantheon Organization 

36-50 Celestial 
51-60 Heroes 

theons exist in &e Cute; Planes-theGre 
pus, and the Norse deities in Ysgard. Odin and Zeus 
each other’s existence in this set-up. 

deities, but the pantheons are completely transparent 
other. For these powers (and their worshippers), 
tions of the Outer Planes are non-existent. In this scenario, 
Zeus considers the universe to be composed of Olympus, the 
Earth, Hades, Elysium, and Tarterus (or Carceri, as it’s more 
commonly known). Places like Mechanus or Arcadia are 
beyond his ken. 

No Contact: Each culture has its own 

or portfolios generally re1 
al family hierarchy The 

Greek pantheon has a strong familial organization; Zeus is 
the father of several other gods and goddesses, and serves 
the ruler of the gods; Hera, his wife, is the queen o 
and Ares and Heracles, sons of Zeus, are the wam 
family. In addition to the family position, the gods 



associated with particular virtues, emotions, or situatiom- 
Apollo was a musician, his sister Artemis the goddess of the 
moon and the hunt, and so on. 

Racial: Each deity represents one race or culture. The 
highest virtues of that race are embodied by the power, so 
the god of a warlike people will be a warrior, the goddess of 
the elves will be a graceful enchantress and archer, and so on 
The people of these nations almost always reserve their wor- 
ship for their patron deity-cases of a dwarf revering a 
human deity, for instance, would be extremely rare. Humans 
might be reprrsented by one power for each major culture or 
ethnicity. 

Elemental: Each power has a strong association with one 
particular element, para-element, or quasi-element, such as 
earth, fire, ice, and lightning. Sometimes human virtues or 
vices are added to these portfolios, so the god of fire might 
also be revered as a god of creativity or a god of war, while 
the lord of the air might be associated with rulership or king- 
ship. The first generation of the Olympian gods-Zeus, 
Poseidon, and Hades-are all examples of an elemental 
mythology with elemental associations. 

heavenly bodies. The pantheon of the DRAWNLANCE cam- 
paign setting is an example of this type of mythology Usu- 
ally, the deities acquire some kind of human emotion or 
situation as their secondary concerns, so the god associated 
with a frequently-eclipsed moon of sinister aspect may 

Celestial: The powers are each associated with particular 

become the god of evil, while the god of the sun reigns as a 
ruler or central figure in the pantheon. 

who acquired their divinity due to great deeds or epic 
events. The gods of the BIRTHRIGHT campaign setting are of 
this type and a number of the current FORCO~TEN RFALMS 
powers rose to their positions as a result of the Time of Trou- 
bles. Not all deities were necessarily former adventurers; the 
heroes and leaders of a supernatural race of hercessuch as 
the powers of the Celtic mythology- might also fall into this 
category. 

Natural: Major aspects of nature are represented by the 
gods and goddesses of this type of pantheon. Portfolios 
found in this type of pantheon organization might include 
animals, plants,plountaim, seasons, weather, seas, dawn or 
sunset, wind, or even particular species (a bear-god, a wolf- 
god, etc.). 

appointees of a higher power, assigned the task of watching 
over their portfolios. The Valar of J.RR. Token's Middle 
Earth represent a fine example of a pantheon of stewards. 
Steward pantheons may be in perfect coordination with each 
other, or they may be deliberately assigned conflicting roles. 
Usually, a steward pantheon will feature elements of another 
organization system for dividing up the portfolios of the var- 
ious powers. 

Heroes: The members of the pantheon were once mortals 

Stewards: The gods are themselves creations or 



Thstory and c7c2ytbology 
oureaucracy: ine panmeon 1s organized as a bureau- 

cracy of some kind, with each deity working as a department 
head of sorts. The Chinese mythology is an example of a 
bureaucratic pantheon. 

Mixed Features of several organizations are included in 
a single pantheon. Since people tend to revere Merent 
things for different reasons, most pantheons tend to grow by 
happenstance and illogical leaps. As an example, the oldest 
gods of the Greek pantheon have an elemental basis, but this 
is transformed into a familial pantheon with their children, 
and finally a hemic one as a few mortals join the ranks of th 

Mythologies vary greatly in the amount of involvement 
or the role they play in the campaign. As an example, the 
Greek myths portray a very meddlesome pantheon that fre 
quently takes sides even in fairly minor mortal struggles. 01 
the other hand, the Norse myths are much more concerned 
with how the gods deal with each other (and their enemies, 
the giants) instead of how the gods deal with mortals. Even 
group of low-level adventurers might merit the attention or 
patronage of a deity in a world where the gods pay close 
attention to mortals, but if the powers are absorbed in their 
own epic struggles, it will take a formidable mortal indeed to 
get their attention. 

Table 41: Pantheon Involvement 

Olympians. 

d% Level of Involvement 

11-70 Moderate 

major c a w s  or crusades. wnue avatars are very rare, m 
times of unusual danger or opportunity most deities won’t 
hesitate to take a hand in events. 

minor events or situations concerning their followers, and 
the manipulation of their temples’ fortunes is the primary 
means of discourse (and field of rivalry) of the deities. Mod- 
erately important followers receive advice and guidance, a 
the highest-ranking followers are in frequent communicatic 
with their patron. Deities create avatars at will order to inte 
act with their followers or meddle with mortal affairs. 

Direct: Each power maintains a near-constant presence 
the mortal world by means of powerful and prominent 
avatars. The deities directly command the forces of their ter. 
ples and the kingdoms loyal to them. For most campaigns, 
this is probably too much mythology-many PCs may feel 
like they’re not doing anything important, not when Thor’s 
here to handle important matters. 

Meddlesome: The powers take interest in even the fairly 

The final step in building a pantheon is to determine 
which specific portfolios are represented by the deities 
involved, and the alignment of each particular deity. By con 
bining a portfolio with an alignment, you can mate an excc 
lent picture of a power. For instance, love might seem like a 
naturally good portfolio ... but imagine a chaotic evil power, 
love might be a goddess of jealousy or debauchery, while a 
lawful good goddess of love is probably concerned with 
marriage, the home, or even chaste love. However, feel free 
to discard combinations that don’t make sense to you. 

~~ ~ 

71-95 Meddleson 
96-00 Direct 

Oblivious: The gods are completely unconcerned with 
mortal affairs. Priest characters may be seriously penalized 
in spell ability or level advancement, at the DMs option. 
This can represent a pantheon whose primary role simply 
doesn’t involve the stewardship of the world around them- 
for example, they may be engaged in a perpetual war again 
powerful lower-planar forces, or they may concerned with 
the endless dance of the celestial bodies or a similar esoteric 
study unfathomable to mortals. 

Aloof: The deities of the campaign have better things to 
do with their time, or perhaps they must obey a set of rules 
and restrictions about taking a more active role in the morta 
world. Priests function normally, but the powers rarely offei 
direct guidance or directions even to their most important 
followers. Powers M e s t  avatars only in the most dire of 
circumstances, and sometimes not even then. 

Moderate: The powers have an average level of involve 
ment, spending some of their time engaged in their own 
celestial affairs and some of their time looking after their 
worshippers. Very important followers receive advice and 
guidance as needed, and the deity takes interest in and aids 

Unfortunately, space doesn’t permit the discussion of 
- ~ ~ h  portfolio or possible combination. If you wish 
ine the creation of pantheons and powers in more d 
refer to the Complete Priest’s Handbook. 

Example: As she adds thefinishing touches to her can. 
paign in Seria, Kim wants to know what kind of deities the 
locals (and the PC priests) revere. Starting on Table 38, she 
determines that there is one pantheon per major culture, with 
no contact or relations between pantheons. She skips Table 39, 
deciding that she wants a Small pantheon in order to make her 
job easier. She ends up with 1 greater power, 2 intermediate 
powers, 3 lesser powers, and 3 demi-powers. She then refers to 
Table 40 to determine what type of pantheon it is, and deter- 
mines that the pantheon is Celestial in nature. Thegods are 
associated with stars, planets, or other heavenly bodies. Pro- 
ceeding to Table 41, Kim ro 
comes up with an 01- the 

he level of involvement, and 
oblivious to the affairs of 

mortals. 
Now that she knows what the pantheon’s like, Kim starts to 

roll up portfolios and select alignments for the powers A roll of 
’7 indicates that the singlegreater power in the mythos I S  the 

,d of the sun, on reflection, Kim realizes that she should have 



hsen that a he vanthem's celestia I 14 Evil 

Ihzgrzatzr pomr'r also p9sjes;e; tlir portfolios of music arid 
im$, ,u Kim deiidZs that the deity hoj II strong connection to 
Irz coiict'pt of the ntu;rc offhe spheres. the !wepiny offlr celes- 
ial mutiom and the s d a r  calendar. One oftlw inrermrdratz 
;,Tds I S  coniernzd with plants and nature, so Kim decides that 
here must be a pruminenf green moon m planet i1isibh iri 
jerra's skies, and the ofhrr irrferniediafe deify t j  corrcerned wit1 
ate. The rest offhe pantheon includes deifies ofthe nrwn 
agoin, an obvious choice,, death, wedthzr, agrrcdturz (pojsrbl! 
brkd  to the seasuns, a suitable spuujefor thr'5010r ruin), war 
ind. surprisingly, an mil god ofwisdom. 'Jhis last power 
ntrigues Kim; she decides fhaf he musf be a god ofsecrefs and . . .  . .  marded knoz 
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Cosmology 
The place of the world in the universe is an important 

part of a culture's belief system. What lies beyond the sky, or 
beneath the earth? What are the stars? Which of the outer 
planes do followers of this pantheon believe in, and what do 
they know of the realms of their deities? Is there a realm or 
race that opposes their gods, such as the giants of Norse 
mythology or the rakshasa of Indian myth? 

The Solar System 
The first component of cosmology is the physical one. A 

campaign world may exist in a universe very similar to ours 
(with the exception of magic and monsters, or course), con- 
sisting of stars and planets separated by the hard vacuum of 
space. Or it might be completely fanciful, with an aethereal 
radiance allowing easy passage to the worlds and stars in the 
skies. 

The default assumption for the AD&D game goes back to 
the SPELLJAMMER product line. In this type of universe, each 
solar system is surrounded by an immense crystal sphere. 
The stars are burning brands or great lamps on the inner sur- 
face of the sphere, while the planets and their moons orbit 
inside it. Planets are elemental bodies, including earth and 
water worlds (terran), air worlds (gas giant), or fire worlds 
(suns and other radiant bodies). All celestial objects, includ- 
ing ships, have a gravity equal to Earth's. Hence a ship cap- 
tures an atmosphere of air that allows characters to sail the 
stars on the open decks of magical galleons. As you can see, 
this is a fanciful assumption indeed! 

In addition to the rules of physical space, the number of 
planets and moons in the system is a consideration. What do 
the characters see when they look up in the sky, and why? Is 
the sun a great ball of gas millions of miles away, or is it a 
flaming chariot driven by a god? How many suns are there, 

Arts' Anvnon-evil 1 

for thaimatter? If you don't-have any partifular idea of what 
the worlds cosmology is &e, refer to Table 43 and roll one Greater and intermediare powers have Id3 portfolios: lesser po- 



History and mythology 
Table 43: World Cosmology 
Astronomy (ti& 

1-2 

System Org~ization (d8) 
1-3 ' Heliocentric, 1 sun 
4 Heliocentric. mdtiule wunr r-- ~, ~~ ~~ ~ 

5 Ptolemaic, 1-sun 

Number of Planets WlZ) 

Number of Moons, per planei (dE3'F 
' on a natural 8, roll an a d d i t i d  d&3and add 

Planet or Moon (dS) 
1 -2 Air 
3-5 Fatth 

.._ 

Planet or Moon Size W) 

, ,  1 , .  

or it may be an infinite plane above which the heavenly bod-. 
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Myths and Legends 
Now that you h o w  what kind of powers and planes 

compose the world's mythology, it's time to devote some 
thought to the myths surrounding these beings. You don't 
need to craft an accurate timeline of each and every 
encounter or discussion between the divinities of the world, 
but creating a handful of core myths is a good idea. More- 
over, it should suggest a number of adventure hooks for the 
world. 

central myth describing the appearance of the world, the 
gods, and mortals. These are the basic questions that most 
mythologies seek to answer. The creation myth is not neces- 
sarily accurate, truthful, or completedifferent races often 
have very different explanations for how the world was 
made and their rightful place in the scheme of things. Here 
are a few suggestions: 

The world is the corpse of some great monster m being, 

The Creation MyuC Almost every culture has at least one 

and the first generation of gods were spontaneously born 
of its substance. 
A mysterious higher power created the world and the 
gods themselves, appointing them its stewards. 
The gods and a race of enemies (fiends, giants, etc.) 
emerged from nothingness of pre-creation; the world was 
built by one side or the other as a prize or a weapon for 
the conflict. 
The world itself emerged from chaos or oblivion, and in an 
act of conscious will peopled itself with mortals, who then 
imagined the gods into existence. 

Don't spend a lot of time and energy on building a cre- 
ation myth if it is never going to come to the attention of the 
players. Yugg the Barbarian probably doesn't care how the 
world was made when he's more interested in splitting an 
orcish skull or two. However, creation myths may be more 
immediate to the players if they lead to epic storylines or 
conflicts that the PCs can take part in, or at least experience 
or explore as their world's history. 

stories about the interactions and deeds of the gods them- 
selves, with their special foes or with each other. For exam- 
ple, the Norse myths indude a number of tales about the 
wars of the gods and the giants, the building of Asgard, and 
the duties and personalities of the Asgardians. Take a look at 
the pantheon you've created and see if there are any deitia 
that might be rivals, allies, or even enemies. A god of war 
and a god of strength in the same pantheon may have met in 
battle at one point in time. Another deity may have fought a 
heroic battle against a monster of epic proportions, such as 
the Midgard Serpent or Echidna. Zeus am4 the rest of the 
Olympian gods actually fought a war to win their position, 
deposing the titans and imprisoning most of them in 
Tarterus. 

The interaction of mortals and deities is another good 

Divine Myths: After the creation myth come a number of 

topic for divine myths. Many of 
explanatons for the way things are. For example, tbe weaver 

gerve,as,p.Fables or 

and pitted aspect and seems to tampor wyd,p  in its @pear- 
ances. Here are some additional- fM &vme myths: 

, , ,  

The creation of a 
courtships or relations of the older,deities, possibly vith 
special mortals who pleased them; 

a@ivitip$, such as s 

hatreds of certain ;aces, 
such as the origins of the men- war beween the elven 
and orcish powers; 
Explanations for unusual natural phen?mena, such as sea- 

ple, imagine a Romeo and JuW s 
divinities from &val UanWoly, or Aostile factioh of the 
same panthebn. 

Sams: %<as iefer to the tales &mortal heroes Mho 
attract"thepakonage or enmity of the gods themdves. 
Sometimes, the line between a divine myth and a saga can 
get prrtty-bhury, but the key aspea of a %a is that it  tells 
the story of a'mortal, not a god. A good example of a saga is 
the quest of Jason and the Argonaots in search of the Golden 
Fleece, or the Celtic myth of the CattkRaid of Cdey.  From 
the point of view of the PCs, this is the most immediate and 
tangible part of a mythology, especially if the events of the 
saga have repercussions that are still in effect around in the 
world around them. If you want to build an epic campaign 
adventure for the PCs, involve them in a sequel to a saga- 
perhaps one of the PCs happens to find a small, innocuous 
ring ofinvisibility while exploring some goblin caves ... and 
winds up playing a role similar to &at of F'mdo in J.R.R. 
Tolkien's Lma oflhe Rings. Here are some suggestions for 
saga storylines: 



? 

jan War is the archetypal example of this tale. 
The gods become embroiled in a qumel over a partict- 
larly powerful or significant artifact. Mortal champions 
are chosen to compete for the item. 
Rumors of a great treasure (the Golden Fleece, the Rhine- 
gold, etc.) cause a great hero to undertake a quest in search 
of the item or hoard. 
A monster of legendary stature appears, and the gods aid 
a mortal hero in confronting the beast by directing him to 
the location of magical devices or allies who can help him. 
Amortal hero undertakes a journey of exploration to lands 
previously unknown. - A mortal hero ventures to the home of the deities or the 
home of the great enemies of the pantheon-giants, fiends, 
rakshasa, or whatever. 
One of the gods takes a direct hand in influencing mortal 
affairs, helping a loyal follower, offering temptation to 
mortals, or laying down a challenge or contest of some 
kind with a great prize as the reward. 

Remember, a great saga means nothing if the players in 
your campaign don’t get a chance to leam the story as their 
characters unearth the tale or hear the epic sung. Look for 
opportunities to tie a saga into the everyday adventuring 
careers of the PCs. The next time they go off in quest of a about supernatural events? 



fearsome raiders, rumors of mad kings or sinister counselors, 
and lingering fires of patriotism or rebelliousness just wait- 
ing to be fanned once again into blazing warfare. History 
adds a sense of depth and texture to a campaign that helps 
the PCs to understand the world around them, and why it 
got to be the way it is. 

The Campaign Timeline: A great tool for sketching out 
the history of a kingdom or region is a timeline. This is noth 
ing more than a list of dates in chronological order, with 

up interesting ones 

maior events noted brieflv. You don't need to describe the 4 Discovem technoloclical 

viewed through the him and indisthct ha& of the ag& No 10 

" 
for so long. Continents wrecked by apocalyptic spells, the 
physical incarnation of evil and good avatars, civilizations 
lost in natural disasters or man-made catastrophes ... these 
are the makings of ancient history, especially when ele- 
ments of the catastrophe can still be encountered by today's 
adventurers. 

Middle historv eenerallv eoes back as far as the oldest 

3 D k c i v e ,  magical 

I ," Y 
~~~~~~~ ~ 

reliable source or &titution--the continuous existence of 
kingdom, a temple, or a group devoted to chronichg his- 
tory .Middle history deals with the birth and dealings of t 
current civilization and the nations that now exist in the 
carnuaim. Events in middle historv tend to be less exaecle 

their adventuring careers. For example, an ongoing war with 
a neighboring land, an unresolved succession struggle, or the 
periodic depredations of a powerful dragon may be OCCUI- 
rences of national importance that could affect the characters, 
or even be resolved by their actions. 

A good timeline uses a sliding scale to represent the 
increasingly accurate and detailed knowledge of events that 
are not far removed in time. Generally, a timeline consists 
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Cataclysm: Some kmd of catastrophe rocked the work 
destroymg a great civilization. 

Decadence: The principal society lapsed into decadence, 
allowing defenses to grow weak while morals disintegrated. 

Disaster, natural: A storm, flood, fire or similar local dis- 
aster struck the area in question. 

Discovery: An important breakthrough in physical or 
magical technology took place, perhaps the invention of a 
ew school of magic, the development of the printmg press, 

$r the infroduction of a newweapon of warfare. 
Empue: An ancient empire arose or fell. 
Expansionlexploration: An ancient people expanded into 

neighboring territory or conducted exploration of nearby 
lands. 

Exploratiodcolonization Travelers from the principal 
region discovered new lands and possibly created small out- 
posts or colonies there. 

Feudrivalry: Two important noble families, wealthy 
merchant houses, or even individuals of note were engaged 
in a serious of confrontations or clandestine warfare. 

Intrigudscandal: Some kind of far-flung conspiracy or 
shocking behavior rattled the leaders of the area. 

Invasion: The kingdom in question was invaded at some 
point, and possibly conquered. The people may have eventu- 
ally integrated their conquerors, or fought back and threw 
them out. 

Kingdom: The local kingdom enjoyed a period of growth 
or importance, gaining new territories and playing a large 
role in local affairs. Alternatively, the kingdom went into 
decline and fell from a pre-eminent position. 

thy person such as a Leonard0 da Vma, Joan of Arc, Robm 
Hood, or Julius Caesar lived during this time. 

Migrations: An ancient race or culture passed through, 
settled, or departed the kingdom in question. 

Monster incursion: A particularly dangerous or perva- 
sive incursion of monsters took place in the area. Usually, 

Legendary character: Aparticularly famous or notewor- 

ne. For example, the serfs or peasantry might rise i 
attempt to drag down the nobihty and make their kmgaom 
into a democracy. Revolutions are usually more wide-spread 
than rebellions. 

Strong ruledweak 
incompetence) ruled d this period, with an appropriate 
change in the land's fortunes. 

Supremacy/golden age: The kingdom reached the zenith 
of its power and the highest elevation of its culture and 
standing. 

Trade/prosperity: The period was marked by general 
prosperity and an increase in trade and commerce. The 
exploration of new markets may be responsible. 

Wac A war was fought in this time period. A civil war, 
failed revolution, or war of succession is an internal war, 
fought primarily between parties or regions within the same 
nahon. A crusade is a relipious war. Racial wars or euic wars 

er: A king of unusual vigor (or 

refer to the great codictsYof ancient his 
example) all dwarves and orcs.struggle 
' .cries, or the gods themselves take an a 

Example: Kim wants to create a historyfor her kingdom 4 
Seria. She rolls 4 ancient ages, 7 middle periods, and 7 recent 
events. For her own reference, she decides that the Serian calei 
dar starts at Year 0, and randomly determines the length of 
each eoenf or period. Then she uses Table 43 to fill in some 
events in the timeline, which looks like this when shefinishes: I 

Year Event 

tion. 
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m L c ~ l v L v B y .  special category of campaign histGI,,, 
mcanolog, or the history of magic in the world. Where do 
the campaign’s artifacts and relics come from? Are there cer- 
tain magic items-a stuffofthe magi, for instanc+that were 
only made in particular time and place, and now cannot be 
duplicated? How were the schools of magic invented or 
expanded by the mages of old? Are there ancient spellbooks 
with powerful, forgotten spells for the PCs to find and make 
use of? 

Current Events: The final component of the world’s his- 
tory is history in the making-the events, machinations, and 
maneuverings that are taking place today, all around the 
PCs. Take a look at your timeline and see if there are events 
that cry out for more detail or a resolution the player charac- 
ters can take part in. Some events may distract the PCs by 
appearing to be more important than they are ... but in some 
cases, minor events might be extremely significant when the 
PCs get a glimpse at how the current doings are related to 
the past. 

It’s not a bad idea to create a small file or folder of inter- 
esting current events for the campaign, which you can then 
reveal to the players once every two or three sessions. These 
might turn into adventure hooks, or you can use them to set 
the stage for a surprising development (a revolt, a palace 
coup) later on. 

History and mythology are interesting, and can go a long 
way towards adding texture and color to a campaign world, 
but in order for your players to appreciate your work, you 
need to find a way to involve the characters in the story. It 
can be easy for a DM to forget that the player characters are 
the stars of the show, especially when he’s done a lot of work 
to create a living, breathing world around them. But, when it 
comes down to it, the PCs should be the heroes who get to 
throw the One Ring into the fires of Mount Doom, or the 

unknown adventurers who blunder across the Eye of Vecna. 
No one wants to play the part of a spectator or victim who 
just happens to be a witness to the heroic deeds of the DMs 
favorite NPCs. 

A good place to start crafting a heroic tale for the playe 
characters is at the time of character creation. Ask the play 
to think about why their characters are adventuring, what 
they want to accomplish in their careers, and what type of 
adventures would be interesting or appropriate for the 
newly-created character. Encourage them to think up one 
powerful enemy and one unusual aUy for thek PC. You can 
even ask the player to make up an interesting story, legenc 
or situation that their character may be at least tangentiall! 
involved in. For example, Grodd the Barbarian may have left 
his native hills because an evil sorcerer commanded dragons 
to destroy his tribe. This gives the DM the opporhmity to 
provide the player with a chance to get even-nce his chr 
acter has gained a level or t w m r  to even start crafting a, 
epic confrontation based on this brief character history. 

Throughout the course of the campaign, prepare in 
advance for a real earth-shaking adventure. Let’s say that 
you want the PCs to eventually confront a powerful lord of 
evil in a neighboring land. Instead of wailing for them to 
reach 9th or 10th level and then springing this quest upon 
the players, try to build up to the climactic adventure. Usi 
short adventures or side treks early in their careers to pre 
sent the evil lord as a major problem in the characters’ liv 
For example, when the PCs decide to wipe out a goblin fc 
they find that several of the lord’s minions or lieutenants 
were backing the goblins. A little later on, when they‘re ir 
search of a legendary magical item, they find themselves 
competing with another band of adventurers in the servic 
of the dark lord. Finally, as captains and marshals of the 
kingdom, they fmd themselves confronted with the problem 
of defeating a massive invasion and p m r v i n g  their home- 
land. N m  they’re ready to take the fight to the great enemy 
and break his power forever, an epic saga of a struggle 
against darkness. 

weight of their ultimate destiny; a 1st-level PC who truly 
believes that it’s his job to bring down Sauron of Mordor is 
not going to be around for long. Let the players gradually 
broaden their view of the world and expand their ambitions 
as their characters grow in power and prestige. Unlike the 
writer of a fantasy novel, you have the luxury of inserting as 
many diversions, sidetracks, and intermediate goals as you 
wish-you can string out the story as long as you like. 

Finally, not every campaign has to culminate in the final 
war of light and darkness. A heroic saga can be something 
much more personal in scale, such as one character’s quest to 
avenge his father’s death, find enlightenment, or discover 
the secret of his origins. When you are building your cam- 
paign world, look for opporhmities to provide these story 
-?a,sar-’ --,” -,--*-,. -70tivations *^ ~ ._._I I-*.-”- 

Be careful not to overwhelm the players early on with the 



Customizing Your WorZd 
Building a world is an exercise in creativity, so why stop 

with details of story and geography? Consider what else you 
can do to make your campaign unique and memorable. Per- 
haps your players aw uscd to one style of play, such as a 
hack-and-slash dungeon crawl or freewheeling role-playing 
with very little combat-maybe ths is the campaign in 
which you present them with problems that requiw them to 
expand their style of play S i a r l y ,  a sweeping change in 
venue can also make a memorable series of advenhxes. Play- 
ers who are accustomed to running grizzled dungeon-delv- 
ing adventurers in the frontierlands of the kingdom can be 
surprised and challenged by a campaign set around hevery 
and scandal in an imperial capital. However, you should be 
careiul that the players are at least interested in switching 
game styles, even if it’s only temporary. If vou simply force 
them to play a game that they don‘t want to play, you’re ask- 
ing for a lot of trouble. 

While the style of play is important, another excellent 
method for introducing a new campaign (and getting the 
players enthused about it) is to tinker with the rules of the 
game system. Players notice rules, especially when the rules 
allow them to run characters of raccl or classes they’ve never 
been able to play before. .4s long as you don’t make anv 
game-busting characters availablc to the playcrs, almost any- 
thing can work. Remember, the definition of game-busting 
will vary from campaign to campaign; at first glance, a 
player character frost pant or copper dragon may scem ludi- 
crous, but if the campaign is built around intrigue and mvs- 
tcry-solving in an urban sctting, thow monstrou characters 
don’t have anv simificant advantages over a low-level thief 

Races 
Humans, elves, dwarves, gnomes, and halflings are tried 

and true character races for the AD&D game, but you can 
offer the players an unusual race or two in addition to (or in 
replacement of) these standard choices. The Complete Book of 
Humanoids is an invaluable reference for dozens of 0 p t i 0 ~ 1  
character races. The Complete Spacefarer’s Guide from the 
SPELLJAMMER product line is another good resource with a 
number of unusual PC races. Naturally, you can also adapt 
almost any intelligent creature of reasonable size and 
strength out of the MONSTROUS MANUAL tome. Imagine a 
doppleganger, grell, or even a werewolf PC! These unusual 
characters don’t have to be representative of an entire soci- 
ety or realm of similar creatures; in fantasy and science fic- 
tion, there are plenty of heroes who are one-of-a-kind 
characters. 

Another option open to you is to modify or alter the 
standard character races and their roles. They may be physi- 
cally altered-elves with wings, or halflings who have spell- 
like druidical powers-r they may be altered in outlook, 

alignment, or role. Imagine, for instance, that elves are all 
coldly neutral and fiercely defend their homelands against 
all intrusion-they simply aren’t available as a PC race. The 
DARK SUN and BJRWGHI campaign setlings use this 
method to add flavor and distinctiveness to their respective 
worlds. 

Last but not least, you can simply invent new races or 
sub-races for your campaign. Be careful that you don’t over- 
power the campaign by making your new PC races better 
than everything 

Classes and Kits 

order to customize your campaign, you can also alter the 
basic selection of classes or even add new classes of your 
own to the standard mix. If you’re a fan of the original 
AD&D game, you might want to make assassins or monks 
available as F‘C classes. The kensai or sohei from the Oriental 
Adventures book would also be interesting choices to add to 
a campaign. Dragon magazine has featured dozens of 
optional classes, ranging from the anti-paladin to the witch. 
Or, you can use the optional class design rules in the DMG to 
build your own. 

Another option available to you is to modify existing 
classes in some way. For example, in your campaign you 
may decide that rangers do not get the ability to fight with a 
weapon in each hand, but instead are allowed to specialize in 
a missile weapon. Perhaps wizards are allowed an extra spell 
or two, or roll a d6 for hit points in your game. 

The various kits presented in recent years can also be 
used to provide a distinct flavor to a campaign. Take some 
time to assemble a list of kits that you consider valid and 
appropriate to the campaign. If fighters have to choose from 
cavalier, swashbuckler, myrmidon, or noble warrior, this pre  
sents a much different style of play than a campaign in 
which fighters must choose between barbarian, beast rider, 
or savage. Kits can easily be tied in to certain cultures or g e e  
graphic regions to reinforce the differences between lands 
and societies; for example, if a fighter chooses the barbarian 
kit, it‘s clear that he must come from a barbaric land, so you 
can add some detail to your worldpicture by listing the 
lands that barbarians may call home. 

Just as you can manipulate the available PC races in 

Equipment 

their characters are allowed to use. A metal-poor world 
might necessitate the use of wood and stone weapons; a 
highly advanced world may allow firearms or sophisticated 
airships. While some of this is covered in the technology of 
the central setting, this is a good opportunity for you to m- 
ate some unusual opportunities or limitations for the PCs. 

Players pay special attention to the type of equipment 
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History and 
Magic 

paign from the typical AD&D game is magic. Are there cer- 
tain spells that are off-limits to the PCs? What about 
high-level spells that are available at unusually low level, 
but only at a price? Are there schools or spheres of magic 
that work in an unusual fashion? Specialty spells available 
only in this campaign? Strange magical items? One of the 
basic decisions you have to make about your game is the 
relative frequency of magic-using creatures and magical 
items. 

First of all, take a look at the spellcasting classes and 
decide if you want to l i t  or enhance their power. Simply 
slowing down or speeding up the spell progression tables for 
a wizard or priest is a good start. What if all wizards face a 
spell failure chance of some kind, or if all priests are granted 
spells on a case-by-case basis? You may outlaw the generalist 
mage and ckric, requiring players to choose a specialist wiz- 
ard or a specialty priest m order to create a strong flavor or 
association for the spUcasting characters. 

Many of the AD&D campaign settings include modifica- 
tions of some kind to the magic system. For instance, wiz- 
ards of Krynn (the world of the DRAGONLANCE campaign) 
must choose to belong to the white, red, or black orders; 
their spells are tied to the configuration of Krynn's moons. 

the DARK SUN setting, many wizards are defilers, who 
in magical power by despoiling the land around them. 

Another area in 

I 

Monsters 
The one aspect of a campaign players are most likely to 

notice and remember lettionof foes and v$laiiwthey 
must face. Think ab0 t you can d o  to create,& interst- 
ing assortment of deadly c.reatures, andhotv you mighmin- 
ker with the monster's stats and powers.in order to show the 
players somethitlg,they don't expect. !&%-itif. frost aMd f i ~  
giants c o m a n d . p e r f u l  spells related to tlrefi.prefmed 
elements?-What if ormregenerate like Wlls, or ilght with 
berserk fury? Is.there an~unusud'~a&tbatyou cammake into 

the draconians of Krynn? 

Conclusion 
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Kingdom Name: 
Cultural ArchetypeIFlavor: 
Primary Races: 
Secondary Races: 
Race PositiodSituation: 

Languages: 
Literacy: 

rechnology Level: 
IndustrieslTrades: 
4rmslEquipment: 

Government System: 
Ruleds): 

Came to Power by: 

Military System: 
Military Strength 

Social Alignment: 
Rebelliousness: 
Brigandage: 

SituatiodNotes: 

Regions or Provinces 
Name Terrain Subsistence System Population Principal Cities Other Notes 

NPCs or Contacts of Note 
Name Position Race/Class/Level Relation to PCs Other Notes 
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Map Symbology A Mountains, Low 0 Village ,b- Swamp 

River A Mountains, Medium Town -. Desert 

Lake a Mountains, High @ City // Barren 

Waterfall 0 Forest, light 0 Castle _-- Tundra 

8 Foothills 0 Forest, medium Ruin/Site of Interest *b Moor 

0 Rolling Hills 0 Forest, heavy Road f Jungle, medium 

T. Jungle, heavy 
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Kingdom Name: 
Cultural Archetype/Flavor: 
Primary Races: 
Secondary Races: 
Race Position/Situation: 

Languages: 
Literacy: 

Technology Level: 
Industriesmrades: 
ArmsIEquipment: 

Government System: 
Rulerk): 

Came to Power by: 

Military System: 
Military Strength: 

Social Alignment: 
Rebelliousness: 
Brigandage: 

SituatiodNotes: 

Regions or Provinces 
Name Terrain Subsistence System Population Principal Cities Other Notes 

NPCs or Contacts of Note 
Name Position Race/Class/Level Relation to PCs Other Notes 
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iite: 
,urrounding Area: 

Iescription: 

m a l  RumorsIStories: 

.xterior Appearance: 

?andom Encounters at Site 
Roll Encounter Roll Encounter 

2 12 
3 13 
4 14 
5 15 
6 16 
7 17 
8 18 
9 19 
10 20 
11 

3efenses, Patrols, and Sentries 
j.pe Description 

Important NPCs or Monsters 
lame TypelClass HD AC Int MV THACO #AT Dmg Special MotiveIBehavior 
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Site: 
Surrounding Area: 

Description: 

Local RumonIStories: 
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Random Encounters at Site 
Roll Encounter Roll Encounter 
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by %chard saker 
Admit it. . .you’ve always wanted to  design your own fantasy world But 
the job was just too big and complicated, soy  in+tration or didn’t 
start at all. 

Get outyourp u m u  markers, becam r rime to  e tm eam come true! 
From thefirst s ofpicking a campaig lok t o  the J il de, of  crafing a 
kingdom or city, World Builder’s Guidebook leads you stage by stage through the 
process of creating your own, unigue campaign world. Build a W O I  

your favorite movies or books, detail a fiortion of an e,x&ing vmrh 
own fantasy worldfiom scratch! 

:ther 

_ _  
lodezed aft. .  
create your 

Some o f  the features you’Zlfind in the World Builder’s Guidebook include: 

A n  introduction to the art of world building; 
Guidelines and random tables for creating continents, kingdoms, societies, 
local areas, towns and cities, ecologies, pantheons, histories, and sites 
of interest; 
Apad of 32 copyable forms, mappingpaper, and hex sheets-an 
indisspensable set of  tools for your world-building efforts! 

Youie the master architect of an entire worZd. 
What are you going to  buiZd? c TSR, Inc. TSR Ltd. 

201 Sheridan Springs Rd. 120 Church End 
Lake Geneva Cherry Hinton 
WI 53147 Cambridge CB13LB 
U.S.A. United Kingdom 

ANCGD l e  TSR logo 
re regi rSR, h e .  
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