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ADVENTURE AWAITS!ADVENTURE AWAITS!

 Ad Advveenntuturre e AAwwaaiitsts!!
 Welco Welcome to The Advme to The Adventure Crafter, the third book in theenture Crafter, the third book in the

Crafter series by Crafter series by WWord Mill Games! The Adventure ord Mill Games! The Adventure CrafterCrafter
presents a system for randomly generating story outlines,presents a system for randomly generating story outlines,
adventure seeds, random events, and plot twists for adventure seeds, random events, and plot twists for your roleyour role
playing gaming pleasure.playing gaming pleasure.

 Altho Although ugh The AThe Adventdventure Cure Crafter rafter plugs plugs in nicin nicely wiely with thth the Me Mythicythic
line from Worline from Word Mill Games, it can be d Mill Games, it can be used with any RPG used with any RPG system.system.
The Adventure Crafter isn’The Adventure Crafter isn’t about t about the system but the system but the Adventure.the Adventure.

Before we get intBefore we get into the nitty o the nitty gritty, let’gritty, let’s cover some keys cover some key
concepts you need concepts you need to know about The Adventure Crafter.to know about The Adventure Crafter.

PLOT POINTSPLOT POINTS
 A Plot Point is the bas A Plot Point is the basic building block of everything thatic building block of everything that

happens in The Adventure Crafter. Plot Points are discreet storyhappens in The Adventure Crafter. Plot Points are discreet story
units that offer a point of detail that will go into the stew thatunits that offer a point of detail that will go into the stew that
is your Adventure. Some Plot Points are instrucis your Adventure. Some Plot Points are instruc tional, such astional, such as
telling you to add a new telling you to add a new Character to the Adventure, and someCharacter to the Adventure, and some
sound like story tropes, like sound like story tropes, like “Betrayed!” or “Something Lost“Betrayed!” or “Something Lost
Has Been Found.” Anywhere from two Has Been Found.” Anywhere from two to five Plot Points areto five Plot Points are
combined to form ...combined to form ...

TURNING POINTSTURNING POINTS
TTurning Points are the urning Points are the pivotal Scenes in pivotal Scenes in your Adventureyour Adventure

that propel the story along. They are the plot twists that propel the story along. They are the plot twists within yourwithin your
 Adventure. A T Adventure. A Turning Point is composed of a gurning Point is composed of a group of Plotroup of Plot
Points put together. YPoints put together. You figure out ou figure out what actually happens durwhat actually happens duringing
a Ta Turning Point by using urning Point by using interpretation and interpretation and combining what youcombining what you
already know about the Adventure with a group of Plot Points.already know about the Adventure with a group of Plot Points.

Each Turning Point serves a major plot thread in yourEach Turning Point serves a major plot thread in your
 Adven Adventure. ture. That thrThat thread wilead will either l either begin ibegin in a n a TTurning Purning Point,oint,
develop in develop in a Ta Turning Point, or urning Point, or reach its reach its conclusion in conclusion in a Ta Turningurning
Point. The Adventure Crafter refers to these Adventure threads as ...Point. The Adventure Crafter refers to these Adventure threads as ...

PLOTLINESPLOTLINES
 A Plotline is an open thread in your Adventure. It is the re A Plotline is an open thread in your Adventure. It is the reasonason

your Characters are adventuring. They are the conflicts to resolve,your Characters are adventuring. They are the conflicts to resolve,
the goals to achieve. An Adventure may have one Plotline orthe goals to achieve. An Adventure may have one Plotline or
manymany, it may , it may have a main Plotline and have a main Plotline and some lesser Plotlines, orsome lesser Plotlines, or
they may all be of equal merit. they may all be of equal merit. A Plotline develops through anA Plotline develops through an
 Adventure’ Adventure’s Ts Turning Points. Each urning Points. Each TTurning Point is focused onurning Point is focused on
a Plotline and will either create a Plotline and will either create the New Plotline, develop thethe New Plotline, develop the
Plotline further through an Advancement, or end Plotline further through an Advancement, or end the Plotline andthe Plotline and
remove it from the Adventure through a Conclusion.remove it from the Adventure through a Conclusion.

 Y You will keep track of your Plotlines, putting them all in a Listou will keep track of your Plotlines, putting them all in a List
that will sometimes be rolled to get a rthat will sometimes be rolled to get a random Plotline, usually atandom Plotline, usually at
the start of the start of a new Ta new Turning Point to determine urning Point to determine what Plotline thewhat Plotline the
Turning Point is focusing on.Turning Point is focusing on.

The creation, Advancement, and Conclusion of Plotlines areThe creation, Advancement, and Conclusion of Plotlines are
what make up your ...what make up your ...

““You get a wonderful view from the point of no return.You get a wonderful view from the point of no return.””
Terry Pratchett, Making MoneyTerry Pratchett, Making Money
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ADVENTURE AWAITS!ADVENTURE AWAITS!

 ADVENTURE ADVENTURE
The Adventure is exactly what you would think The Adventure is exactly what you would think it is: it’s yourit is: it’s your

story, what the Characters are doing. An story, what the Characters are doing. An Adventure is composedAdventure is composed
of one or more Plotlines, the resolution of which fof one or more Plotlines, the resolution of which form theorm the
 Adventure itself. An Adventure is o Adventure itself. An Adventure is over when all Plotlines, or thever when all Plotlines, or the
main Plotline, is resolved, or you just decide main Plotline, is resolved, or you just decide that the Charactersthat the Characters
have taken it far enough. Not all Plotlines in have taken it far enough. Not all Plotlines in an Adventure needan Adventure need
to be resolved; it’s okay to have Plotlines remain open to be resolved; it’s okay to have Plotlines remain open for use infor use in
future Adventures so that the story continues or to just let themfuture Adventures so that the story continues or to just let them
remain unresolved.remain unresolved.

SCENESSCENES
The word “Scenes” will be used in this book to describeThe word “Scenes” will be used in this book to describe

moments in an Adventure where something definable happens.moments in an Adventure where something definable happens.
For instance, the fantasy adventurers meet in a tavern tFor instance, the fantasy adventurers meet in a tavern to discusso discuss
the upcoming expedition; the secret agent hangs out the upcoming expedition; the secret agent hangs out in anin an
apartment building with binoculars spying on the double agentapartment building with binoculars spying on the double agent
across the street; the hero strides up tacross the street; the hero strides up to the villain to do battle.o the villain to do battle.
TTurning Points are special Scenes that urning Points are special Scenes that are the main sections ofare the main sections of
an Adventure, but the Adventure itself will likely an Adventure, but the Adventure itself will likely be made up ofbe made up of
many more Scenes that take place between those points. Usingmany more Scenes that take place between those points. Using
the term “Scene” just gives us a way to tthe term “Scene” just gives us a way to think about all of this.hink about all of this.

CHARACTERSCHARACTERS
The Characters are all of the people and entities in yourThe Characters are all of the people and entities in your

 Adve Adventure. nture. They They includinclude the e the CharaCharacters cters you pyou playlay, the , the PlayPlayerer
Characters, as well as Non-Player Characters who are the supportingCharacters, as well as Non-Player Characters who are the supporting

cast of your Adventure.cast of your Adventure.
Characters can also be non-Characters can also be non-
persons, such as organizationspersons, such as organizations
or objects. or objects. BasicallyBasically, anything, anything
that can act independently inthat can act independently in
your Adventure or that Playeryour Adventure or that Player
Characters will have to interactCharacters will have to interact
with can be considered awith can be considered a
CharacterCharacter. Characters could . Characters could bebe
the orc chieftain, the citizensthe orc chieftain, the citizens
of a village, the artificialof a village, the artificial
intelligence running a building,intelligence running a building,
a starship, a jungle, etc.a starship, a jungle, etc.

Like with Plotlines,Like with Plotlines,
Characters are placed in ListsCharacters are placed in Lists
for use with The Adventurefor use with The Adventure
Crafter.Crafter.

Let’Let’s talk about .s talk about . ....

LISTSLISTS
There are a few There are a few Lists you’ll have to maintain when using TheLists you’ll have to maintain when using The

 Adventure Crafter: Plotlines and Characters. Whenever a new Adventure Crafter: Plotlines and Characters. Whenever a new
Plotline or new Character enters your Plotline or new Character enters your Adventure, they get addedAdventure, they get added
to their respective List. When a Plotline is concluded, to their respective List. When a Plotline is concluded, it getsit gets
struck off tstruck off the Plotlines List. More rarely, Characters will also exithe Plotlines List. More rarely, Characters will also exit
the Characters List.the Characters List.

Lists serve the dual purpose of keeping track of the importantLists serve the dual purpose of keeping track of the important
story threads and actors in your Adventure, and also serve as randomstory threads and actors in your Adventure, and also serve as random
tables for when a Plotline or Character needs to be rolled up.tables for when a Plotline or Character needs to be rolled up.

THEMESTHEMES
Plot Points come in various flavors, which are described asPlot Points come in various flavors, which are described as

Themes. The Themes are: Tension, Action, Mystery, Social,Themes. The Themes are: Tension, Action, Mystery, Social,
and Personal. Each Theme has Plot Points tailored to thatand Personal. Each Theme has Plot Points tailored to that
Theme. At the start Theme. At the start of an Adventure, Themes are prioritizedof an Adventure, Themes are prioritized
for that Adventure so you can for that Adventure so you can adjust the tone adjust the tone of your story.of your story.
For instance, a horror Adventure may have Tension as its mostFor instance, a horror Adventure may have Tension as its most
important Theme, while a dungeon important Theme, while a dungeon crawl may have Adventurecrawl may have Adventure
as its most important Theme. Themes can be arranged in anyas its most important Theme. Themes can be arranged in any
order of priority to achieve a order of priority to achieve a wide range of Adventures thatwide range of Adventures that
retain a consistent feel throughout. For instance, an retain a consistent feel throughout. For instance, an AdventureAdventure
strong in Tension and Mystery may be a psychological horrorstrong in Tension and Mystery may be a psychological horror
story with lots of detective work and dark corners, but story with lots of detective work and dark corners, but not a lotnot a lot
of direct physical action or interpersonal events.of direct physical action or interpersonal events.

The Themes, and the kinds The Themes, and the kinds of Plot Points associated withof Plot Points associated with
them, could be characterized as:them, could be characterized as:

• Action:• Action: These Plot Points focus on direct, physical actionThese Plot Points focus on direct, physical action
like combat and chases.like combat and chases.

• Tension:• Tension: These are Plot Points that create anxiety  These are Plot Points that create anxiety forfor
Characters, and are common in horror Adventures.Characters, and are common in horror Adventures.

• Mystery:• Mystery: These Plot Points raise and answer lots of These Plot Points raise and answer lots of
questions.questions.

• Social:• Social: These are Plot Points that involve the interact These are Plot Points that involve the interact ionion
of people, or the machinations of social institutions.of people, or the machinations of social institutions.

• Personal:• Personal: These are Plot Points where the focus is on an These are Plot Points where the focus is on an
individual Character, whether a Player Character or aindividual Character, whether a Player Character or a
Non-Player Character. Other Themes involve Characters,Non-Player Character. Other Themes involve Characters,
of course, but the Plot Points of the Personal Theme tendof course, but the Plot Points of the Personal Theme tend
to be more personally oriented, such as involving Characterto be more personally oriented, such as involving Character
backstories and people who are close to those Characters.backstories and people who are close to those Characters.
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WAYS TO USE THE ADVENTURE CRAFTERWAYS TO USE THE ADVENTURE CRAFTER

 W Waayys s TTo o UUsse e TThhee
 Ad Advveenntuturre e CCrraaftefterr

The Adventure Crafter is designed to create Adventures forThe Adventure Crafter is designed to create Adventures for
your Role-Playing Games from start to your Role-Playing Games from start to finish. This means givingfinish. This means giving
you the opening Turning Poiyou the opening Turning Point which nt which provides your first provides your first Plotline,Plotline,
taking you ttaking you through Through Turning Points to create urning Points to create more Plotlines, makemore Plotlines, make
twists to ongoing Plotlines, and ultimately resolve Plotlines untiltwists to ongoing Plotlines, and ultimately resolve Plotlines until
the Adventure is complete.the Adventure is complete.

However, this is not necessarily how you have to use TheHowever, this is not necessarily how you have to use The
 Adventure C Adventure Crafter. There are varirafter. There are various ways tous ways this system his system can becan be
put to good use.put to good use.

Adventure OutlineAdventure Outline

 An Adventure outline is what was just described above, An Adventure outline is what was just described above,
creating an Adventure from start to finish. This can be donecreating an Adventure from start to finish. This can be done
ahead of time by a Game Master to create the skeleton of anahead of time by a Game Master to create the skeleton of an
 Adventure that they then fill in with additional information and Adventure that they then fill in with additional information and
how to play it all out.how to play it all out.

For instance, The Adventure Crafter may kick out an outlineFor instance, The Adventure Crafter may kick out an outline
that looks like this: The Characters come across an ancient tombthat looks like this: The Characters come across an ancient tomb
in the jungle that supposedly contains the carcass of a god (thein the jungle that supposedly contains the carcass of a god (the
first Tfirst Turning Point that urning Point that gives them their gives them their first Plotline, first Plotline, “Find“Find
the body of the god, if it the body of the god, if it exists.”). The Characters explore theexists.”). The Characters explore the
tomb, and discover it is futomb, and discover it is full of traps ll of traps (another T(another Turning Point inurning Point in
the Plotline). The Characters reach the heart of the tomb andthe Plotline). The Characters reach the heart of the tomb and
discover the body of the discover the body of the god, who isn’god, who isn’t fully t fully dead and is less dead and is less thanthan
happy to have visitors (the Conclusion of the Plotline).happy to have visitors (the Conclusion of the Plotline).

This is what The Adventure Crafter This is what The Adventure Crafter might give you beforemight give you before
you begin play. The Game Master can take that plot you begin play. The Game Master can take that plot summarysummary
and craft a full Adventure from it. The Adventure is going toand craft a full Adventure from it. The Adventure is going to
have more to it than just those bullet have more to it than just those bullet points most likely; thepoints most likely; the
GM will come up GM will come up with Scenes in with Scenes in between the Tbetween the Turning Pointsurning Points
of the Adventure that move the Characters from one part of theof the Adventure that move the Characters from one part of the
 Adventure to the next. What  Adventure to the next. What The Adventure Crafter provides isThe Adventure Crafter provides is
the big picture outline of the the big picture outline of the Adventure and an idea for how theAdventure and an idea for how the
story of the Adventure moves along.story of the Adventure moves along.

For instance, the Adventure described For instance, the Adventure described above may begin in aabove may begin in a
sleepy South American village where tsleepy South American village where the Player Characters gather.he Player Characters gather.
That’That’s where they meet a professor who tells them of s where they meet a professor who tells them of the temple.the temple.
The Characters spend a few days exploring the jungle until theyThe Characters spend a few days exploring the jungle until they
discover the tomb, reaching the first Tdiscover the tomb, reaching the first Turning Point in the urning Point in the outlineoutline
above. The GM crafts various traps and encounters to find withinabove. The GM crafts various traps and encounters to find within
the tomb, which the Characters spend the Adventure overcoming.the tomb, which the Characters spend the Adventure overcoming.
The Adventure concludes with them discovering the nearly deadThe Adventure concludes with them discovering the nearly dead
god, and it results in an epic battle.god, and it results in an epic battle.

The Adventure outline is meant to provide just enoughThe Adventure outline is meant to provide just enough
information for you, tinformation for you, the Game Master, to know what’he Game Master, to know what’s goings going
on. It will give you the Plotlines of the on. It will give you the Plotlines of the Adventure, the importantAdventure, the important
Characters involved, what they Characters involved, what they are doing and why, the majorare doing and why, the major
twists and turns of twists and turns of the Adventure, and how it’ll all likely pan out.the Adventure, and how it’ll all likely pan out.
From there, you take this framework and add whatever additionalFrom there, you take this framework and add whatever additional
details you need to flesh it all out and turn it into a workabledetails you need to flesh it all out and turn it into a workable
 Adventure for your game. Adventure for your game.

 An Adv An Adventure Oenture Outline wiutline will givll give you a e you a linear slinear story with tory with manymany
of the Adventure conflicts spelled out, both in how they begin andof the Adventure conflicts spelled out, both in how they begin and
in how they end. Of course, you don’t have to run your Adventurein how they end. Of course, you don’t have to run your Adventure
linearly, but having it laid out that way makes it easy to work withlinearly, but having it laid out that way makes it easy to work with
and manipulate as you need. The actual events of your Adventureand manipulate as you need. The actual events of your Adventure
may not play out exactly as The Adventure Crafter defines them.may not play out exactly as The Adventure Crafter defines them.
 Y You can usou can use the dete the details ails The AThe Adventure dventure Crafter Crafter makes makes as builas buildingding
blocks for your Adventure, shifting them as you wish.blocks for your Adventure, shifting them as you wish.

Adventure SeedAdventure Seed

Instead of an entire outline describing an Adventure fromInstead of an entire outline describing an Adventure from
start to finish, you can start to finish, you can use The Adventure Crafter to create justuse The Adventure Crafter to create just
enough Tenough Turning Points to give you a urning Points to give you a Plotline, a few Plotline, a few Characters,Characters,
and an idea and an idea for an Adventure. From there, you for an Adventure. From there, you take over.take over.

This is a simpler This is a simpler way to use The Adventure Crafter, making itway to use The Adventure Crafter, making it
a treasure trove of infinite Adventure seeds.a treasure trove of infinite Adventure seeds.
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WAYS TO USE THE ADVENTURE CRAFTERWAYS TO USE THE ADVENTURE CRAFTER

Opening SceneOpening Scene

Maybe you don’t want an entire Adventure outline, andMaybe you don’t want an entire Adventure outline, and
not even an Adventure seed. Maybe you’re engaging in a solonot even an Adventure seed. Maybe you’re engaging in a solo
game, or using the Mythic Game Master Emulator (from Wordgame, or using the Mythic Game Master Emulator (from Word
Mill Games), and the details of Mill Games), and the details of the Adventure will unfold asthe Adventure will unfold as
you play. However, you want the opening Scene that gets thatyou play. However, you want the opening Scene that gets that
 Adventure  Adventure moving.moving.

 Y You can use The Adventure Craou can use The Adventure Crafter to create this first Scene.fter to create this first Scene.
It’It’s much ts much the same as he same as producing the producing the first Tfirst Turning Point in urning Point in anan
 Adventure outline that gives you your first Plotline. It Adventure outline that gives you your first Plotline. It’’s alsos also
similar to producing an Adventure seed, but even more minimalsimilar to producing an Adventure seed, but even more minimal
in the information generated.in the information generated.

As You GoAs You Go

 Y You can ou can generagenerate an te an entireentire
 Adventu Adventure outre outline line beforehbeforehand anand andd
flesh it out, or, you can generate flesh it out, or, you can generate thatthat
outline as you outline as you playplay. In this . In this wayway, you, you
can use The Adventure Crafter tocan use The Adventure Crafter to
build an Adventure on the go so thatbuild an Adventure on the go so that
you are surprised you are surprised at each new Turningat each new Turning
Point. This can be done by Point. This can be done by a Gamea Game
Master who wishes to develop herMaster who wishes to develop her
 Adventu Adventure witre without hout prior prior preparpreparation,ation,
by a group by a group of players who aren’of players who aren’t usingt using
a Game Master at all, or for a Game Master at all, or for a soloa solo
player who has The Adventure Crafterplayer who has The Adventure Crafter
act as the Game Master for storyact as the Game Master for story
generation purposes.generation purposes.

This is very similar to This is very similar to making anmaking an
 Adventure  Adventure outline, outline, you just you just do it asdo it as
you playou playy..

As NeededAs Needed

 Y You can also use The Aou can also use The Adventure Crafter when you want todventure Crafter when you want to
generate a twist in your generate a twist in your own, custom-made Adventure. Forown, custom-made Adventure. For
instance, maybe you’re a Game Master creating instance, maybe you’re a Game Master creating an Adventurean Adventure
and you’and you’re feeling, midway through re feeling, midway through the process, that tthe process, that the storyhe story
is stalling out. is stalling out. Some new ideas would Some new ideas would be nice. You may use Thebe nice. You may use The
 Adventure Crafter to toss in a surprise to add some unexpected Adventure Crafter to toss in a surprise to add some unexpected
flavor to your Adventure.flavor to your Adventure.

With MythicWith Mythic

Mythic Role Playing and the Mythic Role Playing and the Mythic Game Master EmulatorMythic Game Master Emulator
are products of Word Mill Games designed to create Adventuresare products of Word Mill Games designed to create Adventures
as you go, with as you go, with or without a or without a Game MasterGame Master. Y. You can combineou can combine
The Adventure Crafter with Mythic in a number of ways. TheThe Adventure Crafter with Mythic in a number of ways. The
 Adventure Crafter can generate the first Scene in a Mythic Adventure Crafter can generate the first Scene in a Mythic
 Adventure, replacing the default method of doing so Adventure, replacing the default method of doing so. Y. You can alsoou can also
use The Adventure Crafter to replace use The Adventure Crafter to replace how Mythic makes Alteredhow Mythic makes Altered
Scenes and Scene Interrupts.Scenes and Scene Interrupts.

How to combine The Adventure Crafter with How to combine The Adventure Crafter with Mythic isMythic is
described in detail later in this book (described in detail later in this book ( starting on page 73).starting on page 73).

As A Writing ToolAs A Writing Tool

FinallyFinally, I want , I want to mention that to mention that not only can The Adventurenot only can The Adventure
Crafter be used to make role-playing Adventures, it can be Crafter be used to make role-playing Adventures, it can be usedused
by those of you who enjoy writing. The Adventure Crafter is aby those of you who enjoy writing. The Adventure Crafter is a
story idea generator, with the summaries created being as muchstory idea generator, with the summaries created being as much
story outlines as Adventure outlines. These outlines can be usedstory outlines as Adventure outlines. These outlines can be used
to help you construct ideas for your fiction.to help you construct ideas for your fiction.
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ADVENTURE THEMESADVENTURE THEMES

 Ad Advveenntuturre e TThheemmeess
Every Adventure generated using The Adventure Crafter isEvery Adventure generated using The Adventure Crafter is

defined by a set of five Themes. These Themes are used to helpdefined by a set of five Themes. These Themes are used to help
randomly roll Plot Points that are associated with those Themes.randomly roll Plot Points that are associated with those Themes.
They also help define and shape the overall tone of the Adventure.They also help define and shape the overall tone of the Adventure.

 As mentioned previously As mentioned previously, the Themes are A, the Themes are Action, Tction, Tension,ension,
MysteryMystery, Social, and Personal. Like Characters , Social, and Personal. Like Characters in an RPG, in an RPG, youryour
 Adventure has statistics, and you can think of  Adventure has statistics, and you can think of Themes as theThemes as the
 Adventure’ Adventure’s defining stats. Every Adventure is strong in sos defining stats. Every Adventure is strong in someme
Themes and weak in others.Themes and weak in others.

 When creating an Adventure, all five  When creating an Adventure, all five Themes will be assignedThemes will be assigned
to the Adventure in order of their importance, to the Adventure in order of their importance, with the firstwith the first
Theme being the most important and the last Theme being theTheme being the most important and the last Theme being the
least. The order of the Themes determines the likely frequencyleast. The order of the Themes determines the likely frequency
with which Plot Points associated with twith which Plot Points associated with those Themes will appearhose Themes will appear
in your Adventure, with in your Adventure, with the top priority Themes’ Plot Pointsthe top priority Themes’ Plot Points
most likely to appear, and the most likely to appear, and the lowest priority Themes’ Plot Pointslowest priority Themes’ Plot Points
least likely to appear.least likely to appear.

 ASSIGNING THEME PRIORITY  ASSIGNING THEME PRIORITY 
There are two ways you can assign Theme priorities forThere are two ways you can assign Theme priorities for

an Adventure: you can choose, or you can determine an Adventure: you can choose, or you can determine themthem
randomlyrandomly. Choosing is your best . Choosing is your best option if you know option if you know exactly whatexactly what
kind of tone you want kind of tone you want for your Adventure. For instance, if thefor your Adventure. For instance, if the
 Adventure is a group of space marines la Adventure is a group of space marines landing on a planet tonding on a planet to
investigate a loss of communication from settlers only to discoverinvestigate a loss of communication from settlers only to discover
a nest of nasty aliens to fight, a nest of nasty aliens to fight, you might decide on the followingyou might decide on the following
Theme order: Theme order: Action, TAction, Tension, Mystery, Social, Personal.ension, Mystery, Social, Personal.

 Y You can also combine choosing with random selection if yoou can also combine choosing with random selection if youu
know what you want know what you want as your top Themes but you as your top Themes but you arenaren’’t particulart particular
about the rest. Maybe with our space marines Adventure, weabout the rest. Maybe with our space marines Adventure, we
know we want lots of combat, so we decide know we want lots of combat, so we decide that Action is the topthat Action is the top
Theme. HoweverTheme. However, we aren’, we aren’t as picky t as picky about the rest of about the rest of it, so we rollit, so we roll
randomly for the remaining Themes.randomly for the remaining Themes.

RANDOM THEMERANDOM THEME
PRIORITY SELECTIONPRIORITY SELECTION

To select the priority of Theme’s for your Adventure randomly,To select the priority of Theme’s for your Adventure randomly,
roll 1d10 on roll 1d10 on the Random Themes Tthe Random Themes Table for each Theme, able for each Theme, startingstarting
with the first priority Theme and working your way downwith the first priority Theme and working your way down
through to number five. If, when rolling for the through to number five. If, when rolling for the next prioritynext priority
Theme, you roll a Theme that has already been selected, thenTheme, you roll a Theme that has already been selected, then
continue down the table until continue down the table until you get to the next you get to the next availableavailable
Theme. If you reach the end of tTheme. If you reach the end of the table while continuing downhe table while continuing down
it, return again to the it, return again to the start of the table until start of the table until you find an availableyou find an available
Theme. Continue on in this way Theme. Continue on in this way until you are done and have alluntil you are done and have all
five Themes in place.five Themes in place.

For instance, let’sFor instance, let’s
say you’re crafting ansay you’re crafting an
 Adventure for a group of Adventure for a group of
occult investigator Playeroccult investigator Player
Characters. DecidingCharacters. Deciding
to randomly select theto randomly select the
Themes, you start rollingThemes, you start rolling
1d10, your first roll1d10, your first roll
being a 4. Consulting thebeing a 4. Consulting the
Random Themes Table, weRandom Themes Table, we
see a 4 gives us Tension.see a 4 gives us Tension.
That seems appropriate that our top priority Theme for a horrorThat seems appropriate that our top priority Theme for a horror
 Adventure is T Adventure is Tension. Wension. We’e’re off to a good start.re off to a good start.

Continuing down the priorities to number 2, Continuing down the priorities to number 2, we roll a 5 forwe roll a 5 for
MysteryMystery. The third priority rolled . The third priority rolled is a 4 again, is a 4 again, but we already havebut we already have
Tension, so we can’t use that. Going down the Random ThemesTension, so we can’t use that. Going down the Random Themes
Table from Tension, next is Mystery. That also has already beenTable from Tension, next is Mystery. That also has already been
taken. The next down ttaken. The next down the table is Social, that’s available so thathe table is Social, that’s available so that
becomes priority three. Rolling for the priority four Theme, webecomes priority three. Rolling for the priority four Theme, we
get a 3, Tget a 3, Tension again. We look down the table, with ension again. We look down the table, with the nextthe next
available Theme being Personal, which takes slot available Theme being Personal, which takes slot four. The onlyfour. The only
remaining Theme is Action, which takes Theme priority five.remaining Theme is Action, which takes Theme priority five.

Starting our occult Starting our occult Adventure, we know that Adventure, we know that it’it’s going to bes going to be
TTension heavy with ension heavy with doses of Mystery. There may also be doses of Mystery. There may also be somesome
scattered Social elements, and it’s unlikely that there will be manyscattered Social elements, and it’s unlikely that there will be many
Personal or Action Plot Personal or Action Plot Points.Points.

Random Themes TableRandom Themes Table

1-2 ACTION1-2 ACTION

3-4 TENSION3-4 TENSION

5-6 MYSTERY5-6 MYSTERY

7-8 SOCIAL7-8 SOCIAL

9-10 PERSONAL9-10 PERSONAL
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THE THEMESTHE THEMES

ActionAction

 Action Themed Plo Action Themed Plot Points focus on elements that promot Points focus on elements that promotete
instant activity in the Adventure. These Plot Points will often callinstant activity in the Adventure. These Plot Points will often call
upon Characters to get busy and upon Characters to get busy and do something right awaydo something right away, like, like
fight off opponents or deal with a fight off opponents or deal with a deadly catastrophe.deadly catastrophe.

 Adventures with Action as the top  Adventures with Action as the top Theme will feature lots ofTheme will feature lots of
activityactivity, such as combat , such as combat and emergencies to handle.and emergencies to handle.

TensionTension

TTension Plot ension Plot Points are Adventure elements designed Points are Adventure elements designed to maketo make
Characters nervous. This is the Characters nervous. This is the horror movie Theme, wherehorror movie Theme, where
 Adventures that feature T Adventures that feature Tension as the top Theme will havension as the top Theme will havee
plenty of elements to frighten plenty of elements to frighten and make Characters sweat.and make Characters sweat.

MysteryMystery

Mystery Plot Points are all about raising Mystery Plot Points are all about raising and answeringand answering
questions. Adventures with Mystery as the top Theme will likelyquestions. Adventures with Mystery as the top Theme will likely
feature a lot of investigation on the part feature a lot of investigation on the part of the Characters.of the Characters.

SocialSocial

The Social Theme is all about people interacting with eachThe Social Theme is all about people interacting with each
other and the presence of social institutions. An Adventure withother and the presence of social institutions. An Adventure with
Social as the top Theme will likely involve a lot of elements thatSocial as the top Theme will likely involve a lot of elements that
invoke the goals and aspirations of individuals and groups, andinvoke the goals and aspirations of individuals and groups, and
how those ambitions interact with how those ambitions interact with others. A Social Themedothers. A Social Themed
 Adventure may include a lot of negotiation and intrigue. Adventure may include a lot of negotiation and intrigue.

PersonalPersonal

The Personal Theme is all about drawing individualThe Personal Theme is all about drawing individual
Characters into the Characters into the Adventure personallyAdventure personally, with their , with their backgroundsbackgrounds
and personal stories having direct connections with the and personal stories having direct connections with the PlotlinesPlotlines
of the Adventure. Adventures with of the Adventure. Adventures with Personal as the top Theme willPersonal as the top Theme will
likely include elements that tie at least one Character directly intolikely include elements that tie at least one Character directly into
a Plotline.a Plotline.

 WHAT THE THEMES WHAT THE THEMES
 ARE USED FOR  ARE USED FOR 

 Aside from helping to frame the Adventure in your mind, Aside from helping to frame the Adventure in your mind,
Themes have a prThemes have a practical use in Tactical use in The Adventure Crafter. Yhe Adventure Crafter. Youou
create Plot Points for create Plot Points for each Teach Turning Point in urning Point in your Adventure withyour Adventure with
Themes guiding this process. Plot Themes guiding this process. Plot Points are specific elementsPoints are specific elements
that direct the course of your that direct the course of your Adventure, for instance indicatingAdventure, for instance indicating
that a Character gets attacked or revealing that a Character that a Character gets attacked or revealing that a Character hashas
discovered a clue to a discovered a clue to a mysterymystery..

Plot Points are broken up into Plot Points are broken up into the five different Themethe five different Theme
categories. When rolling for a Plot Point, you also roll to see whichcategories. When rolling for a Plot Point, you also roll to see which
Theme you are drawing your Plot Point from. Higher priorityTheme you are drawing your Plot Point from. Higher priority
Themes are more likely to come up than lower priority Themes.Themes are more likely to come up than lower priority Themes.



1010

LISTS AND THE ADVENTURE SHEETLISTS AND THE ADVENTURE SHEET

Lists And TheLists And The
 Ad Advveenntuturre e SShheeetet

To keep your Adventure organized, you’re going to need toTo keep your Adventure organized, you’re going to need to
maintain two Lists: Plotlines and Characters. As Plotlines andmaintain two Lists: Plotlines and Characters. As Plotlines and
Characters are introduced Characters are introduced into the into the Adventure through TAdventure through Turningurning
Points, they are added to the relevant List. Likewise, when aPoints, they are added to the relevant List. Likewise, when a
Plotline is finished or a Character is removed from the Adventure,Plotline is finished or a Character is removed from the Adventure,
they are removed from their List.they are removed from their List.

Not all Plotlines and Characters have equal weight, with someNot all Plotlines and Characters have equal weight, with some
receiving more importance on their List than the other items inreceiving more importance on their List than the other items in
the List. This is represented by that Plotline or Character taking upthe List. This is represented by that Plotline or Character taking up
more than one line on the List, repeating itself up to three times.more than one line on the List, repeating itself up to three times.

The Lists aren’The Lists aren’t just tt just to help you keep o help you keep track of what’s goingtrack of what’s going
on in your Adventure, they are also used to on in your Adventure, they are also used to randomly determinerandomly determine
which Plotline is which Plotline is involved in each Tinvolved in each Turning Point, and urning Point, and whichwhich
Characters are Invoked when a random Character is needed.Characters are Invoked when a random Character is needed.
They also determine when new Plotlines develop and They also determine when new Plotlines develop and when newwhen new
Characters enter the Adventure.Characters enter the Adventure.

The nuts and bolts of how to use Lists will be handled laterThe nuts and bolts of how to use Lists will be handled later
in the Plot Points And Turning Points chapter (see page 18).in the Plot Points And Turning Points chapter (see page 18).
For now, let’s look at how to put your Lists together and how toFor now, let’s look at how to put your Lists together and how to
manage them.manage them.

 WHEN TO ADD TO A LIST, WHEN TO ADD TO A LIST,
 WHEN TO REMOVE WHEN TO REMOVE

The Plotlines List and the Characters List keep track of the openThe Plotlines List and the Characters List keep track of the open
storylines of your growing Adventure and the storylines of your growing Adventure and the important Charactersimportant Characters
running around in it. They are not only lists, they are also tablesrunning around in it. They are not only lists, they are also tables
used to randomly used to randomly determine which Plotline determine which Plotline a Ta Turning Point willurning Point will
focus on and which focus on and which Characters a Plot Point is referring to.Characters a Plot Point is referring to.

InvokingInvoking

 A Plotline or  A Plotline or Character gets Character gets added to their Liadded to their List when thatst when that
Plotline or Character gets Invoked. An Invoked Plotline orPlotline or Character gets Invoked. An Invoked Plotline or
Character means it has been included in a Turning Point and is anCharacter means it has been included in a Turning Point and is an
important part of that Turning Point’s action. There are two waysimportant part of that Turning Point’s action. There are two ways
a Plotline or Character can be a Plotline or Character can be Invoked: when they are first created,Invoked: when they are first created,
and when an existing Plotline or Character is and when an existing Plotline or Character is called upon.called upon.

 A Plotline gets created when you roll for a Plotline at the A Plotline gets created when you roll for a Plotline at the
start of start of a Ta Turning Point and urning Point and get a get a result of result of “New Plotline”. Y“New Plotline”. Youou
won’won’t know exactly what t know exactly what the new Plotline the new Plotline is until after is until after you’you’veve
determined what happens determined what happens in the Tin the Turning Point, but once urning Point, but once youyou
figure out what the new Plotline is, name it and write it ontofigure out what the new Plotline is, name it and write it onto
your Plotlines List in the nyour Plotlines List in the next available slot down the sheet,ext available slot down the sheet,
starting from the top of the List.starting from the top of the List.

Each slot on the list has a faint line of text on it, eitherEach slot on the list has a faint line of text on it, either
“Choose Most Logical Plotline” or “New Plotline”. When you“Choose Most Logical Plotline” or “New Plotline”. When you
write a Plotline onto a List, write a Plotline onto a List, it is overwriting the text already there.it is overwriting the text already there.
 When rolling randomly on the Plotlines List, you use the Plotline When rolling randomly on the Plotlines List, you use the Plotline
listed if one is written in or the default text if one is not.listed if one is written in or the default text if one is not.

The Lists can be printed The Lists can be printed directly from The Adventure Crafterdirectly from The Adventure Crafter
PDF file or copied from the PDF file or copied from the printed book (you can find tprinted book (you can find them onhem on
page 16 and at the back of page 16 and at the back of the book on page 121).the book on page 121).

 A Plotline gets Invoked when, at the start of a T A Plotline gets Invoked when, at the start of a Turning Point,urning Point,
you roll 1d100 to you roll 1d100 to see what Plotline the Turning Psee what Plotline the Turning Point is aboutoint is about
and you either roll a line and you either roll a line on the Plotlines List that has a Plotlineon the Plotlines List that has a Plotline
written on it, or you roll a result of “Choose Most Logicalwritten on it, or you roll a result of “Choose Most Logical
Plotline.” At this point, an existing Plotline has been Plotline.” At this point, an existing Plotline has been chosen forchosen for
this Tthis Turning Point, Invoking it. urning Point, Invoking it. WWrite the rite the name of name of the Plotline onthe Plotline on
the Plotlines List again on the next the Plotlines List again on the next available line unless it alreadyavailable line unless it already
appears on the List at least tappears on the List at least three times.hree times.

The more often a Plotline gets Invoked, the more it appearsThe more often a Plotline gets Invoked, the more it appears
on the Plotlines List, making it on the Plotlines List, making it more important to the Adventuremore important to the Adventure
and more likely tand more likely to be featured again o be featured again during a later Tduring a later Turning Point.urning Point.
 Writing a  Writing a Plotline on the List again after it is Invoked is a way forPlotline on the List again after it is Invoked is a way for
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the Plotline to gain additional weight in tthe Plotline to gain additional weight in the Adventure the morehe Adventure the more
it is called into action.it is called into action.

 A new Character is introduced into the Adventure in a similar A new Character is introduced into the Adventure in a similar
fashion. There are many Plot Points that need fashion. There are many Plot Points that need to be associatedto be associated
with one or more specific Characters. For instance, if a with one or more specific Characters. For instance, if a Plot PointPlot Point
calls for a Character to argue with calls for a Character to argue with another Character, you need toanother Character, you need to
figure out who is arguing with whom. When a figure out who is arguing with whom. When a Character needsCharacter needs
to be Invoked for a Plot Point, roll 1d100 on the Charactersto be Invoked for a Plot Point, roll 1d100 on the Characters
List. If you get a result List. If you get a result of “New Character,” then this Plot Pof “New Character,” then this Plot Pointoint
introduces a brand introduces a brand new Character into new Character into your Adventure. Yyour Adventure. You mayou may
not know exactly who this Character is until after you determinenot know exactly who this Character is until after you determine
all of your all of your Plot Points for the TPlot Points for the Turning Point, but when urning Point, but when you doyou do
determine who it is write determine who it is write their name onto the next available opentheir name onto the next available open
slot on the Characters List and slot on the Characters List and on the Adventure Sheet next toon the Adventure Sheet next to
the Plot Point that generated them. This is discussed more in thethe Plot Point that generated them. This is discussed more in the
Plot Points And TPlot Points And Turning Points chapter (page urning Points chapter (page 18) and in 18) and in thethe
Character Crafting chapter (page 60).Character Crafting chapter (page 60).

 An existing Character is Invoked when you roll on the An existing Character is Invoked when you roll on the
Characters List and either get a Characters List and either get a specific Character or a resultspecific Character or a result
of “Choose Most Logical of “Choose Most Logical Character.” ThCharacter.” This indicates is indicates an alreadyan already

existing Character is Invoked for existing Character is Invoked for this Plot Point. That Characterthis Plot Point. That Character
is recorded on the Adventure Sheet next to the Plot Point thatis recorded on the Adventure Sheet next to the Plot Point that
Invoked them and is written in again on tInvoked them and is written in again on the Characters List onhe Characters List on
the next available open slot, as long as the Character is not the next available open slot, as long as the Character is not alreadyalready
on the Characters List at least three times.on the Characters List at least three times.

 As with Invoked Plotlines, the more often a Character gets As with Invoked Plotlines, the more often a Character gets
Invoked the bigger their presence will be felt in Invoked the bigger their presence will be felt in the Adventurethe Adventure
as they become more important and more likely to be Invokedas they become more important and more likely to be Invoked
again. In this way, The Adventure Crafter will sort Charactersagain. In this way, The Adventure Crafter will sort Characters
into main Character and side Characters.into main Character and side Characters.

RemovingRemoving

Plotlines and Characters come off of the Lists Plotlines and Characters come off of the Lists too, sometimes.too, sometimes.
 A Plotline is crossed off its List when it reaches a Conclusion in a A Plotline is crossed off its List when it reaches a Conclusion in a
TTurning Point. A Conclusion is urning Point. A Conclusion is a special Plot Point that indicatesa special Plot Point that indicates
this Plotline has come to an end (we’ll get more into that this Plotline has come to an end (we’ll get more into that later).later).

Characters come off their Characters come off their List more rarely. No matter whatList more rarely. No matter what
happens to a Character in an Adventure, even if thappens to a Character in an Adventure, even if they die, theyhey die, they
remain on the Characters List. This is because Characters canremain on the Characters List. This is because Characters can
influence an Adventure even when they are technically influence an Adventure even when they are technically nono
longer around. For instance, a Character may perish in a fantasylonger around. For instance, a Character may perish in a fantasy
campaign, but the Character being campaign, but the Character being Invoked again might mean theInvoked again might mean the
Player Characters come across something that the lost CharacterPlayer Characters come across something that the lost Character
left behind, or an old enemy left behind, or an old enemy has come looking for them, etc.has come looking for them, etc.

Characters only come off of the Characters List Characters only come off of the Characters List as a resultas a result
of Meta Plot Points that indicate it. There are a number of Plotof Meta Plot Points that indicate it. There are a number of Plot
Points that reduce or entirely eliminate Characters from the List.Points that reduce or entirely eliminate Characters from the List.

 When a P When a Plotline lotline or a Chor a Character aracter is remis removed oved from thfrom their List, eir List, crosscross
them out. If you roll that crossed out line later when Invoking athem out. If you roll that crossed out line later when Invoking a
Plotline or Character, consider the result an automatic “ChoosePlotline or Character, consider the result an automatic “Choose
Most Logical Plotline” or “Choose Most Logical Character”.Most Logical Plotline” or “Choose Most Logical Character”.

The List Is FullThe List Is Full

It’It’s unlikely, but possible, that your Adventure will s unlikely, but possible, that your Adventure will be so chockbe so chock
full of Plotlines or Characters that you fill every line on the List.full of Plotlines or Characters that you fill every line on the List.
If you need to add a Plotline or Character to its List, and the ListIf you need to add a Plotline or Character to its List, and the List
is full, then look to see is full, then look to see if the List has any crossed out elements.if the List has any crossed out elements.
If it doesn’If it doesn’t, then nothing else can t, then nothing else can be added to the List; nbe added to the List; newew
Invoked Plotlines and Characters won’Invoked Plotlines and Characters won’t get slots t get slots on the List.on the List.

If the List does have crossed out elements, then If the List does have crossed out elements, then pull out apull out a
fresh, blank List and copy all of tfresh, blank List and copy all of the elements from the currenthe elements from the current
List onto it, List onto it, omitting the crossed out omitting the crossed out Lines. YLines. You’ou’re clearing outre clearing out
the crossed out lines to make room for new the crossed out lines to make room for new elements.elements.

Characters ListCharacters List

1-41-4 NEW NEW CHARACTERCHARACTER

5-85-8 NEW NEW CHARACTERCHARACTER

9-129-12 NEW NEW CHARACTERCHARACTER

13-1613-16 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACTERCHARACTER

17-2017-20 NEW NEW CHARACTERCHARACTER

21-2421-24 NEW NEW CHARACTERCHARACTER

25-2825-28 NEW NEW CHARACTERCHARACTER

39-3239-32 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACTERCHARACTER

33-3633-36 NEW NEW CHARACTERCHARACTER

37-4037-40 NEW NEW CHARACTERCHARACTER

41-4441-44 NEW NEW CHARACTERCHARACTER

45-4845-48 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACTERCHARACTER

49-5249-52 NEW NEW CHARACTERCHARACTER

53-5653-56 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACTERCHARACTER

57-6057-60 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACTERCHARACTER

61-6461-64 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACTERCHARACTER

65-6865-68 NEW NEW CHARACTERCHARACTER

69-7269-72 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACTERCHARACTER

73-7673-76 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACTERCHARACTER

77-8077-80 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACTERCHARACTER

81-8481-84 NEW NEW CHARACTERCHARACTER

85-8885-88 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACTERCHARACTER

89-9289-92 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACTERCHARACTER

93-9693-96 CHOOSE MOST LOGICAL CHARACTERCHOOSE MOST LOGICAL CHARACTER

97-10097-100 NEW NEW CHARACTERCHARACTER

Plotlines ListPlotlines List

1-41-4 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

5-85-8 NEW NEW PLOTLINEPLOTLINE

9-129-12 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

13-1613-16 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

17-2017-20 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

21-2421-24 NEW NEW PLOTLINEPLOTLINE

25-2825-28 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

29-3229-32 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

33-3633-36 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

37-4037-40 NEW NEW PLOTLINEPLOTLINE

41-4441-44 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

45-4845-48 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

49-5249-52 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

53-5653-56 NEW NEW PLOTLINEPLOTLINE

57-6057-60 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

61-6461-64 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

65-6865-68 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

69-7269-72 NEW NEW PLOTLINEPLOTLINE

73-7673-76 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

77-8077-80 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

81-8481-84 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

85-8885-88 NEW NEW PLOTLINEPLOTLINE

89-9289-92 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

93-9693-96 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

97-10097-100 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

The Plotlines and Characters Lists are not just lists they are also tables toThe Plotlines and Characters Lists are not just lists they are also tables to
randomly determine Plotlines and Characters. See page 16 for full size Lists forrandomly determine Plotlines and Characters. See page 16 for full size Lists for
your use. They are also available at the back of this book.your use. They are also available at the back of this book.
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THE ADVENTURE SHEETTHE ADVENTURE SHEET
Crafting an Adventure involves collecting a lot of details aboutCrafting an Adventure involves collecting a lot of details about

that Adventure. There aren’that Adventure. There aren’t just t just the Plotlines the Plotlines and Characters,and Characters,
there’there’s the Themes, Plot s the Themes, Plot Points, and accumulating nPoints, and accumulating notes aboutotes about
your Adventure to record.your Adventure to record.

TTo make this easy, you can copy or o make this easy, you can copy or print out an print out an AdventureAdventure
Sheet (found on page 14 and at tSheet (found on page 14 and at the back of this book).he back of this book).

The sheet contains:The sheet contains:
•• Adventure: Adventure: A line for entering a  A line for entering a title for your Adventure.title for your Adventure.
•• Date:Date: In case you need it, a  In case you need it, a place to record the date you’rplace to record the date you’ree

playing your Adventure.playing your Adventure.
•• Notes:Notes: A space for writing ideas and  A space for writing ideas and thoughts about yourthoughts about your

 Adventure. Adventure.
•• Themes:Themes: Every Adventure is composed of five Themes Every Adventure is composed of five Themes

(Action, T(Action, Tension, Mystery, Social, and ension, Mystery, Social, and Personal) that are Personal) that are listedlisted
in priority from most important to least. You can list them onin priority from most important to least. You can list them on
the Adventure Sheet in these spaces. On the right hand sidethe Adventure Sheet in these spaces. On the right hand side
of the spaces are numbers from 1 to 10. This is listed for yourof the spaces are numbers from 1 to 10. This is listed for your
convenience when randomly rolling for which Theme a Plot Pointconvenience when randomly rolling for which Theme a Plot Point
will draw from.will draw from.

•• TTurning urning Point:Point: A place  A place to record the number to record the number of the Tof the Turningurning
Point you’re on. Turning Points are like the chapters of a book, orPoint you’re on. Turning Points are like the chapters of a book, or
the order of scenes in a movie.the order of scenes in a movie.

•• Plotline:Plotline: A listing of three boxes to place a che A listing of three boxes to place a check mark inck mark in
to indicate when to indicate when the Plotline for the Plotline for this Tthis Turning Point is a Newurning Point is a New
Plotline, a Development, or a Conclusion. There is a space to thePlotline, a Development, or a Conclusion. There is a space to the
right of this to right of this to enter the titenter the tit le of your Plotline le of your Plotline that this Tthat this Turningurning
Point is focusing on.Point is focusing on.

•• Plot Points:Plot Points: Below the Turning Point box are five numbered Below the Turning Point box are five numbered
lines for you to enter tlines for you to enter the title of each Plot Point as you roll them.he title of each Plot Point as you roll them.

•• Characters Invoked:Characters Invoked: TTo the right o the right of each space for of each space for PlotPlot
Points is another space to record any Points is another space to record any Characters who are InvokedCharacters who are Invoked
for that Plot for that Plot Point.Point.

•• Notes:Notes: Finally, at the bottom of each Turning Point is a spaceFinally, at the bottom of each Turning Point is a space
to record notes to record notes about that Tabout that Turning Point. This is where urning Point. This is where you mayyou may
 jot down a summary of how you interpreted the Plot P jot down a summary of how you interpreted the Plot Points oroints or
any additional thoughts any additional thoughts you may have you may have about the Tabout the Turning Point.urning Point.

DESCENT INTO THE KRAGAN PITDESCENT INTO THE KRAGAN PIT
Let’Let’s take a s take a look at an example look at an example Adventure and how the ListsAdventure and how the Lists

and Adventure Sheet get filled out. This example will use Plotand Adventure Sheet get filled out. This example will use Plot
Points and information discussed further Points and information discussed further in this book, so in this book, so don’don’tt
worry too much about that; we’ll get to itworry too much about that; we’ll get to it ..

Drew is a Gamemaster. She has friends coming over tomorrowDrew is a Gamemaster. She has friends coming over tomorrow
to play in their ongoing fantasy role playing campaign. Drewto play in their ongoing fantasy role playing campaign. Drew

hasnhasn’’t prepared a darn t prepared a darn thing yet, and thing yet, and so she needs an so she needs an AdventureAdventure
to throw at the Players.to throw at the Players.

TTo start with, o start with, all she knows are tall she knows are the Characters of her he Characters of her PlayersPlayers
and that she wants the Adventure to be and that she wants the Adventure to be a dungeon crawl. Thea dungeon crawl. The
campaign from previous Adventures so far has spent a lot of timecampaign from previous Adventures so far has spent a lot of time
in the wilderness and in in the wilderness and in a citya city, and everyone is itching for , and everyone is itching for a gooda good
old fashioned, monster and trap filled cavern delve.old fashioned, monster and trap filled cavern delve.

She fills out the She fills out the Character List with her Character List with her Player’Player’s Characters.s Characters.
There are three Characters in total. She writes them on There are three Characters in total. She writes them on thethe
Characters List, starting at the top:Characters List, starting at the top:

 Eric he knigh   Eric he knigh  
Ric he srcerer Ric he srcerer 

 Ehenia he cler Ehenia he cleric ic 
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 You can use an Adventure Sheet to record all the growing details about your You can use an Adventure Sheet to record all the growing details about your
developing Adventure to keep easy track of it. See pages 14-15 for a full sizedeveloping Adventure to keep easy track of it. See pages 14-15 for a full size
version of the sheet for your use. It is also available at the back of this book.version of the sheet for your use. It is also available at the back of this book.
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Drew prints out an AdventureDrew prints out an Adventure
Sheet and randomly determinesSheet and randomly determines
the Themes for this Adventure (asthe Themes for this Adventure (as
discussed on page 8).discussed on page 8).

Drew is happy with theseDrew is happy with these
results. She sees this Adventureresults. She sees this Adventure
is going to be heavy withis going to be heavy with
Tension and Personal elements.Tension and Personal elements.
It’It’s sounding like a s sounding like a horror Adventure to her, so maybe it’ll behorror Adventure to her, so maybe it’ll be
lighter on the monsters and heavier on the traps and scares.lighter on the monsters and heavier on the traps and scares.

She doesn’t know any specifics about the Adventure itself, soShe doesn’t know any specifics about the Adventure itself, so
it’s time to get to the first Turning Point and find out what thisit’s time to get to the first Turning Point and find out what this
 Adventure  Adventure is all abouis all about. Creatt. Creating Ting Turning urning Points and genPoints and generatingerating
Plot Points will be discussed fully in Plot Points will be discussed fully in the next chapter (startingthe next chapter (starting
on page 18).on page 18).

Since Drew is just getting started, Since Drew is just getting started, there are no Plotlines forthere are no Plotlines for
this Adventure yet, so this Adventure yet, so the first Tthe first Turning Point is automatically aurning Point is automatically a
New Plotline. She rolls the New Plotline. She rolls the Plot Points and Invoked CharactersPlot Points and Invoked Characters
(as described in the next chapter). (as described in the next chapter). Filling out her Adventure SheetFilling out her Adventure Sheet
with her results, with her results, Drew gets this for Drew gets this for her first Ther first Turning Point:urning Point:

Drew rolled up a number of interesting Plot Points, including:Drew rolled up a number of interesting Plot Points, including:
 A high energy gathering, Framed, and Quiet catastro A high energy gathering, Framed, and Quiet catastrophe. Thephe. The
Framed Plot Point required her to Invoke Characters for the PlotFramed Plot Point required her to Invoke Characters for the Plot
Point to refer to: someone who is framed, and someone doingPoint to refer to: someone who is framed, and someone doing
the framing. She rolled and determined that tthe framing. She rolled and determined that the Player Characterhe Player Character
Eric is being framed by a new Character. She decides the newEric is being framed by a new Character. She decides the new
Character is a local hero named Kagal.Character is a local hero named Kagal.

Putting all of this together Drew Putting all of this together Drew decides that, followingdecides that, following
the party’s last adventure, the heroes wandered off to a the party’s last adventure, the heroes wandered off to a nearbynearby
village to rest. Unknown to them, the village to rest. Unknown to them, the village has been troubledvillage has been troubled
lately by a local dungeon, the ancient and foul temple knownlately by a local dungeon, the ancient and foul temple known
as the Kragan Pit. It’s been stirring and releasing evil creaturesas the Kragan Pit. It’s been stirring and releasing evil creatures
into the lands. The people need someone to enter the templeinto the lands. The people need someone to enter the temple
and deliver a holy relic to the heart of the cavern, cleansing theand deliver a holy relic to the heart of the cavern, cleansing the
place of its evil. The only problem is, place of its evil. The only problem is, no one wants to no one wants to go ingo in
and do it.and do it.

So Kagal, the local hero and the one most people expect So Kagal, the local hero and the one most people expect toto
perform the quest, sees an opportperform the quest, sees an opportunity in having a roving bandunity in having a roving band
of adventuring strangers in town. He frames Eric, claimingof adventuring strangers in town. He frames Eric, claiming
the knight stole the village’the knight stole the village’s relic with the intention s relic with the intention to sell itto sell it
elsewhere. The Characters are surprised to elsewhere. The Characters are surprised to find themselvesfind themselves
wrested from their tavern rooms in the morning and drwrested from their tavern rooms in the morning and draggedagged
out to a boisterous mob in the town square. Kout to a boisterous mob in the town square. Kagal and a villageagal and a village
court quickly find court quickly find Eric and his companions guilty of theft. TheirEric and his companions guilty of theft. Their
punishment is to deliver the relic into punishment is to deliver the relic into the evil temple.the evil temple.

Drew filled out the Adventure Sheet with the Plot Points sheDrew filled out the Adventure Sheet with the Plot Points she
generated, noting the one Plot Point that required Characters to begenerated, noting the one Plot Point that required Characters to be
Invoked. Since Eric was Invoked in this Turning Point, and a newInvoked. Since Eric was Invoked in this Turning Point, and a new
Character was generated, she adds them to the Characters List.Character was generated, she adds them to the Characters List.

This TThis Turning Point called for turning Point called for the creation of a he creation of a new Plotline,new Plotline,
the Adventure’the Adventure’s first. Drew s first. Drew decides that the decides that the Plotline is “DeliverPlotline is “Deliver
the relic.” She notes this on the Adventure Sheet then she adds the relic.” She notes this on the Adventure Sheet then she adds itit
to the first open line on the Plotlines List ...to the first open line on the Plotlines List ...

 Deliver he relic  Deliver he relic 

This example gives you an idea of how Plotlines andThis example gives you an idea of how Plotlines and
Characters make their way onto their Lists and Characters make their way onto their Lists and how thehow the
 Adventure Sheet helps you recor Adventure Sheet helps you record your growing Adventure.d your growing Adventure.

The next chapter will go into more detail The next chapter will go into more detail on how all of thison how all of this
actually works.actually works.
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 Eric / Kagal  Eric / Kagal 

1 1 

 Eric he knigh   Eric he knigh  
Ric he srcerer Ric he srcerer 
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 Tensin  Tensin 
Persnal Persnal 
Scial Scial 

 Mysery Mysery
 Acin  Acin 



1414

LISTS AND THE ADVENTURE SHEETLISTS AND THE ADVENTURE SHEET

AAddvveennttuurre  e  DDaattee

NotesNotes   Themes  Themes

11 1-41-4

22 5-5-77

33 8-98-9

44 1010

55 1010

NotesNotes

PLOT PLOT POINTS POINTS CHARACTERS CHARACTERS INVOKEDINVOKED

11

22

33

44

55

TTUURRNNIINNG  G  PPOOIINNTT PPLLOOTTLLIINNEE

New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion

NotesNotes

PLOT PLOT POINTS POINTS CHARACTERS CHARACTERS INVOKEDINVOKED

11

22

33

44

55

TTUURRNNIINNG  G  PPOOIINNTT PPLLOOTTLLIINNEE

New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion

ADVENTURE SHEETADVENTURE SHEET



1515

LISTS AND THE ADVENTURE SHEETLISTS AND THE ADVENTURE SHEET

NotesNotes

PLOT PLOT POINTS POINTS CHARACTERS CHARACTERS INVOKEDINVOKED

11

22

33

44

55

TTUURRNNIINNG  G  PPOOIINNTT PPLLOOTTLLIINNEE

New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion

NotesNotes

PLOT PLOT POINTS POINTS CHARACTERS CHARACTERS INVOKEDINVOKED

11

22

33

44

55

TTUURRNNIINNG  G  PPOOIINNTT PPLLOOTTLLIINNEE

New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion

NotesNotes

PLOT PLOT POINTS POINTS CHARACTERS CHARACTERS INVOKEDINVOKED

11

22

33

44

55

TTUURRNNIINNG  G  PPOOIINNTT PPLLOOTTLLIINNEE

New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion



1616

LISTS AND THE ADVENTURE SHEETLISTS AND THE ADVENTURE SHEET

Characters ListCharacters List

1-41-4 NEW NEW CHARACTCHARACTERER

5-85-8 NEW NEW CHARACTCHARACTERER

9-129-12 NEW NEW CHARACTCHARACTERER

13-1613-16 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACTCHARACTERER

17-2017-20 NEW NEW CHARACTCHARACTERER

21-2421-24 NEW NEW CHARACTCHARACTERER

25-2825-28 NEW NEW CHARACTCHARACTERER

29-3229-32 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACTCHARACTERER

33-3633-36 NEW NEW CHARACTCHARACTERER

37-4037-40 NEW NEW CHARACTCHARACTERER

41-4441-44 NEW NEW CHARACTCHARACTERER

45-4845-48 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACTCHARACTERER

49-5249-52 NEW NEW CHARACTCHARACTERER

53-5653-56 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACTCHARACTERER

57-6057-60 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACTCHARACTERER

61-6461-64 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACTCHARACTERER

65-6865-68 NEW NEW CHARACTCHARACTERER

69-7269-72 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACTCHARACTERER

73-7673-76 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACTCHARACTERER

77-8077-80 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACTCHARACTERER

81-8481-84 NEW NEW CHARACTCHARACTERER

85-8885-88 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACTCHARACTERER

89-9289-92 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACTCHARACTERER

93-9693-96 CHOOSE MOST LOGICHOOSE MOST LOGICAL CHARACCAL CHARACTERTER

97-10097-100 NEW NEW CHARACTCHARACTERER

Plotlines ListPlotlines List

1-41-4 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

5-85-8 NEW NEW PLOTLINEPLOTLINE

9-129-12 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

13-1613-16 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

17-2017-20 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

21-2421-24 NEW NEW PLOTLINEPLOTLINE

25-2825-28 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

29-3229-32 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

33-3633-36 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

37-4037-40 NEW NEW PLOTLINEPLOTLINE

41-4441-44 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

45-4845-48 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

49-5249-52 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

53-5653-56 NEW NEW PLOTLINEPLOTLINE

57-6057-60 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

61-6461-64 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

65-6865-68 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

69-7269-72 NEW NEW PLOTLINEPLOTLINE

73-7673-76 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

77-8077-80 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

81-8481-84 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

85-8885-88 NEW NEW PLOTLINEPLOTLINE

89-9289-92 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

93-9693-96 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

97-10097-100 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE
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TURNING POITURNING POINTS AND PLOT POINTSNTS AND PLOT POINTS

Turning Points AndTurning Points And
Plot PointsPlot Points

 An Adventure is crafted along a series of  An Adventure is crafted along a series of TTurning Points. Eachurning Points. Each
TTurning Point either advances a Plotline, urning Point either advances a Plotline, concludes a Plotline, concludes a Plotline, oror
generates a brand new generates a brand new Plotline. TPlotline. Turning Points are the girders ofurning Points are the girders of
your Adventure that everything else is built upon.your Adventure that everything else is built upon.

The building blocks of Turning Points are Plot Points. AThe building blocks of Turning Points are Plot Points. A
TTurning Point is determined urning Point is determined by generating a by generating a number of Plot number of Plot Points,Points,
combining the Plot Points into a narrative that makes sense, combining the Plot Points into a narrative that makes sense, andand
combining that with the Plotline and combining that with the Plotline and Characters involved to getCharacters involved to get
your Tyour Turning Point. Apply an urning Point. Apply an interpretation to come interpretation to come up with up with anan
explanation that makes sense within the context explanation that makes sense within the context of your Adventure.of your Adventure.

It sounds more complicated than it is.It sounds more complicated than it is.
The method of The method of generating a Tgenerating a Turning Point goes like urning Point goes like this:this:
• • Roll Roll 1d100 1d100 on on your your Plotlines Plotlines List List for for the the PlotlinePlotline

focused on in focused on in this Tthis Turning Point. If you currenturning Point. If you current ly havely have
no Plotlines for this Adventure, then skip the no Plotlines for this Adventure, then skip the roll androll and
consider it an automatic result of New Plotline.consider it an automatic result of New Plotline.

• • If If the the Plotline Plotline is is an an existing existing Plotline, Plotline, you you start start by by treatingtreating
this Tthis Turning Point as a urning Point as a Plotline Advancement, meaningPlotline Advancement, meaning
the action of the action of this Tthis Turning Point is to fururning Point is to further the storyther the story
of that Plotline. of that Plotline. Later, while rolling for Plot Points, thisLater, while rolling for Plot Points, this
TTurning Point may turn inturning Point may turn into a Plotline Conclusion.o a Plotline Conclusion.

• • Roll Roll Plot Plot Points Points for for your your TTurninurning g Point. Point. Roll Roll 3d10, 3d10, withwith
one die designated to determine one die designated to determine which Theme your nextwhich Theme your next
Plot Point will be drawn from and the remaining two dicePlot Point will be drawn from and the remaining two dice
giving you a giving you a 1-100 result on 1-100 result on the Plot Point Tthe Plot Point Table, findingable, finding
your Plot Point under that Theme. If a Plot your Plot Point under that Theme. If a Plot Point requiresPoint requires
Characters to be Invoked, then roll on the Characters List.Characters to be Invoked, then roll on the Characters List.

• • Continue Continue rolling rolling for for Plot Plot Points Points until until you you are are done,done,
finishing with between two to five Plot Points total forfinishing with between two to five Plot Points total for
this Turning Point.this Turning Point.

• • Combine Combine the the Plot Plot Points Points into into a a meaningful meaningful narrativenarrative
that makes sense to you by considering the Plotline andthat makes sense to you by considering the Plotline and
Characters involved and the context of the Adventure soCharacters involved and the context of the Adventure so
far, and come up with an interpreted answer as to wfar, and come up with an interpreted answer as to what ithat it
all means for this Turning Point.all means for this Turning Point.

Let’Let’s take a closer look at each of s take a closer look at each of these steps in order ...these steps in order ...

ROLL FOR THE PLOTLINEROLL FOR THE PLOTLINE
Roll 1d100 and consult the Plotlines List. You will get one ofRoll 1d100 and consult the Plotlines List. You will get one of

three possible results: an existing Plotline that you have alreadythree possible results: an existing Plotline that you have already
written into the List, written into the List, a “New Plotline” result, or a “Choose Mosta “New Plotline” result, or a “Choose Most
Logical Plotline” result.Logical Plotline” result.

If the result is an existing Plotline, tIf the result is an existing Plotline, this will be the Plotlinehis will be the Plotline
addressed in this Turning Point. If you’re recording youraddressed in this Turning Point. If you’re recording your
 Adventure using an Adventure Sheet, then write in the Plotline Adventure using an Adventure Sheet, then write in the Plotline
for this Tfor this Turning Point. At this time urning Point. At this time you can also update you can also update youryour
Plotlines List by writing this Plotline in Plotlines List by writing this Plotline in again since it’again since it’s beens been
Invoked, unless it already appears on the list three tInvoked, unless it already appears on the list three t imes. Byimes. By
adding the Plotline again to the List adding the Plotline again to the List when it’when it’s called upon, it givess called upon, it gives
the Plotline more weight in the Adventure and a the Plotline more weight in the Adventure and a higher chance ofhigher chance of
appearing in more Turning Points.appearing in more Turning Points.

If you get a If you get a result of “New Plotline,” tresult of “New Plotline,” then this Then this Turning Pointurning Point
adds a new problem or goal to your adds a new problem or goal to your Adventure. Leave the PlotlineAdventure. Leave the Plotline
space of the space of the Adventure Sheet blank for this TAdventure Sheet blank for this Turning Point untilurning Point until
you are done generating you are done generating the Tthe Turning Point and have figured outurning Point and have figured out
what the new Plotline is what the new Plotline is and have named it. Also, when you haveand have named it. Also, when you have
finished generating the results finished generating the results of this Tof this Turning Point, add the neurning Point, add the neww
Plotline to the Plotlines List.Plotline to the Plotlines List.

 A result of “Choose Mo A result of “Choose Most Logical Plotline” requires yost Logical Plotline” requires you tou to
choose the most choose the most appropriate Plotline for appropriate Plotline for this Tthis Turning Point fromurning Point from
the already existing Plotlines. If there is only one Plotline, the already existing Plotlines. If there is only one Plotline, thenthen
you have no choice but to select tyou have no choice but to select that one. If there are more thanhat one. If there are more than
one, you may choose the Plotline any way you one, you may choose the Plotline any way you wish. Maybewish. Maybe
you want to you want to do the same Plotline do the same Plotline as the previous Tas the previous Turning Pointurning Point
addressed to continue addressed to continue the action, maybe the the action, maybe the previous Tprevious Turningurning
Point suggested that another Plotline should be given attentionPoint suggested that another Plotline should be given attention
at this Turning Point, or maybe there’s a Plotline you are mostat this Turning Point, or maybe there’s a Plotline you are most
interested in getting back to and you want to make that the focusinterested in getting back to and you want to make that the focus
of this Turning Point.of this Turning Point.
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 ADVANCEMENT OR ADVANCEMENT OR
CONCLUSIONCONCLUSION

If the Plotline you rolled is an existing Plotline, If the Plotline you rolled is an existing Plotline, it starts theit starts the
TTurning Point off urning Point off as a Plotline as a Plotline Advancement. An AdvancementAdvancement. An Advancement
pushes the Plotline forward, giving new pushes the Plotline forward, giving new twists and informationtwists and information
for the Player Characters to deal with.for the Player Characters to deal with.

 While rolling Plot Po While rolling Plot Points for this Tints for this Turning Point, it’urning Point, it’s possibles possible
for this Tfor this Turning Point to turn urning Point to turn from a Plotline Advancement intofrom a Plotline Advancement into
a Plotline Conclusion. The first a Plotline Conclusion. The first result of the result of the Plot Point TPlot Point Table isable is
“Conclusion,” rolled on a 1-8.“Conclusion,” rolled on a 1-8.

 W We’ll discuss more abe’ll discuss more about New Plotlines, Plotlineout New Plotlines, Plotline
 Advancements, and Plotline Conclusions later in this chapter on Advancements, and Plotline Conclusions later in this chapter on
page 22, All About Plotlines.page 22, All About Plotlines.

ROLL ON THE PLOT ROLL ON THE PLOT POINT TABLEPOINT TABLE
 Y You know your Plotline for this Tou know your Plotline for this Turning Point. Nourning Point. Now it’w it’s times time

to assemble various Plot Points to figure out to assemble various Plot Points to figure out what, exactly, iswhat, exactly, is
happening in this Turning Point.happening in this Turning Point.

The Plot Point Table is large, spanning multiple pages with aThe Plot Point Table is large, spanning multiple pages with a
couple of hundred Plot Points separated into Themes. To use thecouple of hundred Plot Points separated into Themes. To use the
Plot Point Table, roll 3d10. One of the dice will be used as a 1d10Plot Point Table, roll 3d10. One of the dice will be used as a 1d10
to determine the Theme of this Plot Point, while the other two diceto determine the Theme of this Plot Point, while the other two dice
will be used as a 1d100 to generate the Plot Point itself. It’s a goodwill be used as a 1d100 to generate the Plot Point itself. It’s a good
idea to use different colored dice so you know which is which whenidea to use different colored dice so you know which is which when
tossing them.tossing them.

The 1d10The 1d10
die for thedie for the
Theme willTheme will
tell you whichtell you which
prioritypriority
Theme of theTheme of the
 Adventure this Adventure this
Plot Point isPlot Point is
for. Rememberfor. Remember
at the outset ofat the outset of
your Adventure you determined the Themes of this Adventure,your Adventure you determined the Themes of this Adventure,
ordered by Priority. The Themes are Action, Tension, Mystery,ordered by Priority. The Themes are Action, Tension, Mystery,
Social, and Personal. The roll of the Theme die will Social, and Personal. The roll of the Theme die will tell you totell you to
choose the First, Second, Third, or Fourth/Fifth priority Theme.choose the First, Second, Third, or Fourth/Fifth priority Theme.

 A result of 10 gives you the F A result of 10 gives you the Fourth and Fifth Themes ourth and Fifth Themes together.together.
This result is staggered each time you roll it. The first time a 10This result is staggered each time you roll it. The first time a 10
is rolled, choose the is rolled, choose the Fourth Priority Theme. The second time aFourth Priority Theme. The second time a
10 is rolled, choose t10 is rolled, choose the Fifth Priority Theme. When a 10 is rolledhe Fifth Priority Theme. When a 10 is rolled
again, it’s back to the Fourth Priority Theme, and so on. Theseagain, it’s back to the Fourth Priority Theme, and so on. These

results span across Tresults span across Turning Points. For instance, urning Points. For instance, if on if on the lastthe last
Plot Point of Turning Point 3 you rolled a 10 and got the FourthPlot Point of Turning Point 3 you rolled a 10 and got the Fourth
PriorityPriority, then , then when you when you started Tstarted Turning Point 4 urning Point 4 you rolled a you rolled a 1010
again, the Theme would again, the Theme would be the be the Fifth PriorityFifth Priority..

If you roll a 10 and forget what the last priority Theme was thatIf you roll a 10 and forget what the last priority Theme was that
you selected, then just start the cycle over with the Fourth Priority.you selected, then just start the cycle over with the Fourth Priority.

The other two dice are used to determine your Plot PointThe other two dice are used to determine your Plot Point
from the Plot from the Plot Point TPoint Table. Go down the able. Go down the numbers in thenumbers in the
column under the Theme you rolled, and column under the Theme you rolled, and find your Plot Pointfind your Plot Point
on the left. Each Plot Point has a title that indicates what it ison the left. Each Plot Point has a title that indicates what it is
about and gives you something you can wabout and gives you something you can write on the Adventurerite on the Adventure
Sheet. They also include some explanation and sometimes anSheet. They also include some explanation and sometimes an
example. A few Plot Points require additional explanation andexample. A few Plot Points require additional explanation and
will be discussed furtwill be discussed further in this chapter.her in this chapter.

Some Plot Points will require Characters to Some Plot Points will require Characters to be Invoked tobe Invoked to
go along with the go along with the Plot Point. This means the Plot Point directlyPlot Point. This means the Plot Point directly
involves those Characters, and their names would be listed on theinvolves those Characters, and their names would be listed on the
 Adventure Sheet beside the Plot P Adventure Sheet beside the Plot Point. Woint. We will talk about thise will talk about this
more later in this more later in this chapter.chapter.

Every TEvery Turning Point must have no urning Point must have no fewer than fewer than two Plottwo Plot
Points, and no more than five. This means you will roll fivePoints, and no more than five. This means you will roll five
times on the Plot Point table. Some of the times on the Plot Point table. Some of the rolls will give you arolls will give you a
result of “None”. This means there is no Plot Point for the slotresult of “None”. This means there is no Plot Point for the slot
you just rolled for and it would be entered on your Adventureyou just rolled for and it would be entered on your Adventure
Sheet as a “None” on that Sheet as a “None” on that line. Yoline. You can u can have no more thanhave no more than
three “None” results. If you roll a fourth, tthree “None” results. If you roll a fourth, then disregard it andhen disregard it and
roll again.roll again.

 Y You are done rou are done rolling Plot Polling Plot Points for thioints for this Ts Turning Purning Point whenoint when
you have rolled your fifth Plot Point, including the “None” results.you have rolled your fifth Plot Point, including the “None” results.

PUT IT ALL TOGETHER PUT IT ALL TOGETHER 
 At thi At this pois point yont you havu have a Pe a Plotlinlotline in me in mind, yind, you knoou know if iw if it’t’s ans an

 Adv Advancemancement or ent or a Cona Conclusiclusion, anon, and you d you have have anywhanywhere bere betweenetween
two and five two and five Plot Points for your TPlot Points for your Turning Point. Combine all of urning Point. Combine all of thisthis
and interpret what you and interpret what you think this means for your think this means for your Adventure. This isAdventure. This is
your Turning Point.your Turning Point.

For instance, let’s say you’For instance, let’s say you’re crafting re crafting an Adventure for an Adventure for a groupa group
of space-faring explorers aboard the rogue ship Stardrifter. You’reof space-faring explorers aboard the rogue ship Stardrifter. You’re
working up a Tworking up a Turning Point, the Plotline is, urning Point, the Plotline is, “Return the rescued“Return the rescued
hostage home safelyhostage home safely.” The crew of the .” The crew of the Stardrifter rescued theStardrifter rescued the
hostage from a group of pirates after a skirmish earlier in thehostage from a group of pirates after a skirmish earlier in the
 Adventure. The S Adventure. The Stardrifter is making its way through space,tardrifter is making its way through space,
trying to avoid the pursuing pirates trying to avoid the pursuing pirates and return the hostage toand return the hostage to
her home planet ... and her her home planet ... and her wealthy familywealthy family, hopefully with a, hopefully with a
substantial reward as a result.substantial reward as a result.

Plot Point Theme TablePlot Point Theme Table

1-4 1-4 FIRST FIRST PRIORITY PRIORITY - - 11

5-7 5-7 SECOND SECOND PRIORPRIORITY ITY - - 22

8-9 8-9 THIRD THIRD PRIORITY PRIORITY - - 33

10 FOURTH/FIFTH10 FOURTH/FIFTH

PRIORITY - 4/5PRIORITY - 4/5
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Rolling up the Plot Points, they get the following: A HighRolling up the Plot Points, they get the following: A High
Energy Gathering, None, None, Bad News, and Energy Gathering, None, None, Bad News, and Escort Duty.Escort Duty.

 Y You decide that this means the crew of the Stardrifter hadou decide that this means the crew of the Stardrifter had
made arrangements to meet made arrangements to meet a member of the a member of the hostage’hostage’s family ons family on
a space station at a busy nightclub (A a space station at a busy nightclub (A High Energy Gathering).High Energy Gathering).
The Player Characters are nervous bringing the hostage off theThe Player Characters are nervous bringing the hostage off the
ship and into the station, fearing the ship and into the station, fearing the pirates may have agentspirates may have agents
there, but they were instructed to bring her to the meeting. Theythere, but they were instructed to bring her to the meeting. They
bring her, guarding her carefully along the way (Escort Duty).bring her, guarding her carefully along the way (Escort Duty).
Once they reach the club, however, they find that their point ofOnce they reach the club, however, they find that their point of
contact has not shown up, and they learn contact has not shown up, and they learn that the emissary wasthat the emissary was
intercepted by pirates and was killed in intercepted by pirates and was killed in space before arriving (Badspace before arriving (Bad
News). The Game Master decides News). The Game Master decides to use to use this Tthis Turning Point tourning Point to
show the Player Characters how much danger they are in, and toshow the Player Characters how much danger they are in, and to
what lengths the pirates will go to get what lengths the pirates will go to get their hostage back. Theytheir hostage back. They
also know they have no choice, there are no short cuts: also know they have no choice, there are no short cuts: they needthey need
to get the hostage all the way home.to get the hostage all the way home.

INVOKING PLOTLINESINVOKING PLOTLINES
 AND CHARACTERS AND CHARACTERS

 At the beginning, and throughout, the creation of a T At the beginning, and throughout, the creation of a Turningurning
Point, you will have need to refer to Plotlines and Characters onPoint, you will have need to refer to Plotlines and Characters on
the Lists. When a Plotline or Character is called the Lists. When a Plotline or Character is called upon, they areupon, they are
considered Invoked. This will happen, for instance, at the start ofconsidered Invoked. This will happen, for instance, at the start of
a Turning Point when you determine which Plotline this Turninga Turning Point when you determine which Plotline this Turning
Point addresses.Point addresses.

SimilarlySimilarly, during the , during the rolling and determining of rolling and determining of Plot Points,Plot Points,
many Plot Points will need to refer to Characters. These aremany Plot Points will need to refer to Characters. These are
determined by rolling on the Characters List. When one determined by rolling on the Characters List. When one oror
more Characters have been associated with more Characters have been associated with a Plot Point, they area Plot Point, they are
considered to have been Invoked.considered to have been Invoked.

 An Invoked Plotline or Character is considered to be an An Invoked Plotline or Character is considered to be an
important element important element in a Tin a Turning Point. The more Plotlines urning Point. The more Plotlines andand
Characters are Invoked in an Adventure, the more importantCharacters are Invoked in an Adventure, the more important
they become to the they become to the Adventure overall. This is represented inAdventure overall. This is represented in
The Adventure Crafter by writing the Invoked Plotline orThe Adventure Crafter by writing the Invoked Plotline or
Character down on the Plotlines or Characters List again, earningCharacter down on the Plotlines or Characters List again, earning
them another slot on the List whenever tthem another slot on the List whenever they are Invoked in ahey are Invoked in a
TTurning Point. This means that urning Point. This means that a specific Plotline a specific Plotline and individualand individual
Characters can appear in their List more than once, Characters can appear in their List more than once, giving them agiving them a
greater chance of being Invoked again in the future.greater chance of being Invoked again in the future.

There are a few guidelines to follow when There are a few guidelines to follow when Invoking:Invoking:
• A Character may be Invoked more than once during • A Character may be Invoked more than once during a singlea single

TTurning Point, for instance urning Point, for instance being Invoked in two being Invoked in two separate Plotseparate Plot
Points. HowevPoints. However, the Character is only writter, the Character is only written down on en down on thethe

Characters List one Characters List one time during any time during any given Tgiven Turning Point whereurning Point where
they are Invoked. In other words, a Character is written they are Invoked. In other words, a Character is written downdown
on the Characters on the Characters List for being Invoked duList for being Invoked during a Tring a Turning Point,urning Point,
whether Invoked once or any number of twhether Invoked once or any number of t imes.imes.

• A Plotline or Character can • A Plotline or Character can only appear on a List aonly appear on a List a
maximum of three times through maximum of three times through being Invoked. For instance, abeing Invoked. For instance, a
Plotline is placed on the Plotlines List Plotline is placed on the Plotlines List when it is first created. when it is first created. InIn
the next Tthe next Turning Point it gets Invoked, urning Point it gets Invoked, so the Player writes so the Player writes thatthat
Plotline down again on Plotline down again on the Plotlines List. the Plotlines List. A couple of TA couple of Turningurning
Points later it again is Invoked, earning its third placement on thePoints later it again is Invoked, earning its third placement on the
Plotlines List. If the same Plotline gets Invoked in any Plotlines List. If the same Plotline gets Invoked in any succeedingsucceeding
TTurning Points it will nurning Points it will not be recorded on ot be recorded on the Plotlines List the Plotlines List againagain
since it has already maxed out at three listings. The same goessince it has already maxed out at three listings. The same goes
for Characters. The only exception to this rule are results on for Characters. The only exception to this rule are results on thethe
Meta Plot Points table that instruct you to add Plotlines andMeta Plot Points table that instruct you to add Plotlines and
Characters to the Lists, which can bring Characters to the Lists, which can bring you above the usual threeyou above the usual three
listing maximum.listing maximum.

• When a Plot • When a Plot Point Invokes a CharacterPoint Invokes a Character, it means , it means that Plotthat Plot
Point is about that Character. However, it doesn’t necessarilyPoint is about that Character. However, it doesn’t necessarily
mean it is mean it is only about that Character. For instance, a only about that Character. For instance, a Plot PointPlot Point
that calls for someone to be attacked may cthat calls for someone to be attacked may cause you to roll toause you to roll to
see which Character is see which Character is attacked. Howeverattacked. However, you may decide , you may decide thatthat
the Character is the first one the Character is the first one attacked, and that the attackers attacked, and that the attackers alsoalso
attack others in attack others in the Tthe Turning Point. Or maybe you decide urning Point. Or maybe you decide that thethat the
Character you rolled represents a group of people, and Character you rolled represents a group of people, and the entirethe entire
group is attacked. You should follow the logical path group is attacked. You should follow the logical path that makesthat makes
the most sense, whether it makes sense to the most sense, whether it makes sense to apply a Plot Point onlyapply a Plot Point only
to the Invoked Character or to the Invoked Character and to the Invoked Character or to the Invoked Character and othersothers
associated with them.associated with them.

MAKING IT INTOMAKING IT INTO
SOMETHING MEANINGFULSOMETHING MEANINGFUL

 At the end of this chapter is the Plot Poi At the end of this chapter is the Plot Points table, whichnts table, which
sprawls out across 26 sprawls out across 26 pages. Ypages. Yes, that’s a lot of table (there is es, that’s a lot of table (there is alsoalso
a four page summary of the a four page summary of the entire table for quicker referenceentire table for quicker reference
if you don’if you don’t wish to t wish to see the full see the full text of each Plot text of each Plot Point). TherePoint). There
are hundreds of Plot Points, each with their own descriptions.are hundreds of Plot Points, each with their own descriptions.
Once you are done making your rolls for a Turning Point, you’reOnce you are done making your rolls for a Turning Point, you’re
going to end up with going to end up with a nice little pile of Plot a nice little pile of Plot Points, InvokedPoints, Invoked
Characters, and an Invoked Plotline.Characters, and an Invoked Plotline.

So what do you do with that?So what do you do with that?
Interpretation is the key Interpretation is the key here. There. Take all that ake all that you have rolledyou have rolled

and make it and make it meaningful for your meaningful for your Adventure. The Plot PointsAdventure. The Plot Points
give you just enough information to be suggestive of adventuringgive you just enough information to be suggestive of adventuring
content, but they are content, but they are not so specific that they can’not so specific that they can’t be applied tot be applied to
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your particular Adventure your particular Adventure and Storylines in all and Storylines in all kinds of ways. It’skinds of ways. It’s
your task as the Gamemaster to hammer all of these results intoyour task as the Gamemaster to hammer all of these results into
its final form. There are various ways you can go about doing this,its final form. There are various ways you can go about doing this,
which is discussed more in which is discussed more in the chapter Paths Of The Adventurethe chapter Paths Of The Adventure
Crafter starting on page 68.Crafter starting on page 68.

Later in this chapter we’ll return to tLater in this chapter we’ll return to the adventurer’he adventurer’s ins in
Kragan Pit for an example of how the Plot Points are turned intoKragan Pit for an example of how the Plot Points are turned into
something meaningful.something meaningful.

HOW TO USE TURNING POINTSHOW TO USE TURNING POINTS
 As stated pre As stated previouslyviously, T, Turning Purning Points are thoints are the building ble building blocksocks

of your Adventure. A series of Turning Points associated with aof your Adventure. A series of Turning Points associated with a
Plotline detail how that Plotline begins, how it develops, and howPlotline detail how that Plotline begins, how it develops, and how
it ends. One or it ends. One or more Plotlines, each with their own arcs developedmore Plotlines, each with their own arcs developed
through Turning Points, combined make up your total Adventure.through Turning Points, combined make up your total Adventure.

There are various ways in which you can think of There are various ways in which you can think of youryour
Turning Points and how to use them.Turning Points and how to use them.

ScriptingScripting

 When yo When you create u create a seria series of es of TTurning Purning Points fooints for a Plor a Plotline, thtline, thee
end result will appear very linearly scripted. For instance, let’s sayend result will appear very linearly scripted. For instance, let’s say
you are running a fantasy Adventure and the Plotline is “Rescue theyou are running a fantasy Adventure and the Plotline is “Rescue the
princess from the dragon.” This Plotline ends up being made upprincess from the dragon.” This Plotline ends up being made up
of five Tof five Turning Points. In urning Points. In each Teach Turning Point something urning Point something distinctdistinct
happens. For instance, let’s say the Turning Points end up like this:happens. For instance, let’s say the Turning Points end up like this:

1. 1. The hThe heroes eroes are are hired hired by by King Drundor King Drundor to reto rescue hisscue his
beloved daughter from the dragon Ylogor, who abductedbeloved daughter from the dragon Ylogor, who abducted
her to spite the King for her to spite the King for refusing to pay him tribute.refusing to pay him tribute.

2. 2. The heroThe heroes travel es travel through the through the FasmorFasmore We Woods whoods where theyere they
encounter and battle cultists who worship Ylogor andencounter and battle cultists who worship Ylogor and
wish to hinder the heroes assault on his cavern.wish to hinder the heroes assault on his cavern.

3. 3. After gAfter getting past etting past the the cultists, the cultists, the heroes heroes have have to to make make theirtheir
way through the treacherous forest, where they encounterway through the treacherous forest, where they encounter
several dangers such as a rickety bridge across a chasm.several dangers such as a rickety bridge across a chasm.

4. 4. The heroThe heroes discoes discover the ver the dragondragon’s ’s cavern acavern and make nd make theirtheir
way inside, battling a nest of giant way inside, battling a nest of giant spiders that serve asspiders that serve as
guardians to their guardians to their dragon lord’s home.dragon lord’s home.

5. 5. The hThe heroes eroes make make it to it to the hthe heart of eart of the cavthe cavern andern and
encounter the dragon, where they defeat it in battle andencounter the dragon, where they defeat it in battle and
rescue the princess.rescue the princess.

Here we have a completed Here we have a completed Storyline for “Rescue the Storyline for “Rescue the princess”princess”
composed of five Tcomposed of five Turning Points. The action described urning Points. The action described is veryis very
specific, and this is typical of how the specific, and this is typical of how the Adventure Crafter works.Adventure Crafter works.
Each TEach Turning Point will urning Point will offer detail offer detail and specificity. This gives youand specificity. This gives you

the clearest picture of the clearest picture of a Ta Turning Point, and it urning Point, and it is now up tis now up to you, aso you, as
the Gamemasterthe Gamemaster, how much of , how much of this detail you wish this detail you wish to use.to use.

If you wanted to go with If you wanted to go with a completely linear and almost fullya completely linear and almost fully
scripted Adventure, you could go with the results scripted Adventure, you could go with the results as is. In theas is. In the
example of our band of princess-rescuing heroes, you have theexample of our band of princess-rescuing heroes, you have the
 Adventure neatly laid out for you as the GM, ready to run the Adventure neatly laid out for you as the GM, ready to run the
Players through.Players through.

Using Turning Points As InspirationUsing Turning Points As Inspiration

 A level of detail below following a script would be using the A level of detail below following a script would be using the
TTurning Point results as a urning Point results as a guideline or inspiration. For instance,guideline or inspiration. For instance,
in our rescue Adventure, the GM decides that in our rescue Adventure, the GM decides that all of these resultsall of these results
are the most likely courses of action, but are the most likely courses of action, but things may changethings may change
midway through and the GM makes plans for that. The GM maymidway through and the GM makes plans for that. The GM may
also change details to suit her tastes as the Adventure takes shapealso change details to suit her tastes as the Adventure takes shape
in her mind, and she may add additional in her mind, and she may add additional Scenes and elements toScenes and elements to
her Adventure to flesh it out more.her Adventure to flesh it out more.

For instance, in the first Turning Point, the GM decides to spiceFor instance, in the first Turning Point, the GM decides to spice
up the initial encounter with the king with an additional event atup the initial encounter with the king with an additional event at
his palace that involves a Ylogor cultist who attempts to assassinatehis palace that involves a Ylogor cultist who attempts to assassinate
a Player Character. The GM may decide to do this to add somea Player Character. The GM may decide to do this to add some
action to the first Turning Point since there isn’t a lot going onaction to the first Turning Point since there isn’t a lot going on
besides setting up the Plotline, and that encounter could also servebesides setting up the Plotline, and that encounter could also serve
as foreshadowing for the troubles they will face later in the woods.as foreshadowing for the troubles they will face later in the woods.
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This encounter was not This encounter was not indicated by The Adventure Crafterindicated by The Adventure Crafter,,
but was inserted by choice by the Gamemaster. When workingbut was inserted by choice by the Gamemaster. When working
with the script that the with the script that the Adventure Crafter provAdventure Crafter provides, you are usingides, you are using
it as inspiration and raw material for you to play with as you wish.it as inspiration and raw material for you to play with as you wish.

SimilarlySimilarly, the GM may , the GM may decide to throw additional decide to throw additional encountersencounters
into the woods or the cavern, inspired by the into the woods or the cavern, inspired by the events generated byevents generated by
the Plot Points. Maybe the GM wants more dangers encounteredthe Plot Points. Maybe the GM wants more dangers encountered
in the forest, such as a guardian elemental who trin the forest, such as a guardian elemental who tr ies to stop theies to stop the
heroes. Maybe the GM also inserts some passive dangers into theheroes. Maybe the GM also inserts some passive dangers into the
cavern, such as traditional pit traps or tcavern, such as traditional pit traps or the like.he like.

 When using T When using Turning Points as a script for your Aurning Points as a script for your Adventure, thedventure, the
TTurning Points become almost a scene urning Points become almost a scene by scene description ofby scene description of
events. When using Tevents. When using Turning Points as inspiration, urning Points as inspiration, you are moreyou are more
likely to insert additional Scenes into likely to insert additional Scenes into your Adventure, effectivelyyour Adventure, effectively
creating your own Turning Pcreating your own Turning Points that oints that are inspired by are inspired by the onesthe ones
generated by the Adventure generated by the Adventure Crafter.Crafter.

Adventure SeedsAdventure Seeds

 Y You don’ou don’t have to use The At have to use The Adventure Crafter to work up andventure Crafter to work up an
entire Adventure. Yentire Adventure. You can use ou can use it to create it to create an Adventure idea, aan Adventure idea, a
seed, that you tseed, that you then run when run with as you please. Tith as you please. To do this, you o do this, you onlyonly
need to make a need to make a couple of Tcouple of Turning Points, or maybe no moreurning Points, or maybe no more
than the first than the first one. Make enough Tone. Make enough Turning Points until you urning Points until you have ahave a
workable idea that you can then develop yourself.workable idea that you can then develop yourself.

For instance, with our rescue example, the GM may haveFor instance, with our rescue example, the GM may have
stopped after the stopped after the very first Tvery first Turning Point. This is going to be urning Point. This is going to be aa
classic Adventure about heroes rescuing a princess from an evilclassic Adventure about heroes rescuing a princess from an evil
dragon. That’dragon. That’s a fairly thin seed, but s a fairly thin seed, but it is a specific idea that theit is a specific idea that the
GM can run with on GM can run with on his own. If he wants more information, hehis own. If he wants more information, he
can generate can generate more Tmore Turning Points, stopping when urning Points, stopping when he thinks he thinks hehe
has enough and his creative juices are flowing.has enough and his creative juices are flowing.

 ALL ABOUT PLOTLINES ALL ABOUT PLOTLINES
 Y Your Ploour Plotlines atlines are the re the challengchallenges and es and goals goals the maithe main Charan Characterscters

in your Adventure are facing. They are the problems to solve andin your Adventure are facing. They are the problems to solve and
the reasons why the Adventure is taking place. Every Turning Pointthe reasons why the Adventure is taking place. Every Turning Point
is about a Plotline. We’ve covered how to maintain your Plotlinesis about a Plotline. We’ve covered how to maintain your Plotlines
in the Plotlines List, and how to roll to determine which Plotlinein the Plotlines List, and how to roll to determine which Plotline
will be will be the focus the focus of a Tof a Turning Point. We’urning Point. We’re going to re going to look a litlook a littletle
closer at the three different ways Plotlines will present themselves incloser at the three different ways Plotlines will present themselves in
a Ta Turning Point: New, Advancement, and urning Point: New, Advancement, and Conclusion.Conclusion.

New PlotlinesNew Plotlines

 A New Plotline occurs when you start an Adventure and have A New Plotline occurs when you start an Adventure and have
no Plotlines to begin with or, when rolling for a Plotline for no Plotlines to begin with or, when rolling for a Plotline for aa
new Tnew Turning Point, the Plotlines List urning Point, the Plotlines List gives you a result of gives you a result of “New“New
Plotline”. There are also a couple of Plot Plotline”. There are also a couple of Plot Point results that willPoint results that will
cause a New Plotline cause a New Plotline to appear.to appear.

 When a T When a Turning Point is about a Nurning Point is about a New Plotline, it isew Plotline, it is
establishing that Plotline in establishing that Plotline in the overall Adventure. Rememberthe overall Adventure. Remember
that even though all your Plotlines appear in tthat even though all your Plotlines appear in the same Adventure,he same Adventure,
they are each separate issues for the Characters to resolve. Newthey are each separate issues for the Characters to resolve. New
Plotlines may be connected to a cuPlotlines may be connected to a current Plotline, or they may berrent Plotline, or they may be
completely unrelated.completely unrelated.

For instance, in the For instance, in the last chapter’s example of the heroeslast chapter’s example of the heroes
entering Kragan Pit, the Plotline that developed in the firstentering Kragan Pit, the Plotline that developed in the first
TTurning Point was urning Point was called, “Deliver the called, “Deliver the relic.” This is likely relic.” This is likely goinggoing
to be the main Plotline for tto be the main Plotline for that Adventure, as it is what compelshat Adventure, as it is what compels
the heroes to enter the caverns and the heroes to enter the caverns and is their mission.is their mission.

 A few T A few Turning urning Points later, the AdvePoints later, the Adventure Crnture Crafter mayafter may
call for the formation of a New Plotline. Let’s say by now thecall for the formation of a New Plotline. Let’s say by now the
Characters are deep within Characters are deep within Kragan Pit. They’Kragan Pit. They’ve encountered andve encountered and
overcome some dangers and are on their way overcome some dangers and are on their way to fulfilling theto fulfilling the
primary mission of delivering the relic. In a new Turning Point,primary mission of delivering the relic. In a new Turning Point,
they encounter a group of goblins which they slay. The heroesthey encounter a group of goblins which they slay. The heroes
find a villager crumpled on the ground, nearly dead. He saysfind a villager crumpled on the ground, nearly dead. He says
the goblins abducted him and his daughter. He implores thethe goblins abducted him and his daughter. He implores the
Characters to find and Characters to find and save his daughter before the goblins havesave his daughter before the goblins have
her for stew.her for stew.

The GM decides that this is the New Plotline: “Save the villagerThe GM decides that this is the New Plotline: “Save the villager
girl.” She would write the new Plotline on the Plotlines List, andgirl.” She would write the new Plotline on the Plotlines List, and
now the Adventure has two Plotlines. Future Turning Points maynow the Adventure has two Plotlines. Future Turning Points may
Invoke either Plotline, depending on how the dice land.Invoke either Plotline, depending on how the dice land.

The new Plotline of rescuing the The new Plotline of rescuing the villager has nothing tovillager has nothing to
do with the initial Plotline, but do with the initial Plotline, but it becomes part of the overallit becomes part of the overall
 Adventure anyway Adventure anyway..

 A few T A few Turning Points laterurning Points later, you may have yet another “New, you may have yet another “New
Plotline” result. In Plotline” result. In this Tthis Turning Point, maybe the urning Point, maybe the CharactersCharacters
encounter a chamber with part encounter a chamber with part of the roof caving in. The GMof the roof caving in. The GM
uses this to decide that the uses this to decide that the Kragan Pit is crumbling the deeperKragan Pit is crumbling the deeper
the Characters bring the relic into it, the Characters bring the relic into it, and at some point it willand at some point it will
fully collapse. This gives the Characters the added challenge offully collapse. This gives the Characters the added challenge of
not only completing their quest, not only completing their quest, but of also getting out alive. Thebut of also getting out alive. The
GM decides to call this New Plotline, “Escape the pit GM decides to call this New Plotline, “Escape the pit before itbefore it
collapses,” and writes it on the Plotlines collapses,” and writes it on the Plotlines List. This New PlotlineList. This New Plotline
is directly related to the first Plotline, but it presents a newis directly related to the first Plotline, but it presents a new
challenge to the Player Characters.challenge to the Player Characters.
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By now, the Plotlines List might look something like By now, the Plotlines List might look something like this:this:

The Players are The Players are likely about seven Tlikely about seven Turning Points into urning Points into theirtheir
 Adventure by now Adventure by now. Y. You’ll notice that “Delivou’ll notice that “Deliver the relic” haser the relic” has
appeared three times in the List. It may have been Invoked inappeared three times in the List. It may have been Invoked in
more than three Tmore than three Turning Points, but a Plotline urning Points, but a Plotline maxes out at threemaxes out at three
entries on the List.entries on the List.

Plotline AdvancementsPlotline Advancements

 As our heroes descend into Kragan Pit and generate more As our heroes descend into Kragan Pit and generate more
TTurning Points, most of the urning Points, most of the time the Plotline Invoked ftime the Plotline Invoked for aor a
TTurning Point is going to urning Point is going to be an existing Plotline be an existing Plotline on the Plotlineson the Plotlines
List. When this happens, List. When this happens, the Tthe Turning Point is all about urning Point is all about advancingadvancing
that Plotline, perhaps giving it some new twists and turns orthat Plotline, perhaps giving it some new twists and turns or
fleshing it out more.fleshing it out more.

For instance, the “Deliver the relic” Plotline appeared in theFor instance, the “Deliver the relic” Plotline appeared in the
first Tfirst Turning Point and got the urning Point and got the Adventure started. Maybe inAdventure started. Maybe in
Turning Point 2 it was Invoked again. That Turning Point mayTurning Point 2 it was Invoked again. That Turning Point may
have been about the heroes fending off a group of have been about the heroes fending off a group of goblins asgoblins as
they fire arrows down at them from high up on tthey fire arrows down at them from high up on the walls. A fewhe walls. A few
Turning Points later, “Deliver the relic” may be Invoked again,Turning Points later, “Deliver the relic” may be Invoked again,
sending yet another danger at the sending yet another danger at the heroes as they make their wayheroes as they make their way
through the Adventure.through the Adventure.

 A T A Turning Point that’urning Point that’s a Plotline Advancement is all abouts a Plotline Advancement is all about
discovering the next turn of events for discovering the next turn of events for that Plotline, allowing thethat Plotline, allowing the
Player Characters to take another step toward resolving it.Player Characters to take another step toward resolving it.

Plotline ConclusionsPlotline Conclusions

 At some point a Plotline is going to end.  At some point a Plotline is going to end. This happens whenThis happens when
you get a result you get a result of “Conclusion” on the Plot Points table. Thisof “Conclusion” on the Plot Points table. This
means that this Turning Pmeans that this Turning Point is oint is all about tall about the Invoked Plotlinehe Invoked Plotline
coming to a finish. In Kragan Pit, this most likely means tcoming to a finish. In Kragan Pit, this most likely means thehe
heroes have reached the heart of the cavern and have delivered theheroes have reached the heart of the cavern and have delivered the
relic, concluding the first Plotline.relic, concluding the first Plotline.

 When you get a result of “Conclusion,” that is considered to When you get a result of “Conclusion,” that is considered to
be a Plot Point item itself. You can use it be a Plot Point item itself. You can use it to mean any to mean any details thatdetails that
are necessary to help draw your Plotline are necessary to help draw your Plotline to an end.to an end.

For instance, let’s say your Adventure is about a superheroFor instance, let’s say your Adventure is about a superhero
who has been battling a wolfman type of monster in town.who has been battling a wolfman type of monster in town.
Through the course of the Adventure, the hero has determinedThrough the course of the Adventure, the hero has determined
that the wolfman is a scientist named Derrek Raines whothat the wolfman is a scientist named Derrek Raines who
accidentally caused his condition, where he turns into theaccidentally caused his condition, where he turns into the
wolfish monster at night and goes on a rampage. Raines,wolfish monster at night and goes on a rampage. Raines,
despairing about his condition, is hiding somewhere in town.despairing about his condition, is hiding somewhere in town.
Each night he appears, he is stronger and more ferocious thanEach night he appears, he is stronger and more ferocious than
the night before, giving our hero strong motivation to capturethe night before, giving our hero strong motivation to capture
him quickhim quicklyly..

Through several Turning Points, the hero discovers thatThrough several Turning Points, the hero discovers that
Raines is holing up in an abandoned funhouse at Raines is holing up in an abandoned funhouse at the edge ofthe edge of
town. When rolling for town. When rolling for the next Tthe next Turning Point, the Player gets,urning Point, the Player gets,
“Nowhere to run,” “Remote location,” “Chase,” “Conclusion,”“Nowhere to run,” “Remote location,” “Chase,” “Conclusion,”
and “None.” As the GM and “None.” As the GM generated the Plot Points, she may generated the Plot Points, she may havehave
been thinking that been thinking that “Nowhere to run” means the hero corners“Nowhere to run” means the hero corners
Raines in the fRaines in the funhouse, the “Remote location” seems prettyunhouse, the “Remote location” seems pretty
obvious as the funhouse itself. She obvious as the funhouse itself. She decides that “Chase” meansdecides that “Chase” means
that, when first discovered, Raines will flee until that, when first discovered, Raines will flee until cornered. Thencornered. Then
she rolls “Conclusion,” she rolls “Conclusion,” causing her to causing her to rethink this Trethink this Turning Pointurning Point
a little. Whatever a little. Whatever happens in thappens in this This Turning Point, the urning Point, the wolfmanwolfman
is not going to escape. She decides that this means Raines, onceis not going to escape. She decides that this means Raines, once
cornered, will not find a cornered, will not find a way out and he and the way out and he and the hero will havehero will have
their final, climactic battle.their final, climactic battle.

Had the GM not rolled “Conclusion,” she might build intoHad the GM not rolled “Conclusion,” she might build into
the Tthe Turning Point a way for urning Point a way for Raines to escape so Raines to escape so that the chasethat the chase
wouldn’wouldn’t be over for t be over for the hero just the hero just yet.yet.

PLOT PLOT POINTS POINTS CHARACTERS CHARACTERS INVOKEDINVOKED

11

22

33

44

55

TTUURRNNIINNG  G  PPOOIINNTT PPLLOOTTLLIINNEE

New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion

 Nwhere  run  Nwhere  run 
Reme lcain Reme lcain 
 Chase  Chase 
 Cnclusin  Cnclusin 
 Nne  Nne 

 x  x 

RainesRaines

 Cap. Awesme / Raines Cap. Awesme / Raines

 5  5   Capure he wlfman  Capure he wlfman 

 When a Plotline Concludes, it can be a surprise. Y When a Plotline Concludes, it can be a surprise. Youou
had initially been had initially been developing the Tdeveloping the Turning Point as urning Point as a Plotlinea Plotline

 Deliver he relic  Deliver he relic 
 Deliver he relic  Deliver he relic 
Save he villager girl Save he villager girl 

 Deliver he relic  Deliver he relic 
Save he villager girl Save he villager girl 

 Escape he pi� befre i� cllapses Escape he pi� befre i� cllapses
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Development, then it turns into a Development, then it turns into a Conclusion. This may causeConclusion. This may cause
you to you to rethink how rethink how you’you’d been d been conceptualizing your Tconceptualizing your Turningurning
Point up until that Point up until that time. That’time. That’s okay. In fact, this is a s okay. In fact, this is a goodgood
opportunity to talk about ...opportunity to talk about ...

BRINGING ORDER TO YOURBRINGING ORDER TO YOUR
TURNING POINTTURNING POINT

 As you generate Plot Po As you generate Plot Points, you’ll likely be thinking what theyints, you’ll likely be thinking what they
mean and how they fit into your Adventure, but mean and how they fit into your Adventure, but your ideas mayyour ideas may
be vague to begin with. New Plot Points will suggest new ideas.be vague to begin with. New Plot Points will suggest new ideas.
There is no hard and fast rule tThere is no hard and fast rule that says you must decide what ahat says you must decide what a
Plot Point means as soon as you generate it versus when you arePlot Point means as soon as you generate it versus when you are
done. It may be preferable done. It may be preferable to you to to you to wait until you’ve generatedwait until you’ve generated
all of your Plot Points first, then take a step all of your Plot Points first, then take a step back and look atback and look at
them and decide what they all mean.them and decide what they all mean.

Feel free to decide what a Feel free to decide what a Plot Point means and then toPlot Point means and then to
change your mind if you get a better idea or if a later Plotchange your mind if you get a better idea or if a later Plot
Point in the TPoint in the Turning Point suggests urning Point suggests another course. Theanother course. The
creation of a Tcreation of a Turning Point should be urning Point should be considered a fluid,considered a fluid,
active, and evolving exercise, just like the entire creation ofactive, and evolving exercise, just like the entire creation of
your Adventure. It’your Adventure. It’s as much about your own s as much about your own personal style aspersonal style as
it is about mechanical rules, and you should allow yourself toit is about mechanical rules, and you should allow yourself to
gravitate to what works best fgravitate to what works best for you. Generating Plot Pointsor you. Generating Plot Points
is kind of like being in a writing room with people discussingis kind of like being in a writing room with people discussing
ideas for a script. Plot ideas for a script. Plot Points are ideas and suggestions beingPoints are ideas and suggestions being
thrown out there to be thrown out there to be included in the included in the Scene. YScene. You, as theou, as the
 Artist Artist ic Direic Director, are ctor, are in chin charge of arge of stringstringing aling al l of tl of these idhese ideaseas
together into something that makes sense.together into something that makes sense.

Once you decide Once you decide what a Twhat a Turning Point is all about, urning Point is all about, you mayyou may
want to jot down a few thoughts on the notes section under thewant to jot down a few thoughts on the notes section under the
TTurning Point on urning Point on the Adventure sheet the Adventure sheet to remind to remind yourself if it yourself if it isnisn’t’t
obvious from the Plot Points when looking back obvious from the Plot Points when looking back on it later.on it later.

Let’s try an example of a Turning Point developing. We’re backLet’s try an example of a Turning Point developing. We’re back
to our to our Kragan Pit heroes. They Kragan Pit heroes. They are on Tare on Turning Point numberurning Point number
four, and the Plotline rolled four, and the Plotline rolled is “Rescue the villager.” The heroesis “Rescue the villager.” The heroes
have already been sentenced to enter the pithave already been sentenced to enter the pit , they have already, they have already
had a dangerous encounter with goblins firing arrows at them.had a dangerous encounter with goblins firing arrows at them.
They had the encounter with tThey had the encounter with the roving goblins where theyhe roving goblins where they
found the dying villager and learned about found the dying villager and learned about his abducted daughter.his abducted daughter.
NowNow, deeper into , deeper into the Adventure, something else happens and the Adventure, something else happens and thethe
GM needs to determine what it is.GM needs to determine what it is.

Entering the fourth TEntering the fourth Turning Point, our Characters List urning Point, our Characters List lookslooks
like this:like this:

 Eric he knigh   Eric he knigh  
Ric he srcerer Ric he srcerer 

 Ehenia he cler Ehenia he cleric ic 
 Eric  Eric 
 Kagal  Kagal 
 Eric  Eric 
 Gblins Gblins
Villager faher Villager faher 

 Ehenia  Ehenia 
 Gblins Gblins

The Themes list looks like this:The Themes list looks like this:

ThemesThemes

11 1-41-4

22 5-75-7

33 8-98-9

44 1010

55 1010

 Tensin  Tensin 
Persnal Persnal 
Scial Scial 

 Mysery Mysery
 Acin  Acin 

Our TOur Turning Point summary is nice urning Point summary is nice and blank, waiting fand blank, waiting for usor us
to fill it in wto fill it in with Plot Points. So let’ith Plot Points. So let’s get started!s get started!

The GM rolls 3d10 for The GM rolls 3d10 for the first Plot the first Plot Point of this TPoint of this Turningurning
Point. The Point. The Theme die roll is Theme die roll is 1. Consulting the list 1. Consulting the list of Themesof Themes
for this Adventure, we for this Adventure, we see that a 1 see that a 1 result gives us “Tension,” thisresult gives us “Tension,” this
 Adventure’ Adventure’s primary Theme.s primary Theme.
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The other two dice gave us a result of 75. The other two dice gave us a result of 75. Checking the PlotChecking the Plot
Points table (which we’ll be getting to later in Points table (which we’ll be getting to later in this chapter)this chapter)
under the Tension column, we get a result of “A Need tounder the Tension column, we get a result of “A Need to
Hide.” This Plot Point requires a Character to be InvokedHide.” This Plot Point requires a Character to be Invoked
to see who needs to hide. Rolling 1d100 and consulting theto see who needs to hide. Rolling 1d100 and consulting the
Characters List, we get 83 for “New Character”. Using theCharacters List, we get 83 for “New Character”. Using the
Character crafting rules (we’ll go over that later Character crafting rules (we’ll go over that later in this bookin this book
as well, starting on page 60) the GM determines that theas well, starting on page 60) the GM determines that the
new Character in question is the villager’s daughter who wasnew Character in question is the villager’s daughter who was
mentioned in a previous Turning Point. Maybe the girl hasmentioned in a previous Turning Point. Maybe the girl has
escaped her goblin captors and is escaped her goblin captors and is hiding from them. The GMhiding from them. The GM
decides to Invoke another Character for this decides to Invoke another Character for this Plot Point to seePlot Point to see
who the girl, whom we’ll name Dreana, is hiding from. Rollingwho the girl, whom we’ll name Dreana, is hiding from. Rolling
1d100 and checking the Characters List, we 1d100 and checking the Characters List, we get 24 for Eric. get 24 for Eric. ForFor
some reason, Dreana is hiding from the Player Character Eric insome reason, Dreana is hiding from the Player Character Eric in
this Turning Point. The GM doesn’t know why yet, but figuresthis Turning Point. The GM doesn’t know why yet, but figures
the later Plot Points in this Turning Point will clear it up.the later Plot Points in this Turning Point will clear it up.

So far, the Turning Point on the Adventure Sheet looks like this:So far, the Turning Point on the Adventure Sheet looks like this:

NotesNotes
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New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion

 A need  hide  A need  hide 

 x  x 

 Dreana / Eric  Dreana / Eric 

 4  4  Rescue he villager Rescue he villager 

Since two Characters were Invoked, we need to update Since two Characters were Invoked, we need to update thethe
Characters List. Dreana is a new Character, having no mentionsCharacters List. Dreana is a new Character, having no mentions
on the List on the List previouslypreviously, so she goes on , so she goes on there in the there in the next availablenext available
slot. Eric already appears in the Characters List tslot. Eric already appears in the Characters List the maximum ofhe maximum of
three times, so he doesn’t get added again.three times, so he doesn’t get added again.

 Eric he knigh   Eric he knigh  
Ric he srcerer Ric he srcerer 

 Ehenia he cler Ehenia he cleric ic 
 Eric  Eric 
 Kagal  Kagal 
 Eric  Eric 
 Gblins Gblins
Villager faher Villager faher 

 Ehenia  Ehenia 
 Gblins Gblins
 Dreana  Dreana 

On to the second Plot Point. Rolling 3d10, we get a ThemeOn to the second Plot Point. Rolling 3d10, we get a Theme
roll of 9 and roll of 9 and a Plot Point roll of 12. a Plot Point roll of 12. NormallyNormally, this would , this would indicateindicate
the Theme is Social, but a result of 12 on the Plot Point tablethe Theme is Social, but a result of 12 on the Plot Point table
gives us a result of “None”, meaning nothing happens with thegives us a result of “None”, meaning nothing happens with the
second Plot Point.second Plot Point.

Now our TNow our Turning Point summary urning Point summary looks like this:looks like this:

NotesNotes

PLOT PLOT POINTS POINTS CHARACTERS CHARACTERS INVOKEDINVOKED
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New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion

 A need  hide  A need  hide 
 Nne  Nne 

 x  x 

 Dreana / Eric  Dreana / Eric 

 4  4  Rescue he villager Rescue he villager 

The GM moves on to the third Plot Point, rolling a 3 forThe GM moves on to the third Plot Point, rolling a 3 for
Theme and a 47 on Theme and a 47 on the Plot Point table. That gives us a Theme ofthe Plot Point table. That gives us a Theme of
Tension again, and a Plot Point of “A Character Is Incapacitated.”Tension again, and a Plot Point of “A Character Is Incapacitated.”
This calls for us to Invoke another Character to see wThis calls for us to Invoke another Character to see who getsho gets
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incapacitated. The GM rolls 1d100, gets 40, consults theincapacitated. The GM rolls 1d100, gets 40, consults the
Characters List, and gets Characters List, and gets “Goblins“Goblins”.”.

This gives the This gives the GM some ideas GM some ideas about this Tabout this Turning Point.urning Point.
Dreana appears to be free and hiding, and there are incapacitatedDreana appears to be free and hiding, and there are incapacitated
goblins. The GM is thinking now that goblins. The GM is thinking now that Dreana did somethingDreana did something
to knock out or kill to knock out or kill a pair of goblins who were taking hera pair of goblins who were taking her
somewhere. She heard the Player Characters approaching andsomewhere. She heard the Player Characters approaching and
thought they were more goblins, so she hid.thought they were more goblins, so she hid.

Since goblins got Invoked, and they only appear on theSince goblins got Invoked, and they only appear on the
Characters List twice, the GM adds them again to the List. OurCharacters List twice, the GM adds them again to the List. Our
TTurning Point 4 urning Point 4 summary looks like summary looks like this now:this now:

NotesNotes
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New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion

 A need  hide  A need  hide 
 Nne  Nne 
 A characer is incapaci�aed  A characer is incapaci�aed 

 x  x 

 Dreana / Eric  Dreana / Eric 

 Gblins Gblins

 4  4  Rescue he villager Rescue he villager 

Moving on to the fourth Plot Point, the GM rolls a 7 for theMoving on to the fourth Plot Point, the GM rolls a 7 for the
Theme, getting Personal, and a 66 for the Plot Point, gettingTheme, getting Personal, and a 66 for the Plot Point, getting
“Character Connection.” This Plot Point requires you to Invoke“Character Connection.” This Plot Point requires you to Invoke
two Characters to see whom a connection forms between. two Characters to see whom a connection forms between. RollingRolling
1d100 twice on the Characters List, we end 1d100 twice on the Characters List, we end up with 49 for a newup with 49 for a new
character and 22 for character and 22 for Eric. This TEric. This Turning Point calls for yet urning Point calls for yet anotheranother
new Character to be generated. The GM determines that the new Character to be generated. The GM determines that the newnew
Character is a warrior by the name of Drago. (There are ruCharacter is a warrior by the name of Drago. (There are ru les forles for
generating New Characters, which we’ll get to later on page 60).generating New Characters, which we’ll get to later on page 60).

 At this point, the GM is thinking that Drago is a local At this point, the GM is thinking that Drago is a local
warrior who was in pursuit of twarrior who was in pursuit of the goblins after they attacked thehe goblins after they attacked the
villagers. He entered Kragan Pit in an effort villagers. He entered Kragan Pit in an effort to rescue the girl.to rescue the girl.
He succeeded in slaying the goblins transporting her, but wasHe succeeded in slaying the goblins transporting her, but was
wounded in the process. He and the wounded in the process. He and the girl are both hiding whengirl are both hiding when
the Player Characters enter this area. The GM decides that thethe Player Characters enter this area. The GM decides that the
Character connection that the Plot Point is calling for betweenCharacter connection that the Plot Point is calling for between
him and Eric is because both of them are fighters, and Eric him and Eric is because both of them are fighters, and Eric hashas
heard of Drago. He knows the man by reputation and respectsheard of Drago. He knows the man by reputation and respects
him. This is going to make things him. This is going to make things difficult for tdifficult for the party, howeverhe party, however,,
since Drago is going to urge them to abandon their mission andsince Drago is going to urge them to abandon their mission and
help him escort the girl out of help him escort the girl out of the Pit. If they refuse, then the Pit. If they refuse, then DragoDrago
will have no choice but to continue on with the party. This willwill have no choice but to continue on with the party. This will
cause some concerns for the party, since Drago is badly woundedcause some concerns for the party, since Drago is badly wounded
and may be more of a liability than an aid. The girl, also, willand may be more of a liability than an aid. The girl, also, will
slow them down, giving them something else to worry about.slow them down, giving them something else to worry about.
HoweverHowever, if they , if they leave the Pit now, they may be viewed leave the Pit now, they may be viewed as havingas having

failed their mission by the locals who sentenced them into failed their mission by the locals who sentenced them into the Pit,the Pit,
which could cause troubles for them outside.which could cause troubles for them outside.

This is how the GM is thinking of this Turning Point now,This is how the GM is thinking of this Turning Point now,
with the summary looking like this:with the summary looking like this:

NotesNotes
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New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion

 A need  hide  A need  hide 
 Nne  Nne 
 A characer is incapaci�aed  A characer is incapaci�aed 
 Characer cnnecin  Characer cnnecin 

 x  x 

 Dreana / Eric  Dreana / Eric 

 Gblins Gblins
 Eric / Drag Eric / Drag

 4  4  Rescue he villager Rescue he villager 

The Characters List looks like this:The Characters List looks like this:

 Eric he knigh   Eric he knigh  
Ric he srcerer Ric he srcerer 

 Ehenia he cler Ehenia he cleric ic 
 Eric  Eric 
 Kagal  Kagal 
 Eric  Eric 
 Gblins Gblins
Villager faher Villager faher 

 Ehenia  Ehenia 
 Gblins Gblins
 Dreana  Dreana 
 Gblins Gblins
 Drag Drag

There is one There is one more Plot Point to more Plot Point to go for go for this Tthis Turning Point. Theurning Point. The
GM rolls 3d10 and gets a 9 for the Theme, Social, and 67 forGM rolls 3d10 and gets a 9 for the Theme, Social, and 67 for
the Plot Point, “Injustice.” The GM decides to interpret this as athe Plot Point, “Injustice.” The GM decides to interpret this as a
motive that the goblins have for abducting the villagers in the firstmotive that the goblins have for abducting the villagers in the first
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place. They’place. They’ve been terrorizing the ve been terrorizing the locals ever since the locals ever since the Pit “wokePit “woke
up” and began emanating evil energy. The goblins take localup” and began emanating evil energy. The goblins take local
humans to make them work as slave labor deep in Kragan Pit,humans to make them work as slave labor deep in Kragan Pit,
expanding its caverns and trying to build it into a fortress.expanding its caverns and trying to build it into a fortress.

 As the fifth Plot Point, that As the fifth Plot Point, that’s the la’s the last one for this Tst one for this Turningurning
Point. The summary now looks like this:Point. The summary now looks like this:

NotesNotes
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New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion

 A need  hide  A need  hide 
 Nne  Nne 
 A characer is incapaci�aed  A characer is incapaci�aed 
 Characer cnnecin  Characer cnnecin 
 Injusice  Injusice 

 x  x 

 Dreana / Eric  Dreana / Eric 

 Gblins Gblins
 Eric / Drag Eric / Drag

 4  4  Rescue he villager Rescue he villager 

The Gamemaster takes all of this and The Gamemaster takes all of this and considers what she’considers what she’ss
already thought about her growing Plot Points. She decides that thisalready thought about her growing Plot Points. She decides that this
TTurning Point means this: As urning Point means this: As the Player Characters delve the Player Characters delve deeper intodeeper into
the Pit, they will come across a large corridor littered with cages andthe Pit, they will come across a large corridor littered with cages and
chains, as well as the body of two dead goblins. If the Characterschains, as well as the body of two dead goblins. If the Characters
check, they will discover that the check, they will discover that the goblins were freshly slain, withingoblins were freshly slain, within
the last quarter hour even. If they search the area, a wounded manthe last quarter hour even. If they search the area, a wounded man
armed with a sword, Drago, will surge out of his hiding placearmed with a sword, Drago, will surge out of his hiding place
behind a barrel and threaten the behind a barrel and threaten the Characters. Eric will recognize thisCharacters. Eric will recognize this
man, which will give him the chance to calm hostilities and talkman, which will give him the chance to calm hostilities and talk
with Drago, who will settle down with Drago, who will settle down when he discovers that the Playerwhen he discovers that the Player
Characters don’Characters don’t work t work for the for the goblins. Theygoblins. They’ll find t’ll find that the girl hat the girl theythey
learned about from the fatally wounded learned about from the fatally wounded villager is with Drago, whovillager is with Drago, who
urges the Player Characters to help take her back to the surfaceurges the Player Characters to help take her back to the surface
outside. The GM at this points decides to outside. The GM at this points decides to give the Player Charactersgive the Player Characters
a moral dilemma. The relic ta moral dilemma. The relic they’hey’re carrying is re carrying is no passive holy object.no passive holy object.
Before entering the Pit, priests Before entering the Pit, priests had to imbue it with had to imbue it with divine powerdivine power..
The charged relic will only last for 24 hours before it becomesThe charged relic will only last for 24 hours before it becomes
defunct and can never be charged again. If the Player Characters dodefunct and can never be charged again. If the Player Characters do
as Drago insists and escort the as Drago insists and escort the girl back out, they’re going to losegirl back out, they’re going to lose
valuable time backtracking and then re-entering the Pit, puttingvaluable time backtracking and then re-entering the Pit, putting
their mission at risk.their mission at risk.

The Gamemaster used the Plot Points she rolled and put aThe Gamemaster used the Plot Points she rolled and put a
few twists of her own into few twists of her own into the mix to come up with the the mix to come up with the aboveabove
scenario for this Turning Poscenario for this Turning Point. It int. It gives another interestinggives another interesting
wrinkle to her Adventure as well as some fresh challenges towrinkle to her Adventure as well as some fresh challenges to
hinder the Player Characters’ progress.hinder the Player Characters’ progress.

THE ‘I DUNNO’ RULETHE ‘I DUNNO’ RULE
The Adventure Crafter uses a random process to get results.The Adventure Crafter uses a random process to get results.

 Y You use your own imagination, through logic and interpretation,ou use your own imagination, through logic and interpretation,
to make sense of to make sense of the results of the results of that random process. However,that random process. However,
sometimes The Adventure Crafter is going to kick sometimes The Adventure Crafter is going to kick something outsomething out
to you that either makes no sense or to you that either makes no sense or that you just don’that you just don’t want fort want for
your Adventure.your Adventure.

For instance, if you roll a Plot Point that indicates oneFor instance, if you roll a Plot Point that indicates one
Character betrays another, and you roll up two Player CharactersCharacter betrays another, and you roll up two Player Characters
betraying each other, this may make no betraying each other, this may make no sense to you. For onesense to you. For one
thing, the Player Characters are controlled by the Players, not thething, the Player Characters are controlled by the Players, not the
GM, so you can’GM, so you can’t really tell t really tell them what to do. them what to do. Also, it maybe justAlso, it maybe just
doesndoesn’’t work t work for the for the Adventure no matter Adventure no matter how it’s interpreted.how it’s interpreted.

In this case, you can invoke the “I Dunno” rule, which is aIn this case, you can invoke the “I Dunno” rule, which is a
blanket way of saying, “That makes no sense, let’s forget aboutblanket way of saying, “That makes no sense, let’s forget about
it and move on.” Either it and move on.” Either treat those Plot Point results as treat those Plot Point results as “None”“None”,,
re-roll, or feel free to change it re-roll, or feel free to change it however you wish.however you wish.
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I would suggest only ignoring random results when it trulyI would suggest only ignoring random results when it truly
makes no sense, you makes no sense, you can’can’t think of t think of any good interpretations forany good interpretations for
it quickly, or it would it quickly, or it would somehow wreck your Adventure. It maysomehow wreck your Adventure. It may
be tempting to ignore an outcome when you get be tempting to ignore an outcome when you get a result thata result that
is a little difficult to is a little difficult to interpret. Sometimes it’interpret. Sometimes it’s worth it to makes worth it to make
the extra effort to see how a the extra effort to see how a new piece of the Adventure couldnew piece of the Adventure could
possibly fit with the rest. If you still possibly fit with the rest. If you still cancan’t make it work, or the’t make it work, or the
effort is diminishing your enjoyment of creating or reffort is diminishing your enjoyment of creating or running theunning the
 Adventure, then feel free to toss it aside and mov Adventure, then feel free to toss it aside and move on.e on.

SPECIAL PLOT POINTSSPECIAL PLOT POINTS
The Plot Points on the 26 pages at the end of tThe Plot Points on the 26 pages at the end of this chapterhis chapter

each have a title and a short description. each have a title and a short description. Many of the titles areMany of the titles are
self explanatory, such as, “self explanatory, such as, “A crucial life A crucial life support system beginssupport system begins
to fail.” The description will to fail.” The description will give more detail, sometimes withgive more detail, sometimes with
examples to illustrate ideas in how to apply it texamples to illustrate ideas in how to apply it to an Adventure.o an Adventure.
 Also, a description may help you decide if the Plot P Also, a description may help you decide if the Plot Point needs tooint needs to
Invoke a Character to attach to it. For instance, the dInvoke a Character to attach to it. For instance, the descriptionescription
for Persuasion says, “for Persuasion says, “A Character tries to A Character tries to persuade anotherpersuade another
Character to do something. This persuasion can take many forms,Character to do something. This persuasion can take many forms,
from pleading with them to threatening them, for instance.” Thisfrom pleading with them to threatening them, for instance.” This
description makes it clear that two Characters will description makes it clear that two Characters will need to beneed to be
Invoked for this Plot Point: the Character doing the persuading,Invoked for this Plot Point: the Character doing the persuading,
and the Character who is the target and the Character who is the target of the persuasion.of the persuasion.

It won’t always be obvious if a Plot Point needs to InvokeIt won’t always be obvious if a Plot Point needs to Invoke
a Character. It’s ultimately up to you if it does or doesn’t. Fora Character. It’s ultimately up to you if it does or doesn’t. For
instance, if you instance, if you roll the Plot Point “Impending Doom,” you mayroll the Plot Point “Impending Doom,” you may
decide that this applies to all of tdecide that this applies to all of the Characters in the Adventurehe Characters in the Adventure
or to everyone or to everyone in the current Tin the current Turning Point, without any urning Point, without any need toneed to
check for a specific Character to Invoke.check for a specific Character to Invoke.

Some of the Plot Points are complicated enough that their titleSome of the Plot Points are complicated enough that their title
and description may not be enough to explain all that the Plotand description may not be enough to explain all that the Plot
Point is about. In that case, Point is about. In that case, following are a number of following are a number of Plot PointsPlot Points
with additional explanation.with additional explanation.

ConclusionConclusion

The first entrThe first entry on the y on the Plot Points TPlot Points Table is “Conclusion.”able is “Conclusion.”
Should you role this, and Should you role this, and the Plotline for the Plotline for this Tthis Turning Pointurning Point
is a Plotline Advancement (which is the default for is a Plotline Advancement (which is the default for an existingan existing
Plotline in a TPlotline in a Turning Point) it then urning Point) it then turns into a turns into a PlotlinePlotline
Conclusion. The “ConclusionConclusion. The “Conclusion” is considered a ” is considered a Plot Point inPlot Point in
and of itself. It would be added to tand of itself. It would be added to the Plot Points line on yourhe Plot Points line on your
 Adventure Sheet, like this ... Adventure Sheet, like this ...

NotesNotes

PLOT PLOT POINTS POINTS CHARACTERS CHARACTERS INVOKEDINVOKED
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22

33

44

55

TTUURRNNIINNG  G  PPOOIINNTT PPLLOOTTLLIINNEE

New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion

 A characer is atacked in a nn lehal way A characer is atacked in a nn lehal way
Rescue Rescue 
 Cnclusin  Cnclusin 
 The secre   The secre  he pwer he pwer 
 Nne  Nne 

 x  x 

 Nahan / he beas   Nahan / he beas  
Sg. Cker Sg. Cker 

 6 6 Slay he beas  Slay he beas  

The reason “Conclusion” is considered a Plot Point itself, andThe reason “Conclusion” is considered a Plot Point itself, and
not just a change in not just a change in condition of the Plotline from Advancementcondition of the Plotline from Advancement
to Conclusion, is to Conclusion, is that it requires you that it requires you to engineer the Tto engineer the Turningurning
Point to bring about the end of that Plotline. This means thePoint to bring about the end of that Plotline. This means the
“Conclusion“Conclusion” itself brings elements ” itself brings elements to the table.to the table.

For instance, let’s say you have an Adventure where a For instance, let’s say you have an Adventure where a party ofparty of
 WWII soldiers are hunting a beast that has been killing people. WWII soldiers are hunting a beast that has been killing people.
The bulk of the Adventure has been about the The bulk of the Adventure has been about the Player CharactersPlayer Characters
figuring out what’s going on and tracking figuring out what’s going on and tracking the monster to the monster to its lair.its lair.
In the process, a Character gets abducted by tIn the process, a Character gets abducted by the monster, givinghe monster, giving
the Player Characters pressure to locate the beast so they canthe Player Characters pressure to locate the beast so they can
rescue that person before the monster kills them.rescue that person before the monster kills them.

 As the GM rolls up Pl As the GM rolls up Plot Points for this Tot Points for this Turning Point, sheurning Point, she
gets “A character is attacked in a non-lethal way” and “Rescue”gets “A character is attacked in a non-lethal way” and “Rescue”
for her first two Plot Points. The Plot Point Invokes one of thefor her first two Plot Points. The Plot Point Invokes one of the
Player Characters, Nathan, as being the target of the attack andPlayer Characters, Nathan, as being the target of the attack and
the beast as being the attacker. The rescue is for Sgt. Coker, thethe beast as being the attacker. The rescue is for Sgt. Coker, the
soldier who was taken.soldier who was taken.

So far, the GM is thinking that as the Player Characters huntSo far, the GM is thinking that as the Player Characters hunt
a bombed out building for the beast (since a bombed out building for the beast (since the Plotline for thisthe Plotline for this
TTurning Point is “Slay the beast”), the urning Point is “Slay the beast”), the monster makes a quick monster makes a quick hithit
and run attack and run attack on Nathan then flees, presumably toward its lairon Nathan then flees, presumably toward its lair
where Sgt. Coker is stashed.where Sgt. Coker is stashed.

Then the GM Then the GM rolls “Conclusion.” This changes things. Therolls “Conclusion.” This changes things. The
Plotline for this TPlotline for this Turning Point is “Slay the beast,” urning Point is “Slay the beast,” so now the GMso now the GM
has to think that this Plotline will has to think that this Plotline will be drawn to a conclusion.be drawn to a conclusion.

She continues with her original thinking, that tShe continues with her original thinking, that the soldiershe soldiers
are exploring a bombed out building and the monster attacksare exploring a bombed out building and the monster attacks
Nathan. It’s a quick hit and run, requiring the Player CharactersNathan. It’s a quick hit and run, requiring the Player Characters
to chase after it. Like to chase after it. Like the GM figured, she decides the monsterthe GM figured, she decides the monster
retreats to its lair deeper within tretreats to its lair deeper within the building.he building.

The next Plot The next Plot Point she rolls is “The secret Point she rolls is “The secret to the power.” Sheto the power.” She
already knows, from other events that happened previously in thealready knows, from other events that happened previously in the
 Adventure, that the monster is supernatural in origin. She decides Adventure, that the monster is supernatural in origin. She decides
that its nest that its nest has a glowing orb that has a glowing orb that gives the beast power. Thegives the beast power. The
creature abducts humans and encases them in webbing near tcreature abducts humans and encases them in webbing near thehe
orb, which slowly drains away orb, which slowly drains away their life essence. This stored powertheir life essence. This stored power
is then the beast’s energy source, making it nearly indestructible.is then the beast’s energy source, making it nearly indestructible.
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The GM decides that the key to killing the beast is destroyingThe GM decides that the key to killing the beast is destroying
the orb. If that’s done, then it the orb. If that’s done, then it dies. She decides that dies. She decides that this Tthis Turningurning
Point is the cPoint is the culmination of the ulmination of the previous Tprevious Turning Points, leadingurning Points, leading
the Player Characters to the Player Characters to the thing’the thing’s lair for s lair for the final showdown.the final showdown.

If the GM had not rolled “Conclusion,” the events may If the GM had not rolled “Conclusion,” the events may havehave
been similar, but she may have decided been similar, but she may have decided that destroying the orbthat destroying the orb
doesn’doesn’t kill t kill the monster. Instead, after the monster. Instead, after the Player Charactersthe Player Characters
destroy the orb the monster flees. It is less powerful now and destroy the orb the monster flees. It is less powerful now and willwill
be easier to hunt.be easier to hunt.

Once a Plotline Once a Plotline reaches a Treaches a Turning Point where it urning Point where it is Concluded,is Concluded,
cross out that Plotline on all tcross out that Plotline on all the lines where it’he lines where it’s listed on thes listed on the
Plotlines List. That Plotline is now done. If you roll a PlotlinePlotlines List. That Plotline is now done. If you roll a Plotline
later and get a line later and get a line that is crossed out, treat it as a that is crossed out, treat it as a “Choose most“Choose most
logical Plotline” result.logical Plotline” result.

LocationsLocations

Most of the Plot Points can be thought of as fiction tropes.Most of the Plot Points can be thought of as fiction tropes.
There are lots of There are lots of entries like “Wanted by the law” and entries like “Wanted by the law” and ““A secretA secret
weaponweapon”. These Plot Points are meant to be ”. These Plot Points are meant to be evocative of ideasevocative of ideas
to inspire you, worded specifically enough to make you think to inspire you, worded specifically enough to make you think ofof
something in particular but also worded generally enough thatsomething in particular but also worded generally enough that
you can shape the idea into many different you can shape the idea into many different forms. There are someforms. There are some
entries, however, that indicate a location instead of a plot concept.entries, however, that indicate a location instead of a plot concept.

The Adventure Crafter deals a lot with Plotlines, Characters,The Adventure Crafter deals a lot with Plotlines, Characters,
TTurning Points, the motives of people urning Points, the motives of people and the turnand the turning of events.ing of events.
 What it doesn’ What it doesn’t touch on much are locations. Locations aret touch on much are locations. Locations are
usually assumed to be usually assumed to be inferred when you inferred when you interpret a Tinterpret a Turningurning
Point and to come naturally from the other events of thePoint and to come naturally from the other events of the
 Adventure. Some locations, ho Adventure. Some locations, however, bwever, bring with them a certainring with them a certain
mood or opportunities for story mood or opportunities for story elements to develop. This is whyelements to develop. This is why
the Plot the Plot Points TPoints Table consists of able consists of some general locations, some general locations, such assuch as
“Remote location” or “Shady “Remote location” or “Shady places”.places”.

 When a location Plot Po When a location Plot Point pops up, enter it on the line ofint pops up, enter it on the line of
the Adventure Sheet just like any other Plot the Adventure Sheet just like any other Plot Point. Point. This PlotThis Plot
Point means the activity of tPoint means the activity of the The Turning Point will take place urning Point will take place at aat a
location like that indicated by the Plot location like that indicated by the Plot Point.Point.

If you roll more than one location Plot Point for the sameIf you roll more than one location Plot Point for the same
TTurning Point, you can trurning Point, you can try to either y to either combine the two locationscombine the two locations
into a single into a single location, or consider that location, or consider that this Tthis Turning Point involvesurning Point involves
some of the action occurring at one some of the action occurring at one location then moving tolocation then moving to
another. For instance, “Remote location” and “Shady places” mayanother. For instance, “Remote location” and “Shady places” may
be a magical street corner that can only be a magical street corner that can only be accessed by specialbe accessed by special
doors and is a place where forbidden lore is sold. doors and is a place where forbidden lore is sold. Or, you mayOr, you may
decide that the Tdecide that the Turning Point initially takes place urning Point initially takes place in a remotein a remote
location, let’s say the outskirts of town. The Characters location, let’s say the outskirts of town. The Characters gain a cluegain a clue

there to a mystery they are tthere to a mystery they are trying to solve which leads them to arying to solve which leads them to a
shady place, a hidden nightclub in town where shady place, a hidden nightclub in town where you can only enteryou can only enter
if you have the if you have the password.password.

ToneTone

Similar to locations, some Plot Points will suggest a tone forSimilar to locations, some Plot Points will suggest a tone for
the Tthe Turning Point. For instance, urning Point. For instance, the Plot the Plot Point “Grisly tone”Point “Grisly tone”
doesndoesn’’t specify anything t specify anything in particular happening, in particular happening, what it doeswhat it does
is indicate that wis indicate that whatever is happening in thatever is happening in the The Turning Point beurning Point be
given a macabre flavor. Tgiven a macabre flavor. Tone Plot Points also one Plot Points also take up take up a slot on a slot on thethe
 Adventure Sheet just like any other Plot P Adventure Sheet just like any other Plot Point.oint.

 An example of how to incorporate a tone into a  An example of how to incorporate a tone into a TTurningurning
Point might be if Point might be if your Tyour Turning Point calls for urning Point calls for some Characterssome Characters
to encounter someone in a forest who then to encounter someone in a forest who then attacks them. If theattacks them. If the
GM rolls “Grisly tone” as another Plot Point, he might GM rolls “Grisly tone” as another Plot Point, he might changechange
the Tthe Turning Point a bit and urning Point a bit and say that the strsay that the stranger they encounter anger they encounter isis
wearing blood spattered clothing, implying this encounter is notwearing blood spattered clothing, implying this encounter is not
his first murderous enterprise of the evening.his first murderous enterprise of the evening.

There are also a feThere are also a few Plot Points that specify a w Plot Points that specify a time of day, suchtime of day, such
as the Plot Point “At night”. Thas the Plot Point “At night”. These exist to lenese exist to lend a certain d a certain tonaltonal
atmosphere to your Turning Point.atmosphere to your Turning Point.

CharactersCharacters

Some Plot Points, in their descriptions, will specifically saySome Plot Points, in their descriptions, will specifically say
that the Plot Point applies to one or more Characters. In thisthat the Plot Point applies to one or more Characters. In this
case, you need to roll on the Characters List to figure out whocase, you need to roll on the Characters List to figure out who
the Characters are whom the the Characters are whom the Plot Point is referring to. However,Plot Point is referring to. However,
whether the description of a Plot Point calls for it or whether the description of a Plot Point calls for it or not, it isnot, it is
up to you if you need up to you if you need to Invoke a Character for a Plot Point.to Invoke a Character for a Plot Point.
GenerallyGenerally, if the , if the Plot Point would make no Plot Point would make no sense unless it wsense unless it wasas
attached to a Character then roll for attached to a Character then roll for someone on the Characterssomeone on the Characters
List. If it List. If it doesn’doesn’t make sense unt make sense unless there are two less there are two CharactersCharacters
Invoked ... for instance, if one Character Invoked ... for instance, if one Character has to be interactinghas to be interacting
with another ... then roll for with another ... then roll for two Characters.two Characters.

For example, the Plot Point “Character has a For example, the Plot Point “Character has a clever idea” needsclever idea” needs
a Character Invoked a Character Invoked quite clearly. The Plot Point “Suspicionquite clearly. The Plot Point “Suspicion””
needs two Characters Invoked; one Character to be feelingneeds two Characters Invoked; one Character to be feeling
suspicious and another for the first Character tsuspicious and another for the first Character to be suspicious of.o be suspicious of.

 Y You will rarely Invoke more than two Characters, even if theou will rarely Invoke more than two Characters, even if the
Plot Point would involve more than the two specific CharactersPlot Point would involve more than the two specific Characters
Invoked. Feel free to use your discretion in interpreting what aInvoked. Feel free to use your discretion in interpreting what a
Plot Point means when it Invokes a Plot Point means when it Invokes a Character. Character. The one, loneThe one, lone
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Character may be the only one involved in that Plot Point, orCharacter may be the only one involved in that Plot Point, or
that Character may represent others.that Character may represent others.

For instance, let’s say “SuspicionFor instance, let’s say “Suspicion” was a ” was a Plot Point rolled forPlot Point rolled for
a Ta Turning Point in urning Point in a spy a spy Adventure. The Player Characters areAdventure. The Player Characters are
undercover agents, acting as art dealers, trying to gain entry intoundercover agents, acting as art dealers, trying to gain entry into
a foreign government’a foreign government’s museum so they s museum so they can get close can get close to a highto a high
ranking official and steal his computer full ranking official and steal his computer full of secrets. In theof secrets. In the
TTurning Point, the Characters are urning Point, the Characters are trying to trying to con their way con their way past apast a
security checkpoint and get into security checkpoint and get into the museum. The GM rolls thethe museum. The GM rolls the
Plot Point “SuspicionPlot Point “Suspicion”, now needing ”, now needing to Invoke two Charactersto Invoke two Characters
to attach to to attach to it. She rolls the it. She rolls the first Character, “Foreign agent”. first Character, “Foreign agent”. ThisThis
Character is a catchall Character for any foreign agent, spy, orCharacter is a catchall Character for any foreign agent, spy, or
security officer they security officer they may run across. may run across. EssentiallyEssentially, the common, the common
mooks and grunts of mooks and grunts of the Adventure. For the second the Adventure. For the second Character,Character,
she rolls “Natasha,” one of the Player she rolls “Natasha,” one of the Player Character agents. The GMCharacter agents. The GM
decides that the officer at the decides that the officer at the security checkpoint is looking oversecurity checkpoint is looking over
Natasha’s identification and doesn’t like what he sees. The GMNatasha’s identification and doesn’t like what he sees. The GM
decides that the guard is not only decides that the guard is not only suspicious of Natasha, but alsosuspicious of Natasha, but also
of everyone she’s with.of everyone she’s with.

It’It’s a judgement call on the s a judgement call on the part of the GM how far to part of the GM how far to extendextend
what Invoking a Character actually what Invoking a Character actually means. Ymeans. You should allowou should allow
yourself a lot of leeway to get the most interesting result for youryourself a lot of leeway to get the most interesting result for your
Turning Point and Adventure.Turning Point and Adventure.

Invoked Character Doesn’t FitInvoked Character Doesn’t Fit

There are some Plot Points that may There are some Plot Points that may need an Invokedneed an Invoked
Character attached to them, but one of a certain variety. ForCharacter attached to them, but one of a certain variety. For
instance, the Plot instance, the Plot Point “FPoint “Fame” calls for a Character ame” calls for a Character who iswho is
famous, the Plot famous, the Plot Point “Point “An Organization” calls for a An Organization” calls for a CharacterCharacter
that’that’s an s an organization.organization.

 When  When this hthis happens, appens, roll oroll on the n the CharactCharacters Liers List as st as normalnormal..
If you get a Character tIf you get a Character that fits the description, hat fits the description, then you’then you’rere
good to go. If you get a Character good to go. If you get a Character who does not fit thewho does not fit the
description, then you have a description, then you have a few options. You could use thefew options. You could use the
Invoked Character as inspiration and have the Invoked Character as inspiration and have the Plot Point reflectPlot Point reflect
a Character associated with the one a Character associated with the one you rolled. For instance,you rolled. For instance,
with “Fame”with “Fame”, if you roll a , if you roll a Player Character mage, maybe thePlayer Character mage, maybe the
Character the Plot Point refers to is a Character the Plot Point refers to is a famous wizard this magefamous wizard this mage
idolizes. Yidolizes. Your second option is tour second option is to consider this rolled resulto consider this rolled result
to be to be “Choose most logical “Choose most logical character”. Finallycharacter”. Finally, if , if that doesn’that doesn’tt
work, consider the result to be “Nwork, consider the result to be “New Character” ew Character” and come upand come up
with a new Character who does fit the description.with a new Character who does fit the description.

Nonsense ResultsNonsense Results

Sometimes you’Sometimes you’re going to get re going to get results that make no results that make no sense nosense no
matter how you interpret them. For instance, if the matter how you interpret them. For instance, if the Plot PointPlot Point
calls for one Character to attack calls for one Character to attack another, and you roll for theanother, and you roll for the
Characters and get the same Character twice, Characters and get the same Character twice, there may be nothere may be no
way to spin this where it makes sense.way to spin this where it makes sense.

 Wheneve Whenever a rr a roll on oll on the Cthe Charactharacters Liers List givest gives you s you a resua resultlt
you just can’you just can’t work with, ct work with, change that result to “Choose mosthange that result to “Choose most
logical character”.logical character”.

If a Plot Point Table gives you a Plot Point that makes noIf a Plot Point Table gives you a Plot Point that makes no
sense when combined with the other Plot sense when combined with the other Plot Points, then changePoints, then change
that result to “None,” wiping it out. If that result to “None,” wiping it out. If that would leave you withthat would leave you with
fewer than 2 fewer than 2 total Plot Points for the Ttotal Plot Points for the Turning Point, then insteadurning Point, then instead
roll for another Plot Point (you need a minimum of 2 Plot roll for another Plot Point (you need a minimum of 2 Plot PointsPoints
per Turning Point).per Turning Point).

Having said that, allow yourself to stretch your interpretationHaving said that, allow yourself to stretch your interpretation
of a result before you decide that of a result before you decide that it’it’s nonsense. For instance, if as nonsense. For instance, if a
Plot Point says that one Character rescues another one, but thePlot Point says that one Character rescues another one, but the
Character doing the rescuing is at a far distant location, maybeCharacter doing the rescuing is at a far distant location, maybe
the rescue comes in a less obvious fashion. Maybe a group ofthe rescue comes in a less obvious fashion. Maybe a group of
mercenaries show up and mercenaries show up and rescue the Character, who discovers thatrescue the Character, who discovers that
the mercs were hired the mercs were hired by the Invoked Character.by the Invoked Character.

DuplicatesDuplicates

The Plot Points are purposefully worded generally enoughThe Plot Points are purposefully worded generally enough
so that they can be interpreted in many ways to fit into yourso that they can be interpreted in many ways to fit into your
 Adventure. They are m Adventure. They are meant as much as inspiration as they are aseant as much as inspiration as they are as
instruction. As such, there is instruction. As such, there is usually more than one Plot Pointusually more than one Plot Point
that could be used to that could be used to describe the same events in an Adventure.describe the same events in an Adventure.

For instance, “A work related gathering” and For instance, “A work related gathering” and “Headquarters”“Headquarters”
could very likely both describe the could very likely both describe the exact same event: a group ofexact same event: a group of
similarly employed people gathering at a place they commonlysimilarly employed people gathering at a place they commonly
gather at.gather at.

 Although many Plot P Although many Plot Points overlap with each other in theiroints overlap with each other in their
meaning, each still has its own unique flavor that meaning, each still has its own unique flavor that can be usedcan be used
to sway your interpretation. For instance, with “Headquarters”to sway your interpretation. For instance, with “Headquarters”
the event pretty much has to tthe event pretty much has to take place at a formally recognizedake place at a formally recognized
headquarters, while “A work related gathering” opens theheadquarters, while “A work related gathering” opens the
possibility for a more social gathering and not necessarily at theirpossibility for a more social gathering and not necessarily at their
primary place of work.primary place of work.
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Characters List AlterationCharacters List Alteration

There are a few Plot Points that call for an adjustment to beThere are a few Plot Points that call for an adjustment to be
made on the Characters List. For instance, “A figure from the past”made on the Characters List. For instance, “A figure from the past”
automatically adds a new Character to the Characters List.automatically adds a new Character to the Characters List.

 When a Plot Point makes a direct  When a Plot Point makes a direct change to the Characchange to the Charactersters
List the description of the Plot Point will clearly state so. TheseList the description of the Plot Point will clearly state so. These
results are uncommon.results are uncommon.

Meta Plot Points TableMeta Plot Points Table

 A result of 96-100 on the Plot P A result of 96-100 on the Plot Points Toints Table will have youable will have you
roll again on the Meta Plot Points Table. These Plot Pointsroll again on the Meta Plot Points Table. These Plot Points
are separated from the main table since their results are rareare separated from the main table since their results are rare
and are qualitatively different than the main Plot and are qualitatively different than the main Plot Points. MetaPoints. Meta
Plot Points alter the Characters List and offer a chance tPlot Points alter the Characters List and offer a chance to haveo have
combined Plotlines in combined Plotlines in a Ta Turning Point. The results turning Point. The results that impacthat impact
the Characters List the Characters List all revolve around increasing a Character’sall revolve around increasing a Character’s
presence on the List or reducing presence on the List or reducing it, sometimes completelyit, sometimes completely..

 Although Meta Plot P Although Meta Plot Points are still Plot Pooints are still Plot Points and take up aints and take up a
Plot Point slot in a TPlot Point slot in a Turning Point, it is urning Point, it is optional whether you wantoptional whether you want
the Meta Plot Point to be the Meta Plot Point to be reflected in the Treflected in the Turning Point or not asurning Point or not as
actual Adventure events.actual Adventure events.

For instance, let’s say we have a group of space explorersFor instance, let’s say we have a group of space explorers
hurtling through the cosmos looking for wrecked ships in ahurtling through the cosmos looking for wrecked ships in a
battlefield to find valuable salvage. In this Turning Point, the GMbattlefield to find valuable salvage. In this Turning Point, the GM
has interpreted the various Plot Points rolled to mean that theyhas interpreted the various Plot Points rolled to mean that they
discover an energy signature on a ship that they investigate only todiscover an energy signature on a ship that they investigate only to
discover that the energy is emanating from a battledroid that is stilldiscover that the energy is emanating from a battledroid that is still
active and has gone insane from damage. It attacks the explorationactive and has gone insane from damage. It attacks the exploration
crew as they make their way through the damaged ship.crew as they make their way through the damaged ship.

 At this point, for the last Plot Point of the  At this point, for the last Plot Point of the TTurning Point, theurning Point, the
GM rolls a Meta Plot GM rolls a Meta Plot Point and gets “Character Steps Up”. ShePoint and gets “Character Steps Up”. She
Invokes a Character to apply this to and gets one Invokes a Character to apply this to and gets one of the Playerof the Player
Characters. The GM will increase that Characters. The GM will increase that Character’Character’s presence ons presence on
the Characters List by writing him in the Characters List by writing him in again, and she has theagain, and she has the
additional option of either working this into the additional option of either working this into the narrative of thenarrative of the
TTurning Point or urning Point or not. If not. If she doesn’she doesn’t, then t, then she proceeds with she proceeds with thethe
TTurning Point as already imagined. If she urning Point as already imagined. If she wishes to give storywishes to give story
meaning to the Meta Plot Point result, she may decide that themeaning to the Meta Plot Point result, she may decide that the
action of action of the Tthe Turning Point focuses on urning Point focuses on that Character. Maybe thethat Character. Maybe the
battledroid hones in on him, for instance.battledroid hones in on him, for instance.

Meta Plot Points are unique in Meta Plot Points are unique in this way, that they may or maythis way, that they may or may
not have a not have a story impact story impact on the Ton the Turning Point. Meta Plot urning Point. Meta Plot PointsPoints
primarily exist to change the importance of Characters in anprimarily exist to change the importance of Characters in an
 Adventure without them having to be Invo Adventure without them having to be Invoked, and they are theked, and they are the

only way that a Character’s presence on the Characters List can beonly way that a Character’s presence on the Characters List can be
reduced or eliminated.reduced or eliminated.

The Meta Plot Points that call for a change to a CharacterThe Meta Plot Points that call for a change to a Character
listing are Invoking a Character just like any other Plot listing are Invoking a Character just like any other Plot Point,Point,
except that the Character except that the Character isnisn’’t automatically added t automatically added to the Listto the List
again; the Meta Plot Point table will again; the Meta Plot Point table will randomize how they arerandomize how they are
treated on the List. This means you roll on the Characters List treated on the List. This means you roll on the Characters List toto
see who this Meta Plot see who this Meta Plot Point affects. Most Meta Plot Points thatPoint affects. Most Meta Plot Points that
pertain to a Character either require tpertain to a Character either require that the Character have onehat the Character have one
or more entries on the Character List removed, or one or or more entries on the Character List removed, or one or moremore
entries added. There are a few rules that apply tentries added. There are a few rules that apply to Meta Plot Pointso Meta Plot Points
to help you carry them out:to help you carry them out:

• • The The Meta Meta Plot Plot Points Points that that apply apply to to Characters only Characters only applyapply
to existing Characters in the Adventure. Results of “Newto existing Characters in the Adventure. Results of “New
Character” when Invoking a Character for a Meta PlotCharacter” when Invoking a Character for a Meta Plot
Point are treated as “Choose The Most Logical Character”.Point are treated as “Choose The Most Logical Character”.

• • If If the the Character Character Invoked Invoked is is a a Player Player CharacterCharacter, , and and thethe
Meta Plot Point either calls for that Character to beMeta Plot Point either calls for that Character to be
removed completely from the Characters List or to haveremoved completely from the Characters List or to have
so many slots so many slots removed that they removed that they are removed completelyare removed completely,,
then treat the then treat the result as “Choose The Most Logicalresult as “Choose The Most Logical
Character” and choose another Character. A PlayerCharacter” and choose another Character. A Player
Character cannot be removed from the framework of theCharacter cannot be removed from the framework of the
 Adventure in this way Adventure in this way. If there are no viable Characters in. If there are no viable Characters in
the Characters List to choose from, then roll again on the Characters List to choose from, then roll again on thethe
Meta Plot Points TMeta Plot Points Table until able until you get you get a workable result.a workable result.

• • AlthougAlthough h Meta Meta Plot Plot Points Points Invoke Invoke a a CharactCharacter, er, don’don’t t addadd
the Character to another listing on the the Character to another listing on the Characters ListCharacters List
like you would like you would with a normally Invoked Character. Thewith a normally Invoked Character. The
results of the Meta Plot Point table bypass the normal Listresults of the Meta Plot Point table bypass the normal List
management for Invoked Characters.management for Invoked Characters.

The “Plotline Combo” result requires you to roll on the The “Plotline Combo” result requires you to roll on the PlotlinesPlotlines
List for another Plotline to combine with the Turning Point’sList for another Plotline to combine with the Turning Point’s
original Plotline and make original Plotline and make the Tthe Turning Point about both of urning Point about both of them.them.
It’s possible to get “Plotline Combo” more than once in a TurningIt’s possible to get “Plotline Combo” more than once in a Turning
Point, calling on you to combine three or Point, calling on you to combine three or even more Plotlines.even more Plotlines.

For instance, going back to For instance, going back to our space explorers, let’s say theour space explorers, let’s say the
Plotline for Plotline for their Ttheir Turning Point was “Repair urning Point was “Repair the ship.” Earlierthe ship.” Earlier
in the Adventure, the explorers had a disastrous encounter within the Adventure, the explorers had a disastrous encounter with
pirates that left their vessel badly damaged. They are trying topirates that left their vessel badly damaged. They are trying to
repair the ship, which is what has brought them to the battlerepair the ship, which is what has brought them to the battle
debris in hopes of finding useful spare parts.debris in hopes of finding useful spare parts.

 As one of the Plot Points for this  As one of the Plot Points for this TTurning Point, the GMurning Point, the GM
rolls “Plotline Combo”. She consults the Plotlines List rolls “Plotline Combo”. She consults the Plotlines List and rollsand rolls
on it, getting on it, getting “Choose The Most Logical Plotline”. As there“Choose The Most Logical Plotline”. As there
was only one other Plotline, she has no choice but was only one other Plotline, she has no choice but to choose it.to choose it.
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The second Plotline of The second Plotline of “Deliver the secret weapon schematics to “Deliver the secret weapon schematics to Admiral Lenn”Admiral Lenn”
is Invoked and combined with the first Plotline. The GM thinks about this a bit.is Invoked and combined with the first Plotline. The GM thinks about this a bit.
This TThis Turning Point was initially about urning Point was initially about fixing the ship, so it fixing the ship, so it made sense to have itmade sense to have it
take place in the battlefield to take place in the battlefield to find useful wreckage. Now she needs to figure out find useful wreckage. Now she needs to figure out aa
way to incorporate tway to incorporate the second Plotline into he second Plotline into the Tthe Turning Point too. The GM decidesurning Point too. The GM decides
that the Character who handled the stolen that the Character who handled the stolen schematics got a chemical residue leftschematics got a chemical residue left
on them that the battledroid can detecton them that the battledroid can detect . The war machine is focusing on that. The war machine is focusing on that
Character and is now aware of the stolen document, attacking the Character whileCharacter and is now aware of the stolen document, attacking the Character while
crying out, crying out, “RELINQUISH THE SCHEMA“RELINQUISH THE SCHEMATICS OR TICS OR DIE!”DIE!”

If “Plotline Combo” is rolled and there is no additional Plotline on the PlotlinesIf “Plotline Combo” is rolled and there is no additional Plotline on the Plotlines
List, then treat it as a List, then treat it as a “New Plotline”. “New Plotline”. This can be an opportunity tThis can be an opportunity to have ano have an
existing Plotline spawn a existing Plotline spawn a new Plotline branching new Plotline branching out from it out from it in a Tin a Turning Pointurning Point
instead of dinstead of developing separately in eveloping separately in another Tanother Turning Point.urning Point.

For instance, with the example above, maybe when the GM rolled “PlotlineFor instance, with the example above, maybe when the GM rolled “Plotline
ComboCombo” there was no second Plotline to choose from, so she had ” there was no second Plotline to choose from, so she had to make a newto make a new
one. Based on the one. Based on the events transpiring in the Tevents transpiring in the Turning Point, she decides that urning Point, she decides that after theafter the
battledroid takes a certain amount of damage, it’s circuits overload and much of itsbattledroid takes a certain amount of damage, it’s circuits overload and much of its
programming and memory is wiped out. This causes the droid to undergo a factorprogramming and memory is wiped out. This causes the droid to undergo a factor yy
reset, and the Characters realize they can now take treset, and the Characters realize they can now take the battledroid and attempt tohe battledroid and attempt to
reprogram and retrain it to serve them. This creates the new Plotline reprogram and retrain it to serve them. This creates the new Plotline of “Retrainof “Retrain
the battledroid to serve us.” The GM decides this will be a the battledroid to serve us.” The GM decides this will be a time consuming andtime consuming and
uncertain process, hence why it uncertain process, hence why it deserves to be a Plotline all by itself.deserves to be a Plotline all by itself.

Generating a TGenerating a Turning Point can urning Point can be involved. You are juggling a be involved. You are juggling a lot of lot of details,details,
from a Plotline to multiple Plot Points, Characters, and the overall course offrom a Plotline to multiple Plot Points, Characters, and the overall course of
the entire Adventure itself. A the entire Adventure itself. A result of “Plotline Combo” can make things moreresult of “Plotline Combo” can make things more
complicated. If you get this result and have no idea complicated. If you get this result and have no idea what to do with it ..what to do with it .. . maybe the. maybe the
second Plotline rolled has no logical way to have it occur second Plotline rolled has no logical way to have it occur simultaneously with thesimultaneously with the
original Plotline, or you end up with original Plotline, or you end up with two results of “New Plotline” and you justtwo results of “New Plotline” and you just
don’don’t want to come up t want to come up with two entirely new directions fwith two entirely new directions for the Adventure ... feelor the Adventure ... feel
free to invoke the I Dunno rule free to invoke the I Dunno rule and ignore this result. If you do this, and ignore this result. If you do this, then treat it asthen treat it as
a Plot Point result of “None” and move on. The random results a Plot Point result of “None” and move on. The random results generated by Thegenerated by The
 Adventure Crafter are meant to inspire your creativi Adventure Crafter are meant to inspire your creativityty, not stifle them, so whenever, not stifle them, so whenever
you feel you have run into a you feel you have run into a wall ignore the result for the good of twall ignore the result for the good of the Adventure.he Adventure.

Plot Points Table ReductionPlot Points Table Reduction

The Plot Points TThe Plot Points Table is big. Really big. able is big. Really big. It spans 22 pages with a It spans 22 pages with a total of 184total of 184
Plot Points, each with a description. The dPlot Points, each with a description. The descriptions of each Plot escriptions of each Plot Point will bePoint will be
helpful to explain what the title helpful to explain what the title of the Plot Point means and give you guidanceof the Plot Point means and give you guidance
in how to interpret in how to interpret the answer. After some usage, however, you’the answer. After some usage, however, you’ll get used ll get used to theto the
various Plot Points and you’ll read the descriptions less and various Plot Points and you’ll read the descriptions less and less and rely more less and rely more andand
more on the titles alone.more on the titles alone.

To make rolling on the Plot Points Table faster and easier, at the very end ofTo make rolling on the Plot Points Table faster and easier, at the very end of
the pages of tables (starting on page 56) you will find a reduced version of thethe pages of tables (starting on page 56) you will find a reduced version of the
table. This table, which spans only 4 pages, lists just table. This table, which spans only 4 pages, lists just the titles of each the titles of each Plot PointPlot Point
and the numbers needed to roll them.and the numbers needed to roll them.
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Plot Points TablePlot Points Table
PPLLOOT  T  PPOOIINNTT AACCTTIIOONN TTEENNSSIIOONN MMYYSSTTEERRYY SSOOCCIIAALL PPEERRSSOONNAALL

CONCLUSION:CONCLUSION: If  If this Turning Point is currently a Plotlinethis Turning Point is currently a Plotline
DevelopmenDevelopment, then t, then it becomes a it becomes a Plotline ConclusionPlotline Conclusion. Incorporate. Incorporate
anything necessaanything necessary into this Turning Point ry into this Turning Point to end this Plotline andto end this Plotline and
remove it from the Plotlines List. If remove it from the Plotlines List. If this Turning Point is a this Turning Point is a New PlotlineNew Plotline
or already a Conclusion, then consider this Plot Point a or already a Conclusion, then consider this Plot Point a None.None.

11--88 11--88 11--88 11--88 11--88

NONE:NONE: Leave this Plot Point blank and go on t Leave this Plot Point blank and go on to the next Plot Point,o the next Plot Point,
unless it would leave you with fewer than unless it would leave you with fewer than 2 Plot Points in 2 Plot Points in this Turningthis Turning
Point, in which case re-roll.Point, in which case re-roll.

99--2244 99--2244 99--2244 99--2244 99--2244

INTO THE UNKNOWN:INTO THE UNKNOWN: This Turning  This Turning Point involves CharactersPoint involves Characters
entering a situation with unknown factors. To know entering a situation with unknown factors. To know the unknown, youthe unknown, you
have to commit to it. For instance, a magic portal where there is nohave to commit to it. For instance, a magic portal where there is no
way of knowing what’s on the other side except by walking through it.way of knowing what’s on the other side except by walking through it.
Or, you discover a machine that is very powerful but you have no ideaOr, you discover a machine that is very powerful but you have no idea
what it does, except if you turn it on. The only way what it does, except if you turn it on. The only way to discover theto discover the
unknown is to engage it, when it will be too late if unknown is to engage it, when it will be too late if you regret it.you regret it.

-- 2255--2266 2255--2266 -- --

 A CHARACTER IS ATTACKED IN A NON-LETHAL WAY: A CHARACTER IS ATTACKED IN A NON-LETHAL WAY: A A
Character is attacked, but the assailant will not attack to kill.Character is attacked, but the assailant will not attack to kill.

2255--2266 -- -- -- --

 A NEE A NEEDED REDED RESOURCE SOURCE RUNS ORUNS OUT:UT: A resource a Character A resource a Character
needs has run out. The lack needs has run out. The lack will cause problems. For instance,will cause problems. For instance,
traveling a dinosaur filled jungle and running out of traveling a dinosaur filled jungle and running out of ammunition.ammunition.

-- 2277 -- -- --

USEFUL INFORMATION FROM AN UNKNOWN SOURCE:USEFUL INFORMATION FROM AN UNKNOWN SOURCE:  A A
Character receives useful information from an anonymous source.Character receives useful information from an anonymous source.
Perhaps a note is found laying on your doorstep, or an emailPerhaps a note is found laying on your doorstep, or an email
appears in your inbox with a photo that reveals something to theappears in your inbox with a photo that reveals something to the
Character. Whatever the information is, it should impact the Plotline.Character. Whatever the information is, it should impact the Plotline.

-- -- 2277--2288 -- --

IMPENDING DOOM:IMPENDING DOOM: Something terrible is going to happen, and Something terrible is going to happen, and
it is approaching. For instance, an enemy army is advancing toit is approaching. For instance, an enemy army is advancing to
invade and will be at the borders in a invade and will be at the borders in a week.week.

-- 2288 -- -- --

OUTCAST:OUTCAST: A Character is considered an outcast by other A Character is considered an outcast by other
Characters for some reason. Maybe the Character is part of anCharacters for some reason. Maybe the Character is part of an
ethnic group that is disliked in the area, or perhaps the Characterethnic group that is disliked in the area, or perhaps the Character
is popularly believed to be the perpetrator of a heinous crime.is popularly believed to be the perpetrator of a heinous crime.

-- -- -- 2255--2266 --

PERSUASION:PERSUASION: A Character tries  A Character tries to persuade another Characterto persuade another Character
to do something. This persuasion can take many forms, fromto do something. This persuasion can take many forms, from
pleading with them to pleading with them to threatening them, for instance.threatening them, for instance.

-- -- -- -- 2255--2266

 A MOTI A MOTIVE FREVE FREE CRIME CRIME:E: A crime is committed either in this A crime is committed either in this
Turning Point or is learned about in this Turning Point, with noTurning Point or is learned about in this Turning Point, with no
clear reason why the crime was clear reason why the crime was committed. Maybe someone wascommitted. Maybe someone was
murdered for no obvious reason, or a building was broken intomurdered for no obvious reason, or a building was broken into
with nothing stolen.with nothing stolen.

-- 2299 2299--3300 -- --
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Plot Points TablePlot Points Table
PPLLOOT  T  PPOOIINNTT AACCTTIIOONN TTEENNSSIIOONN MMYYSSTTEERRYY SSOOCCIIAALL PPEERRSSOONNAALL

COLLATERAL DAMAGE:COLLATERAL DAMAGE: Whatever is going on in this Turning Whatever is going on in this Turning
Point, the activity will spill over from the focus of that activity toPoint, the activity will spill over from the focus of that activity to
things around it. This is things around it. This is particularly true for damaging events.particularly true for damaging events.
For instance, a superhero defeats a For instance, a superhero defeats a villain in a downtown brawl,villain in a downtown brawl,
but doing significant damage to the buildings around them in thebut doing significant damage to the buildings around them in the
process. The collateral damage does not have to be physical. Forprocess. The collateral damage does not have to be physical. For
instance, it could be the legal fallout from a major court decision.instance, it could be the legal fallout from a major court decision.

2277 3300 -- -- --

SHADY PLACES:SHADY PLACES: This Turning Point involves a  This Turning Point involves a location that islocation that is
less than legitimate, such as a back alley where drug deals areless than legitimate, such as a back alley where drug deals are
commonly transacted or a secret gambling hall in a bar.commonly transacted or a secret gambling hall in a bar.

-- 3311--3322 -- -- --

 A CHARACTER IS ATTACKED IN A LETHAL WAY: A CHARACTER IS ATTACKED IN A LETHAL WAY: An An
assailant is trying to kill a Character.assailant is trying to kill a Character.

2288--2299 -- -- -- --

DO IT, OR ELSE:DO IT, OR ELSE: A Character is being given a task, and  A Character is being given a task, and is beingis being
pressured into completing the task with a threat. For instance, apressured into completing the task with a threat. For instance, a
spy is forcing a diplomat to hand over tspy is forcing a diplomat to hand over technology secreechnology secrets or hets or he
will expose the diplomat’s illegal activities and send him to jail. Ofwill expose the diplomat’s illegal activities and send him to jail. Of
course, probably the most common form of this Plot Point is “Docourse, probably the most common form of this Plot Point is “Do
this or I will kill you”.this or I will kill you”.

-- 3333 -- -- 2277

REMOTE LOCATION:REMOTE LOCATION: This Turning Point involves a  This Turning Point involves a remoteremote
location, such as a cave or a cabin in the woods.location, such as a cave or a cabin in the woods.

-- 3344 -- -- --

 AMBUSH: AMBUSH: Whatever is happening in t Whatever is happening in this Turning Point involveshis Turning Point involves
sudden action at an sudden action at an unexpected time.unexpected time.

3300--3311 -- -- -- --

SOLD!:SOLD!: This Turning Point involves a sale of some kind. Maybe This Turning Point involves a sale of some kind. Maybe
goods are being sold, or information is being bought. Whatever isgoods are being sold, or information is being bought. Whatever is
happening, goods and money are exchanging hands.happening, goods and money are exchanging hands.

-- -- -- 2277--2288 --

CATASTROPHE:CATASTROPHE: Just about the worst  Just about the worst thing that can happenthing that can happen
does happen, and it does happen, and it happens spectacularly and with muchhappens spectacularly and with much
action. This could be the impregnable fortress that gets sacked,action. This could be the impregnable fortress that gets sacked,
the unstoppable superhero who gets defeated, the unstoppable superhero who gets defeated, the unsinkablethe unsinkable
ship that starts to sink.ship that starts to sink.

3322 3355 -- -- --

GRISLY TONE:GRISLY TONE: Whatever is going on in this Turning Point, the Whatever is going on in this Turning Point, the
tone of it is grisly, something that causes horror or disgust. Fortone of it is grisly, something that causes horror or disgust. For
instance, if a note is discovered with a grisly tone it may be smearedinstance, if a note is discovered with a grisly tone it may be smeared
in blood or be accompanied by a severed hand.in blood or be accompanied by a severed hand.

-- 3366 -- -- --

CHARACTER HAS A CLEVER IDEA:CHARACTER HAS A CLEVER IDEA: A Character has an idea A Character has an idea
that has an impact on this Turning Point. For instance, the con manthat has an impact on this Turning Point. For instance, the con man
speaks up and just happens to know a secret way speaks up and just happens to know a secret way through thethrough the
sewers into the walled city.sewers into the walled city.

3333 -- -- -- --
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Plot Points TablePlot Points Table
PPLLOOT  T  PPOOIINNTT AACCTTIIOONN TTEENNSSIIOONN MMYYSSTTEERRYY SSOOCCIIAALL PPEERRSSOONNAALL

SOMETHING IS GETTING AWAY:SOMETHING IS GETTING AWAY: This Turning Point involves This Turning Point involves
a time limit where, at the a time limit where, at the end of it, something will get away. end of it, something will get away. ForFor
instance, a ship carrying a magic artifact is about to instance, a ship carrying a magic artifact is about to leave theleave the
dock and a Character has to fight dock and a Character has to fight their way through a pack oftheir way through a pack of
armed goons to board the armed goons to board the ship before it sets sail.ship before it sets sail.

3344 3377 -- -- --

RETALIATION:RETALIATION: Whatever is happening in this Turning Point, it Whatever is happening in this Turning Point, it
involves an element of retaliation or revenge.involves an element of retaliation or revenge.

-- 3388--3399 -- 2299--3300 2288

 A CHARACTER DISAPPEARS: A CHARACTER DISAPPEARS: A Character is nowhere to be A Character is nowhere to be
found. Whether there is evidence or not as to what happened tofound. Whether there is evidence or not as to what happened to
the Character is up to you depending on the other Plot Pointsthe Character is up to you depending on the other Plot Points
involved in this Turning Point.involved in this Turning Point.

-- 4400 3311--3322 -- --

HUNTED:HUNTED: A Character is being hunted by someone or something A Character is being hunted by someone or something
that is not strictly legitimate. In other words, as opposed tthat is not strictly legitimate. In other words, as opposed to Wantedo Wanted
By The Law, Hunted may mean a hit man By The Law, Hunted may mean a hit man is pursuing a Characteris pursuing a Character
to fulfill a mafia contract on them, or a to fulfill a mafia contract on them, or a ghost may be after aghost may be after a
Character. The hunter doesn’t have to be Character. The hunter doesn’t have to be seeking to kill.seeking to kill.

3355--3366 4411 -- -- --

 A HIGH ENERGY GATHERING: A HIGH ENERGY GATHERING: This Turning Point involves a This Turning Point involves a
social gathering with a great deal of energy or activity. This couldsocial gathering with a great deal of energy or activity. This could
be a busy nightclub, a loud party, or be a busy nightclub, a loud party, or a sporting event, for instance.a sporting event, for instance.

-- -- -- 3311 --

 A RARE OR UNIQUE SOCIAL GATHERING: A RARE OR UNIQUE SOCIAL GATHERING: This is a social This is a social
gathering for a specific and gathering for a specific and rare purpose. Examples would includerare purpose. Examples would include
funerals or a wedding.funerals or a wedding.

-- -- -- 3322 --

BAD DECISION:BAD DECISION: A decision a Character made has turned out A decision a Character made has turned out
to be a very bad one. This can be a decision made earlier in theto be a very bad one. This can be a decision made earlier in the
Adventure, or it can be something from before the Adventure.Adventure, or it can be something from before the Adventure.
This earlier decision may not have seemed like a bad one at theThis earlier decision may not have seemed like a bad one at the
time, but it has turned out to be bad, either for the Character, fortime, but it has turned out to be bad, either for the Character, for
others, or both. For instance, maybe a ship’s captain decided toothers, or both. For instance, maybe a ship’s captain decided to
investigate a distress beacon in deep space, only to find it’s ainvestigate a distress beacon in deep space, only to find it’s a
trap laid by pirates.trap laid by pirates.

-- 4422 -- -- 2299

THIS ISN’T WORKING:THIS ISN’T WORKING: Something that is supposed to be Something that is supposed to be
working is not for working is not for some reason, causing a problem. For some reason, causing a problem. For instance,instance,
a binding spell is failing to hold a demon, or a binding spell is failing to hold a demon, or a crime boss isa crime boss is
delivering stolen goods through a shipping port that is supposed todelivering stolen goods through a shipping port that is supposed to
be secure but turns out to be swarming with police. Whatever isn’tbe secure but turns out to be swarming with police. Whatever isn’t
working is something that was working is something that was assumed would work.assumed would work.

-- -- 3333 -- --

DISTRACTION:DISTRACTION: A Character is distracted in this Turning Point A Character is distracted in this Turning Point
in such a way that it impacts events. For instance, before a villainin such a way that it impacts events. For instance, before a villain
delivers his killing blow he’s distracted by an image of his lost love,delivers his killing blow he’s distracted by an image of his lost love,
giving the hero time to escape.giving the hero time to escape.

3377 -- -- -- --
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Plot Points TablePlot Points Table
PPLLOOT  T  PPOOIINNTT AACCTTIIOONN TTEENNSSIIOONN MMYYSSTTEERRYY SSOOCCIIAALL PPEERRSSOONNAALL

ILL WILL:ILL WILL: A Character harbors ill will toward another Character for A Character harbors ill will toward another Character for
some reason. The animosity should be deep some reason. The animosity should be deep seated and color theseated and color the
Character’s reactions when it comes to the Character’s reactions when it comes to the unliked Character. Theunliked Character. The
dislike may be reciprocated or not.dislike may be reciprocated or not.

-- -- -- -- 3300--3311

 AN ORGANIZATION: AN ORGANIZATION: This Turning Point involves an organization This Turning Point involves an organization
of some kind. This can be an organization already in the Charactersof some kind. This can be an organization already in the Characters
List or not. List or not. Whatever is happening in this Turning Point, theWhatever is happening in this Turning Point, the
organization is formally involved in some way. For organization is formally involved in some way. For instance, a crimeinstance, a crime
has been committed and a local guild had knowledge of it has been committed and a local guild had knowledge of it andand
covered it up to protect its own covered it up to protect its own interests.interests.

-- -- -- 3333--3344 --

WANTED BY THE LAW:WANTED BY THE LAW: A Character is wanted for a  A Character is wanted for a crime. Itcrime. It
doesn’t matter if they actually did the crime, but the law doesn’t matter if they actually did the crime, but the law is afteris after
them as the main suspect either way.them as the main suspect either way.

-- 4433 -- -- 3322--3333

 A RESO A RESOURCE DURCE DISAPPEISAPPEARS:ARS: An important object or resource is An important object or resource is
stolen by an unknown thief. The resource should be something eitherstolen by an unknown thief. The resource should be something either
useful to a Character, or useful to a Character, or it should pertain to tit should pertain to the Plotline in question.he Plotline in question.

-- -- 3344--3355 -- --

IT IS YOUR DUTY:IT IS YOUR DUTY: A Character is charged with carrying out a A Character is charged with carrying out a
duty. This should be something that the Character has little choiceduty. This should be something that the Character has little choice
in the matter, whether they want to do it or not. Whoever the dutyin the matter, whether they want to do it or not. Whoever the duty
is coming from, that source has authority over the Character.is coming from, that source has authority over the Character.
For instance, a soldier wants to join in the pivotal battle but hisFor instance, a soldier wants to join in the pivotal battle but his
commander gives him the duty of guarding the fortress gate instead.commander gives him the duty of guarding the fortress gate instead.

-- -- -- -- 3344--3355

FORTUITOUS FIND:FORTUITOUS FIND: A Character runs across  A Character runs across something verysomething very
useful for resolving the Plotline. This may be useful for resolving the Plotline. This may be a piece of a piece of information,information,
a useful tool, a resource that is needed, a person who can help,a useful tool, a resource that is needed, a person who can help,
etc. Whatever it is, it’s the right thing at etc. Whatever it is, it’s the right thing at the right time, and it fallsthe right time, and it falls
into the Character’s lap.into the Character’s lap.

-- -- 3366 -- --

CHARACTER CONNECTION SEVERED:CHARACTER CONNECTION SEVERED: A Character who has A Character who has
a connection with another Character severs that connection. Thisa connection with another Character severs that connection. This
can happen for any of a number of can happen for any of a number of reasons, from the Characterreasons, from the Character
dropping out of the story to dropping out of the story to the Character getting angry at thethe Character getting angry at the
other Character for something. The severed connection does notother Character for something. The severed connection does not
have to be permanent.have to be permanent.

-- -- -- -- 3366--3377

 ALL IS REVEALED!: ALL IS REVEALED!: A source in this Turning Point gives a lot of A source in this Turning Point gives a lot of
detail about something. For instance, a guard is captured and tellsdetail about something. For instance, a guard is captured and tells
where the king has hidden twhere the king has hidden the Sacred Scrolls.he Sacred Scrolls.

-- -- 3377 -- --

HUMILIATION:HUMILIATION: This Turning Point involves a Character being This Turning Point involves a Character being
humiliated or facing humiliation. Whatever is happening, it shouldhumiliated or facing humiliation. Whatever is happening, it should
be something deeply embarrassing to the Character. For instance, abe something deeply embarrassing to the Character. For instance, a
member of an unpopular community is being bullied and mocked, ormember of an unpopular community is being bullied and mocked, or
a public figure has something personal publicly exposed.a public figure has something personal publicly exposed.

-- -- -- -- 3388
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PEOPLE BEHAVING BADLY:PEOPLE BEHAVING BADLY: This Turning  This Turning Point involves someonePoint involves someone
behaving in a socially unacceptable way. For example, a group behaving in a socially unacceptable way. For example, a group ofof
drunks throwing bottles, or a heckler in a crowd yelling at a speaker.drunks throwing bottles, or a heckler in a crowd yelling at a speaker.

-- -- -- 3355 --

USEFUL INFORMATION FROM A KNOWN SOURCE:USEFUL INFORMATION FROM A KNOWN SOURCE: A A
Character acquires useful informCharacter acquires useful information from a ation from a known source. Forknown source. For
instance, a detective investigating a homicide gets a tip instance, a detective investigating a homicide gets a tip from anfrom an
informant she sometimes uses, giving her a clue.informant she sometimes uses, giving her a clue.

-- -- 3388--3399 -- --

CRYPTIC INFORMATION FROM A KNOWN SOURCE:CRYPTIC INFORMATION FROM A KNOWN SOURCE:  A A
Character acquires information that is not immediately useful fromCharacter acquires information that is not immediately useful from
a known source. The information is cryptic, a known source. The information is cryptic, the Character doesn’tthe Character doesn’t
know what it know what it means. For instance, a crewmember leaves behind ameans. For instance, a crewmember leaves behind a
note to be found that simply says, “Kraton,” where the Characternote to be found that simply says, “Kraton,” where the Character
receiving the note has no idea what “Kraton” is.receiving the note has no idea what “Kraton” is.

-- -- 4400 -- --

LIE DISCOVERED:LIE DISCOVERED: This Turning Point involves the discovery of This Turning Point involves the discovery of
a lie. The lie could have happened within this Turning Point, or ita lie. The lie could have happened within this Turning Point, or it
could have happened earlier in the Adventure or could have happened earlier in the Adventure or even before theeven before the
Adventure. For instance, Characters may learn that the Adventure. For instance, Characters may learn that the detectivedetective
did not destroy the cult artifact like he said he did not destroy the cult artifact like he said he did, but instead tookdid, but instead took
it home to try and it home to try and summon the Beast From Beyond.summon the Beast From Beyond.

-- -- 4411--4422 -- --

 A CHARACTER IS ATTACKED TO ABDUCT: A CHARACTER IS ATTACKED TO ABDUCT: An assailant is An assailant is
attempting to abduct a Character.attempting to abduct a Character.

3388--3399 -- -- -- --

SOMETHING EXOTIC:SOMETHING EXOTIC: Whatever is happening in this  Whatever is happening in this TurningTurning
Point it involves an unusual or exotic Point it involves an unusual or exotic element. For instance, if theelement. For instance, if the
Turning Point is about someone being attTurning Point is about someone being attacked by an assassin,acked by an assassin,
the assassin may have a very unusual identity or mode of attackthe assassin may have a very unusual identity or mode of attack
(maybe he’s disguised as a clown and attacks with exploding(maybe he’s disguised as a clown and attacks with exploding
balloons, or he is a martial artist with fantastic moves).balloons, or he is a martial artist with fantastic moves).

4400 4444 4433 -- --

IMMEDIATELY:IMMEDIATELY: Immediate action is  Immediate action is required in this Turning Point,required in this Turning Point,
whatever is going on. For whatever is going on. For instance, if this Turning Point involvesinstance, if this Turning Point involves
engine failure on a starship, the engine failure on a starship, the Character doesn’t have days toCharacter doesn’t have days to
resolve the issue, he may only have an resolve the issue, he may only have an hour. Whatever is going on,hour. Whatever is going on,
it requires immediate action.it requires immediate action.

4411--4422 4455 -- -- --

FAME:FAME: Whatever is happening in this Turning Point involves Whatever is happening in this Turning Point involves
someone famous to some someone famous to some extent. This doesn’t necessarily meanextent. This doesn’t necessarily mean
that a famous Character is Invoked, just that the Turning Point hasthat a famous Character is Invoked, just that the Turning Point has
some connection to fame. For instance, if this some connection to fame. For instance, if this Turning Point involvesTurning Point involves
learning a secret about another Character, you may learn tlearning a secret about another Character, you may learn that theyhat they
were once a member of were once a member of a famous superhero group decades ago.a famous superhero group decades ago.

-- -- -- 3366 --
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CHASE:CHASE: This Turning Point involves a  This Turning Point involves a chase, where one Characterchase, where one Character
is pursuing another.is pursuing another.

4433--4444 -- -- -- --

BETRAYAL!:BETRAYAL!: A Character, who was thought to be an ally or to A Character, who was thought to be an ally or to
be benign, turns on another Character. This can be a fundamentalbe benign, turns on another Character. This can be a fundamental
betrayal, such as they are actually on opposing sides, or it can be abetrayal, such as they are actually on opposing sides, or it can be a
momentary betrayal, such as attacking someone out of a fit of anger.momentary betrayal, such as attacking someone out of a fit of anger.

-- 4466 -- -- 3399--4400

 A CRIME IS COMMITTED: A CRIME IS COMMITTED: A crime is committed either in this A crime is committed either in this
Turning Point or is learned about Turning Point or is learned about in this Turning Point.in this Turning Point.

-- -- 4444--4455 -- --

 A CHARACTER IS INCAPACITATED: A CHARACTER IS INCAPACITATED: A Character is rendered A Character is rendered
out of commission for some out of commission for some reason. Perhaps they are woundedreason. Perhaps they are wounded
badly, they lose their powers, badly, they lose their powers, are trapped somewhere, etc.are trapped somewhere, etc.

-- 4477 -- -- 4411--4422

IT’S A SECRET:IT’S A SECRET: This Turning Point involves an activity that is  This Turning Point involves an activity that is done indone in
secret, such as smuggling or embezzlement. The activity doesn’t havesecret, such as smuggling or embezzlement. The activity doesn’t have
to be illegal, but whatever it is, it is something hidden or being doneto be illegal, but whatever it is, it is something hidden or being done
behind an otherwise legitimate front. For instance, a fast behind an otherwise legitimate front. For instance, a fast food chain isfood chain is
using it’s delivery trucks to smuggle drugs across the using it’s delivery trucks to smuggle drugs across the border.border.

-- -- 4466--4477 -- --

SOMETHING LOST HAS BEEN FOUND:SOMETHING LOST HAS BEEN FOUND: Something that has Something that has
been lost turns up in this Turning Point. The thing could have beenbeen lost turns up in this Turning Point. The thing could have been
lost in this Adventure or before. It can be an lost in this Adventure or before. It can be an object, a person,object, a person,
or anything. For instance, a ring of power suddenly turns up in aor anything. For instance, a ring of power suddenly turns up in a
creek bed, or a Character who disappeared early in the Adventurecreek bed, or a Character who disappeared early in the Adventure
suddenly makes a suddenly makes a reappearance.reappearance.

-- -- 4488 -- --

SCAPEGOAT:SCAPEGOAT: This Turning Point involves an innocent Character This Turning Point involves an innocent Character
accused of wrongdoing to throw suspicion off of the real culprit.accused of wrongdoing to throw suspicion off of the real culprit.
For instance, the woman who took all the ammo blames theFor instance, the woman who took all the ammo blames the
newcomer to the zombie survivalist group, or the mayor of the littlenewcomer to the zombie survivalist group, or the mayor of the little
New England town blames the practitioners of a religion for theNew England town blames the practitioners of a religion for the
bizarre events going on when he is actually at fault.bizarre events going on when he is actually at fault.

-- -- -- 3377 --

NOWHERE TO RUN:NOWHERE TO RUN: A Character faces a peril with no means A Character faces a peril with no means
to escape.to escape.

-- 4488 -- -- --

 AT NIGHT: AT NIGHT: This Turning Point takes place at night. This Turning Point takes place at night. -- 4499--5500 -- -- --

THE OBSERVER:THE OBSERVER: Whatever is happening in this Turning Point Whatever is happening in this Turning Point
that is presumed to be private from someone, is actually beingthat is presumed to be private from someone, is actually being
witnessed or observed. The observed are not aware of thiswitnessed or observed. The observed are not aware of this
observer. For instance, two enemy generals are meeting in secret toobserver. For instance, two enemy generals are meeting in secret to
form an alliance and betray their respective kings, but the meeting isform an alliance and betray their respective kings, but the meeting is
observed by a princess who knows exactly what it means.observed by a princess who knows exactly what it means.

-- -- 4499 3388 4433
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ESCAPE:ESCAPE: This Turning Point involves an escape of some sort. For This Turning Point involves an escape of some sort. For
instance, a Character who was captured by instance, a Character who was captured by brigands in an earlierbrigands in an earlier
Turning Point manages to slip away from his captors and escapeTurning Point manages to slip away from his captors and escape
into the forest.into the forest.

4455--4466 -- -- -- --

 A SECRET WEAPON: A SECRET WEAPON: This Turning Point involves the reveal of a This Turning Point involves the reveal of a
secret weapon in possession by a Character. This secret weapon in possession by a Character. This weapon shouldweapon should
be significant enough to sway the balance of power or to otherwisebe significant enough to sway the balance of power or to otherwise
require a solution to resolve. For instance, the motley band of orcsrequire a solution to resolve. For instance, the motley band of orcs
is unexpectedly backed by a is unexpectedly backed by a large ogre whose aid tlarge ogre whose aid they enlisted.hey enlisted.
Or, the galactic empire unveils a Or, the galactic empire unveils a new, planet-busting warship thatnew, planet-busting warship that
changes everythingchanges everything

-- 5511 5500 -- --

HEAVILY GUARDED:HEAVILY GUARDED: This Turning Point involves entering This Turning Point involves entering
a heavily guarded and dangerous location. For a heavily guarded and dangerous location. For instance, thisinstance, this
could be needing to infiltrate a high tech security facility to stealcould be needing to infiltrate a high tech security facility to steal
information, or breaking into the information, or breaking into the necromancenecromancers lair full of rs lair full of guardianguardian
zombies to destroy his magic zombies to destroy his magic crystal.crystal.

4477--4488 5522 -- -- --

RESCUE:RESCUE: A Character needs to be rescued in this Turning Point. A Character needs to be rescued in this Turning Point. 4499--5500 -- -- -- --

LIAR!:LIAR!: This Turning Point involves an active  This Turning Point involves an active lie. The lie is beinglie. The lie is being
committed in this Turning Point. Something someone said orcommitted in this Turning Point. Something someone said or
claimed is false. For instance, a claimed is false. For instance, a vampire lord claims he knowsvampire lord claims he knows
nothing of a magic book, when actually he is seeking it himself. Thenothing of a magic book, when actually he is seeking it himself. The
lie may or may not be detected in lie may or may not be detected in this Turning Point.this Turning Point.

-- -- 5511--5522 3399 --

HOME SWEET HOME:HOME SWEET HOME: This Turning Point takes place in the This Turning Point takes place in the
private home of a private home of a Character.Character.

-- -- -- -- 4444--4455

 A CHARACTER ACTS OU A CHARACTER ACTS OUT OF CHARACTER:T OF CHARACTER: A Character does A Character does
something that runs counter to that Character’s perceived goalssomething that runs counter to that Character’s perceived goals
or personality. The action may seem at odds to how they’ve beenor personality. The action may seem at odds to how they’ve been
acting (such as a trusted member of a team sabotaging a crucialacting (such as a trusted member of a team sabotaging a crucial
resource) or the action is vague with no discernible purpose (suchresource) or the action is vague with no discernible purpose (such
as a Character meeting with an unknown person in secret).as a Character meeting with an unknown person in secret).

-- -- 5533 -- --

HEADQUARTERS:HEADQUARTERS: A setting in this Turning Point is a Character’s A setting in this Turning Point is a Character’s
main headquarters. For instancemain headquarters. For instance, it may be the ritzy , it may be the ritzy bar where thebar where the
mob boss runs his empire, or mob boss runs his empire, or the wizard’s wilderness tower.the wizard’s wilderness tower.

-- -- -- 4400--4411 4466

PHYSICAL CONTEST OF SKILLS:PHYSICAL CONTEST OF SKILLS: This Turning Point involves This Turning Point involves
Characters squaring off against each other in Characters squaring off against each other in a physical contest ofa physical contest of
skills. This can be anything such as skills. This can be anything such as combat, a sporting event, combat, a sporting event, duel,duel,
arm wrestling contest, etc.arm wrestling contest, etc.

5511--5522 -- -- -- --

DEAD:DEAD: A Character is dead. This can either be expected or A Character is dead. This can either be expected or
unexpected, but whatever the unexpected, but whatever the circumstanccircumstances, this Turning es, this Turning PointPoint
involves a dead Character.involves a dead Character.

-- 5533 5544 -- --
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 A COMMON SOCIAL GATHERING: A COMMON SOCIAL GATHERING: This Turning Point involves This Turning Point involves
a social gathering. This can be a social gathering. This can be any gathering of people, gany gathering of people, generallyenerally
for a common purpose, such as gathering for dinner at a homefor a common purpose, such as gathering for dinner at a home
or restaurant, or an afternoon at a mall. or restaurant, or an afternoon at a mall. The social gathering itselfThe social gathering itself
should be considered of a should be considered of a mundane nature, although what elsemundane nature, although what else
transpires at the gathering doesn’t transpires at the gathering doesn’t necessarinecessarily have to ly have to be.be.

-- -- -- 4422--4433 --

LIGHT URBAN SETTING:LIGHT URBAN SETTING: This Turning Point takes place in a light This Turning Point takes place in a light
urban setting, such as a small town or village.urban setting, such as a small town or village.

-- -- -- 4444--4455 --

MYSTERY SOLVED:MYSTERY SOLVED: A mystery is solved. This can be a large, A mystery is solved. This can be a large,
unanswered question in the Adventure or something minor, butunanswered question in the Adventure or something minor, but
it is not a Plotline resolved unless this Turning Point is also ait is not a Plotline resolved unless this Turning Point is also a
Plotline Conclusion. A Mystery Solved could be any number ofPlotline Conclusion. A Mystery Solved could be any number of
things, from finally figuring out what a device does to locating thethings, from finally figuring out what a device does to locating the
missing Chancellor.missing Chancellor.

-- -- 5555--5566 -- --

 A WORK RELATED GATHERING: A WORK RELATED GATHERING: This is a social gathering This is a social gathering
that involves professionals or workers. The gathering itself maythat involves professionals or workers. The gathering itself may
or may not or may not involve their actual work. For instance, police officersinvolve their actual work. For instance, police officers
gathering at a “cop bar” gathering at a “cop bar” or a team of super heroes gathering ator a team of super heroes gathering at
their headquarters would both count.their headquarters would both count.

-- -- -- 4466--4477 --

FAMILY MATTERS:FAMILY MATTERS: This Turning Point involves a  This Turning Point involves a family memberfamily member
or members of a or members of a Character. For instance, an occult investigatorCharacter. For instance, an occult investigator
is about to head off on is about to head off on a mission when his sister unexpectedlya mission when his sister unexpectedly
appears on his doorstep, or one of the Characters has an uncleappears on his doorstep, or one of the Characters has an uncle
who is a feudal lord and is who is a feudal lord and is summoning them for their help insummoning them for their help in
defending his land because no one else will defending his land because no one else will stand by him.stand by him.

-- -- -- -- 4477--4488

SECRET INFORMATION LEAKED:SECRET INFORMATION LEAKED: Information that should Information that should
not have gotten into the wrong hands has. For instance, outlawsnot have gotten into the wrong hands has. For instance, outlaws
always seem to know when always seem to know when the stagecoach is coming throughthe stagecoach is coming through
Gateway Gulch with the railroad payroll. How are they finding out?Gateway Gulch with the railroad payroll. How are they finding out?
Or, an enemy spy Or, an enemy spy has learned of the realm’s secret has learned of the realm’s secret military plans.military plans.

-- -- 5577 -- --

SUSPICION:SUSPICION: This Turning Point involves a  This Turning Point involves a Character beingCharacter being
suspicious of another Character for some reason. For instance, asuspicious of another Character for some reason. For instance, a
beloved leader on a space beloved leader on a space station is murdered and station is murdered and suddenly everysuddenly every
newcomer on board is viewed with newcomer on board is viewed with suspicion.suspicion.

-- 5544 5588--5599 4488 --

LOSE LOSE:LOSE LOSE: This Turning Point involves a choice where both  This Turning Point involves a choice where both oror
all options are bad in some way.all options are bad in some way.

-- 5555 -- -- --

 A FIG A FIGURE FRURE FROM THE OM THE PAST:PAST: A new Character joins the A new Character joins the
Adventure, someone from a Character’s past. This Plot Point Adventure, someone from a Character’s past. This Plot Point requiresrequires
a new Character to be added to ta new Character to be added to the Characters List and Invoked.he Characters List and Invoked.

-- -- -- -- 4499
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MASS BATTLE:MASS BATTLE: This Turning Point involves a combat  This Turning Point involves a combat betweenbetween
many combatants. This can be a throw down between two teamsmany combatants. This can be a throw down between two teams
or a battle in a or a battle in a war, for instance.war, for instance.

5533--5544 -- -- -- --

OUT IN THE OPEN:OUT IN THE OPEN: Whatever is happening in this  Whatever is happening in this TurningTurning
Point, it is happening out in the open for all Point, it is happening out in the open for all to see. For instance, ato see. For instance, a
Character is attacked at a public festival in the middle of the Character is attacked at a public festival in the middle of the day,day,
or, something a Character is doing that they thought is private isor, something a Character is doing that they thought is private is
actually being filmed and viewed by actually being filmed and viewed by others.others.

-- 5566 -- -- --

EVIDENCE:EVIDENCE: A Character finds something that helps settle an A Character finds something that helps settle an
existing question. For instance, the gun that existing question. For instance, the gun that killed a victim is killed a victim is foundfound
stashed under a suspect’s bed.stashed under a suspect’s bed.

-- -- 6600--6611 -- --

 A CHARACTER IS DIMINISHED: A CHARACTER IS DIMINISHED: A Character is reduced A Character is reduced
in some way that in some way that makes them less effective. Perhaps they aremakes them less effective. Perhaps they are
wounded, or their energy is low, or they lose some authority, etc.wounded, or their energy is low, or they lose some authority, etc.
The Character is not entirely powerless, but loses a The Character is not entirely powerless, but loses a significantsignificant
portion of their power or utility.portion of their power or utility.

-- 5577--5588 -- -- 5500--5511

THE PLOT THICKENS:THE PLOT THICKENS: A promising lead or clue to solving A promising lead or clue to solving
an open question turns out to be a dead end. For instance,an open question turns out to be a dead end. For instance,
Characters follow through on a tip to go to a warehouse to findCharacters follow through on a tip to go to a warehouse to find
an abducted heiress, but instead of finding a nest of bad guysan abducted heiress, but instead of finding a nest of bad guys
they just find an empty building.they just find an empty building.

-- -- 6622--6633 -- --

ENEMIES:ENEMIES: This Turning Point involves enemies of a  This Turning Point involves enemies of a Character.Character.
Whatever activity is going on in Whatever activity is going on in this Turning Point, those enemiesthis Turning Point, those enemies
play an important role.play an important role.

-- 5599 -- 4499 5522--5533

DUBIOUS RATIONALE:DUBIOUS RATIONALE: A Character does something that is in A Character does something that is in
keeping with their Character, but the keeping with their Character, but the action could also have beenaction could also have been
for another reason and it for another reason and it is not clear which reason the is not clear which reason the CharacterCharacter
acted on. For instance, the CEO goes into his office late at night,acted on. For instance, the CEO goes into his office late at night,
as he sometimes does, on as he sometimes does, on the same night another executive isthe same night another executive is
murdered. The action should seem innocent, except for othermurdered. The action should seem innocent, except for other
events or information that cast doubt on it.events or information that cast doubt on it.

-- -- 6644 -- --

MENACING TONE:MENACING TONE: This Turning Point involves a menacing tone of This Turning Point involves a menacing tone of
some kind. For instance, one Character may be threatening anothersome kind. For instance, one Character may be threatening another
Character, or a villain may be gloating over a captured opponent.Character, or a villain may be gloating over a captured opponent.

-- 6600 -- -- --

 A CRUCIAL LIFE SUPPORT SYSTEM BEGINS TO FAIL: A CRUCIAL LIFE SUPPORT SYSTEM BEGINS TO FAIL: This This
can be an actual life support system, like the oxygen ventilation of acan be an actual life support system, like the oxygen ventilation of a
starship, or a safety system, like the brakes on a car. starship, or a safety system, like the brakes on a car. The failure willThe failure will
constitute an emergency for constitute an emergency for the Characters involved.the Characters involved.

5555 6611 6655 -- --

DENSE URBAN SETTING:DENSE URBAN SETTING: This Turning Point takes place in a This Turning Point takes place in a
heavily urban area, such as a heavily urban area, such as a large city.large city.

-- -- -- 5500--5511 --



4343

TURNING POINTS AND PLOT POINTSTURNING POINTS AND PLOT POINTS

Plot Points TablePlot Points Table
PPLLOOT  T  PPOOIINNTT AACCTTIIOONN TTEENNSSIIOONN MMYYSSTTEERRYY SSOOCCIIAALL PPEERRSSOONNAALL

DOING THE RIGHT THING:DOING THE RIGHT THING: A Character who is acting in bad A Character who is acting in bad
faith in some way has a change of heart and decides to faith in some way has a change of heart and decides to do the rightdo the right
thing. For instance, a con thing. For instance, a con man stealing medicine from a diseasedman stealing medicine from a diseased
community decides he can’t leave all those people tcommunity decides he can’t leave all those people to die.o die.

-- -- -- -- 5544

 VICTORY!: VICTORY!: A Character achieves a victory over another Character A Character achieves a victory over another Character
in this Turning Point. For instance, a band of marauders successfullyin this Turning Point. For instance, a band of marauders successfully
waylay the king’s couriers, or a hacker worms his way into awaylay the king’s couriers, or a hacker worms his way into a
corporate computer system.corporate computer system.

5566--5577 6622 -- -- --

TAKING CHANCES:TAKING CHANCES: A Character acts in a very risky way. For A Character acts in a very risky way. For
instance, a Character may suddenly show no regard instance, a Character may suddenly show no regard for their life asfor their life as
they walk out across a narrow beam above a they walk out across a narrow beam above a valley to save a friend.valley to save a friend.
Or, the villain you are fighting takes a drug that Or, the villain you are fighting takes a drug that makes him go into amakes him go into a
battle frenzy where he loses all battle frenzy where he loses all caution.caution.

5588--5599 6633 -- -- --

 A GROUP IS IN TROUBLE: A GROUP IS IN TROUBLE: A group, such as a  A group, such as a community,community,
is in trouble in this Plot Point. The group or is in trouble in this Plot Point. The group or community is facingcommunity is facing
a difficulty. For instance, maybe a a difficulty. For instance, maybe a village is being harassed byvillage is being harassed by
monsters, or a corporation is facing a lawsuit that could destroy it.monsters, or a corporation is facing a lawsuit that could destroy it.
Whatever the trouble is, it should be something that can be solvedWhatever the trouble is, it should be something that can be solved
and will likely constitute a problem for a Character.and will likely constitute a problem for a Character.

-- -- -- 5522--5533 --

SOLE SURVIVOR:SOLE SURVIVOR: This Turning Point involves some kind of  This Turning Point involves some kind of processprocess
of elimination where there is only one left. This can be a battle, butof elimination where there is only one left. This can be a battle, but
doesn’t have to be. For instance, maybe a sinking ship has a singledoesn’t have to be. For instance, maybe a sinking ship has a single
survivor who washes up on shore, or a group of crewmen from asurvivor who washes up on shore, or a group of crewmen from a
starship playing chess with an alien intelligence is down to their starship playing chess with an alien intelligence is down to their lastlast
crewmember who is now chosen for the alien’s ultimate challenge.crewmember who is now chosen for the alien’s ultimate challenge.

6600--6611 6644 -- -- --

TOKEN RESPONSE:TOKEN RESPONSE: A Character or organization acting in this A Character or organization acting in this
Turning Point does the bare minimum to Turning Point does the bare minimum to address a problem, or address a problem, or makesmakes
 just  just a toka token een effortffort, as , as opposopposed to ed to doindoing somg somethiething trng truly uly effeeffectivective. For. For
instance, a notorious space pirate has been captured, but instance, a notorious space pirate has been captured, but instead ofinstead of
receiving serious prison time, the federation government goes receiving serious prison time, the federation government goes veryvery
lenient on him and releases him from prison in a week.lenient on him and releases him from prison in a week.

-- -- -- 5544 --

CRYPTIC INFORMATION FROM AN UNKNOWN SOURCE:CRYPTIC INFORMATION FROM AN UNKNOWN SOURCE:

Information that is unclear what it means is received from anInformation that is unclear what it means is received from an
anonymous source. Maybe an odd word is found scrawled on aanonymous source. Maybe an odd word is found scrawled on a
mirror, or a stranger’s diary is found tmirror, or a stranger’s diary is found talking about events similaralking about events similar
to the Plotline.to the Plotline.

-- -- 6666--6677 -- --

 A COMMON THREAD: A COMMON THREAD: It is learned that events that app It is learned that events that appeared toeared to
be unrelated have a commonality after all. For instance, a rash ofbe unrelated have a commonality after all. For instance, a rash of
crimes has beset the city, from car jackings to break ins. It crimes has beset the city, from car jackings to break ins. It turnsturns
out the culprits all work as security guards in the same building.out the culprits all work as security guards in the same building.

-- -- 6688--6699 -- --
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 A PRO A PROBLEM RBLEM RETURNSETURNS:: A problem that had been thought A problem that had been thought
resolved returns in some fashion. This can be a problem fromresolved returns in some fashion. This can be a problem from
this Adventure, from a this Adventure, from a previous Adventure, or something inferredprevious Adventure, or something inferred
from the past. For instance, a kingdom from the past. For instance, a kingdom may be enjoying amay be enjoying a
decade of peace following the vanquishing of the Dark Lord,decade of peace following the vanquishing of the Dark Lord,
but it is discovered that he is but it is discovered that he is not dead and is now not dead and is now returning.returning.
The magnitude of the problem is open to The magnitude of the problem is open to interpretation and caninterpretation and can
range from large to minor, such as a range from large to minor, such as a previously sealed leak in apreviously sealed leak in a
boat has sprung open again.boat has sprung open again.

-- 6655--6666 -- -- --

STUCK:STUCK: A Character is stuck in this Turning Point, unable to act, A Character is stuck in this Turning Point, unable to act,
while the events of the while the events of the Turning Point transpire. Whatever has themTurning Point transpire. Whatever has them
stuck is not necessarily permanent, but at stuck is not necessarily permanent, but at the moment it rendersthe moment it renders
them powerless or mostly powerless. For instance, maybe thethem powerless or mostly powerless. For instance, maybe the
character is bound or trapped in a jail cell.character is bound or trapped in a jail cell.

-- 6677--6688 -- -- --

 AT YOUR MERCY: AT YOUR MERCY: A Character is helpless and desperate for A Character is helpless and desperate for
some reason, and must rely on some reason, and must rely on the mercy of another Character whothe mercy of another Character who
has the power to address their problem. For instance, a Characterhas the power to address their problem. For instance, a Character
is afflicted with a is afflicted with a magical curse that only one sorcerer can magical curse that only one sorcerer can cure.cure.

-- -- -- -- 5555--5566

STOP THAT:STOP THAT: A Character takes action to stop  A Character takes action to stop something fromsomething from
happening in this Turning Point. The action happening in this Turning Point. The action could be expected,could be expected,
such as a hero such as a hero putting an arrow tputting an arrow through the executioner beforehrough the executioner before
he drops his axe. Or, it could be he drops his axe. Or, it could be unexpected, like a Characterunexpected, like a Character
suddenly shooting a captured villain right before he was about tosuddenly shooting a captured villain right before he was about to
reveal crucial details.reveal crucial details.

6622--6633 -- -- -- --

NOT THEIR MASTER:NOT THEIR MASTER: A Character in this Turning Point who is A Character in this Turning Point who is
assumed to be working for one source turns out to be assumed to be working for one source turns out to be workingworking
for another. For instance, the hitman who’s been trying to kill afor another. For instance, the hitman who’s been trying to kill a
Character doesn’t work for the mafia like you thought, but for aCharacter doesn’t work for the mafia like you thought, but for a
corporation who has an interest in corporation who has an interest in that Character.that Character.

-- -- 7700 5555 --

FALL FROM POWER:FALL FROM POWER: A Character loses their power  A Character loses their power in this Turningin this Turning
Point. For instance, a king is found to be a fraud Point. For instance, a king is found to be a fraud by his brother, whoby his brother, who
asserts his own claim to the throne and takes it.asserts his own claim to the throne and takes it.

-- -- -- -- 5577--5588

HELP IS OFFERED, FOR A PRICE:HELP IS OFFERED, FOR A PRICE: A Character offers to help A Character offers to help
another Character in exchange for something. What’s beinganother Character in exchange for something. What’s being
asked for could be anything, from mutual aid tasked for could be anything, from mutual aid to a fee. Whatevero a fee. Whatever
the price, it should be steep enough to bthe price, it should be steep enough to be of real significance toe of real significance to
the paying Character.the paying Character.

-- -- -- -- 5599--6600

PUBLIC LOCATION:PUBLIC LOCATION: This Turning Point involves a  This Turning Point involves a public location,public location,
such as a town square or a park such as a town square or a park in the middle of the day.in the middle of the day.

-- -- -- 5566--5577 --
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THE LEADER:THE LEADER: This Turning Point involves the leader of someone This Turning Point involves the leader of someone
or some organization.or some organization.

-- -- -- 5588--5599 --

PRIZED POSSESSION:PRIZED POSSESSION: Whatever is happening in this  Whatever is happening in this TurningTurning
Point, it involves an important Point, it involves an important possession of a Character. Forpossession of a Character. For
instance, if the Turning Point is instance, if the Turning Point is about something being stolen,about something being stolen,
maybe a sorcerer’s magic staff is taken.maybe a sorcerer’s magic staff is taken.

-- -- -- -- 6611--6622

SAVIOR:SAVIOR: A Character is involved in this Turning Point who offers A Character is involved in this Turning Point who offers
to save the day.to save the day.

-- -- -- 6600--6611 --

DISARMED:DISARMED: A Character loses their primary method of defending A Character loses their primary method of defending
themselves. This could mean the loss of a themselves. This could mean the loss of a weapon, or maybeweapon, or maybe
a powerful bureaucrat is powerless in another’s kingdom, a powerful bureaucrat is powerless in another’s kingdom, etc.etc.
The disarmament should be temporary for The disarmament should be temporary for the Turning Point andthe Turning Point and
deprive the Character of deprive the Character of crucial defenses.crucial defenses.

-- 6699--7700 -- -- 6633

THE SECRET TO THE POWER:THE SECRET TO THE POWER: There is a power, and  There is a power, and it has ait has a
secret source. For instance, an evil wizard may secret source. For instance, an evil wizard may derive his abilitiesderive his abilities
from his ancient staff, or the warship hurtling through space may befrom his ancient staff, or the warship hurtling through space may be
dependent on a simple power core inside that will cripple the shipdependent on a simple power core inside that will cripple the ship
if it is damaged. This secret gives Characters an option to stop if it is damaged. This secret gives Characters an option to stop anan
otherwise overwhelming or powerful problem.otherwise overwhelming or powerful problem.

-- -- 7711--7722 -- --

HIDDEN AGENDA:HIDDEN AGENDA: A Character either reveals, or is found out to A Character either reveals, or is found out to
have, a motive that they had not previously exposed. For instance,have, a motive that they had not previously exposed. For instance,
maybe the detective isn’t investigating the murder out of dedicationmaybe the detective isn’t investigating the murder out of dedication
to his job, but the victim used to be a love interest of his. Classically,to his job, but the victim used to be a love interest of his. Classically,
this can also be the ally who turns out to be an enemy. The hiddenthis can also be the ally who turns out to be an enemy. The hidden
agenda doesn’t have to be something nefarious, although it can be.agenda doesn’t have to be something nefarious, although it can be.
Whichever the case, the agenda now becomes known to others.Whichever the case, the agenda now becomes known to others.

-- -- 7733--7744 -- --

DEFEND OR NOT TO DEFEND:DEFEND OR NOT TO DEFEND:  This Turning Point  This Turning Point involvesinvolves
a confrontation between two a confrontation between two Characters, where anotherCharacters, where another
Character views it and has the option to Character views it and has the option to intervene or not. Theintervene or not. The
observing Character is not directly part of the confrontation,observing Character is not directly part of the confrontation,
but will become so if they step but will become so if they step in. This Plot Point calls for threein. This Plot Point calls for three
Characters to be Invoked.Characters to be Invoked.

6644--6655 -- -- -- --

CRASH:CRASH: This Turning Point involves a  This Turning Point involves a vehicle carrying a Charactervehicle carrying a Character
to crash or to crash or threaten to crash. The Character(s) involved must eitherthreaten to crash. The Character(s) involved must either
mitigate the damage of the crash, prevent the crash in the firstmitigate the damage of the crash, prevent the crash in the first
place, and/or survive the crash. The vehicle can be place, and/or survive the crash. The vehicle can be anything fromanything from
a plane to a car a plane to a car to a snow sled ... anything that to a snow sled ... anything that can transport acan transport a
Character and its crashing would be Character and its crashing would be dangerous.dangerous.

6666--6677 -- -- -- --
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REINFORCEMENTS:REINFORCEMENTS: A Character who is running low on a human A Character who is running low on a human
resource gets a boost. For instance, the battle is going poorly forresource gets a boost. For instance, the battle is going poorly for
King Leonard, but just before they lose King Ferdinand appears onKing Leonard, but just before they lose King Ferdinand appears on
the hill with his forces ready to save the day.the hill with his forces ready to save the day.

-- -- -- 6622--6633 --

GOVERNMENT:GOVERNMENT: This Turning Point  This Turning Point involves government ininvolves government in
some way. Maybe a Character has to deal some way. Maybe a Character has to deal with a border crossingwith a border crossing
checkpoint, or a starship needs to get proper checkpoint, or a starship needs to get proper authorization toauthorization to
leave port.leave port.

-- -- -- 6644--6655 --

PHYSICAL BARRIER TO OVERCOME:PHYSICAL BARRIER TO OVERCOME: A Character faces a A Character faces a
physical barrier of some sort that must be overcome. It could bephysical barrier of some sort that must be overcome. It could be
a cliff that needs to be climbed, a a cliff that needs to be climbed, a rickety bridge to cross, a doorrickety bridge to cross, a door
that needs to be knocked down, etc. Whatever the barrier is, it that needs to be knocked down, etc. Whatever the barrier is, it willwill
require physical action to get past.require physical action to get past.

6688--6699 -- -- -- --

INJUSTICE:INJUSTICE: This Turning Point involves a  This Turning Point involves a social injustice of somesocial injustice of some
kind. For instance, a corrupt kind. For instance, a corrupt politician uses a civic ordinance topolitician uses a civic ordinance to
foreclose on an apartment building where friends of foreclose on an apartment building where friends of a certain hero,a certain hero,
who has upset the who has upset the politician, live.politician, live.

-- -- -- 6666--6677 --

QUIET CATASTROPHE:QUIET CATASTROPHE: Just about the worst thing that  Just about the worst thing that cancan
happen does happen. This is similar to the Action Plot Pointhappen does happen. This is similar to the Action Plot Point
Catastrophe, except that it is Catastrophe, except that it is accompanied by less action. Foraccompanied by less action. For
instance, a colonizing spaceship stops midway through a 40 yearinstance, a colonizing spaceship stops midway through a 40 year
 jour journey, ney, wakinwaking evg everyoeryone une up frop from them their cir cryo sryo sleepleep. Or, . Or, the ithe invesnvestigatotigatorr
discovers the ancient vampire he had destroyed is, somehow, back.discovers the ancient vampire he had destroyed is, somehow, back.

-- 7711 -- -- --

 AN OBJECT OF UNKNOWN USE IS FOUND: AN OBJECT OF UNKNOWN USE IS FOUND: A Character finds A Character finds
something that they think is useful, but they do not know in whatsomething that they think is useful, but they do not know in what
way. This may be a magic wand tway. This may be a magic wand that they don’t know how to hat they don’t know how to use,use,
a key that they don’t know a key that they don’t know the lock it goes to, a the lock it goes to, a device with andevice with an
unknown purpose but currently has no power, unknown purpose but currently has no power, etc.etc.

-- -- 7755 -- --

IT’S ALL ABOUT YOU:IT’S ALL ABOUT YOU: Whatever the main action of  Whatever the main action of this Turningthis Turning
Point, it is focused primarily on Point, it is focused primarily on one Character.one Character.

-- -- -- -- 6644--6655

 A CELEBRATION: A CELEBRATION: This Plot Point  This Plot Point involves a celebration of someinvolves a celebration of some
sort, such as a birthday party or sort, such as a birthday party or a high school graduation party.a high school graduation party.

-- -- -- 6688--6699 --

STANDOFF:STANDOFF: This Turning Point involves two  This Turning Point involves two or more Charactersor more Characters
in a tense standoff. in a tense standoff. For instance, a group For instance, a group of mercenaries haveof mercenaries have
the Characters pinned down behind rubble with the Characters pinned down behind rubble with gunfire, whilegunfire, while
the Characters fire back. Neither side can take out the other, butthe Characters fire back. Neither side can take out the other, but
neither can they leave without resolving the conflict.neither can they leave without resolving the conflict.

-- 7722 -- 7700 --

DOUBLE DOWN:DOUBLE DOWN: Whatever is happening in this Turning Point, Whatever is happening in this Turning Point,
those events will intensify. For instance, if a ship is those events will intensify. For instance, if a ship is leaking on the highleaking on the high
seas during a storm, maybe seas during a storm, maybe torrential winds tear down the sails.torrential winds tear down the sails.

7700--7711 -- -- -- --
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HIDDEN THREAT:HIDDEN THREAT: There is a threat in t There is a threat in this Turning Point thathis Turning Point that
has been in the Adventure previous to this Turning Point but wenthas been in the Adventure previous to this Turning Point but went
undetected. This could be anything from an undetected. This could be anything from an evil spirit lurking in anevil spirit lurking in an
ancient vase to a virus in a person’s body to a ancient vase to a virus in a person’s body to a good guy who turnsgood guy who turns
out to be a bad guy, etc.out to be a bad guy, etc.

-- 7733 -- -- --

CHARACTER CONNECTION:CHARACTER CONNECTION: A  A Character forms a connectionCharacter forms a connection
with another Character. This connection can be anything fromwith another Character. This connection can be anything from
showing a personal interest in the Character to asking them toshowing a personal interest in the Character to asking them to
become a business partner, etc. Whatever the connection is, it become a business partner, etc. Whatever the connection is, it willwill
have a lasting impact have a lasting impact beyond this Turning Point.beyond this Turning Point.

-- -- -- -- 6666--6677

RELIGION:RELIGION: This Turning Point involves some aspect of  This Turning Point involves some aspect of religion orreligion or
religious belief. For instancereligious belief. For instance, maybe an event is taking place at , maybe an event is taking place at aa
church, or Characters stumble upon a cult church, or Characters stumble upon a cult preparing a magic ritualpreparing a magic ritual
for their otherworldly god.for their otherworldly god.

-- -- -- 7711 --

INNOCENCE:INNOCENCE: This Turning Point involves an element of This Turning Point involves an element of
innocence, usually an innocent person in an otherwise less thaninnocence, usually an innocent person in an otherwise less than
innocent situation. For instance, an average citizen finds herself ininnocent situation. For instance, an average citizen finds herself in
the middle of two vampires battling. This can also be considered athe middle of two vampires battling. This can also be considered a
“fish out of water” Plot Point, where someone who does not belong“fish out of water” Plot Point, where someone who does not belong
in a situation finds themselves in that in a situation finds themselves in that situation.situation.

-- -- -- 7722 6688

CLEAR THE RECORD:CLEAR THE RECORD: A Character is given the task of clearing A Character is given the task of clearing
someone or something of a false claim. For instance, a friend sayssomeone or something of a false claim. For instance, a friend says
they are wrongly convicted of a crime and that the evidence is outthey are wrongly convicted of a crime and that the evidence is out
there to prove it. The task may come to the Character officially, giventhere to prove it. The task may come to the Character officially, given
by another Character, or it may be something that falls into their lap,by another Character, or it may be something that falls into their lap,
such as discovering the truth themselves and only they know it. Forsuch as discovering the truth themselves and only they know it. For
instance, a foreign power has staged a catastrophe to start a war,instance, a foreign power has staged a catastrophe to start a war,
but a handful of Characters know the truth ... if only they can reachbut a handful of Characters know the truth ... if only they can reach
headquarters in time to tell them before warships are launched.headquarters in time to tell them before warships are launched.

-- -- 7766 -- --

WILLING TO TALK:WILLING TO TALK: A Character is in a mood  A Character is in a mood to talk. Whatever itto talk. Whatever it
is they have to say, it’s important to is they have to say, it’s important to furthering the Plotline.furthering the Plotline.

-- -- -- -- 6699--7700

THEFT:THEFT: This Turning Point involves a  This Turning Point involves a theft, whether attemptedtheft, whether attempted
or successful. What is being stolen is an object of some kind,or successful. What is being stolen is an object of some kind,
or information, or anything that can be taken. This Turning Pointor information, or anything that can be taken. This Turning Point
involves the actual activity and action of the theft or attemptedinvolves the actual activity and action of the theft or attempted
theft. For instance, the Character is theft. For instance, the Character is strolling through a museumstrolling through a museum
when a group of men burst in to when a group of men burst in to steal a ritual mask.steal a ritual mask.

7722--7733 -- -- -- --

CHARACTER HARM:CHARACTER HARM: A  A Character hurts another Character inCharacter hurts another Character in
some personal way. For instance, a some personal way. For instance, a villain harms a wizard’s familiarvillain harms a wizard’s familiar
or a Character hurls a or a Character hurls a personal insult at another Character.personal insult at another Character.

-- -- -- -- 7711--7722
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 A NEED TO HIDE: A NEED TO HIDE: A Character must hide from something or A Character must hide from something or
someone in this Turning Point. For instance, the someone in this Turning Point. For instance, the Character mayCharacter may
have escaped from a bounty hunter but must hide long enoughhave escaped from a bounty hunter but must hide long enough
to recover their wounds. Or, a terrible storm has struck and theto recover their wounds. Or, a terrible storm has struck and the
Character must take shelter, hiding from tCharacter must take shelter, hiding from the storm.he storm.

-- 7744--7755 -- -- --

FOLLOWED:FOLLOWED: A Character is being followed by another Character. A Character is being followed by another Character. -- 7766--7777 -- -- --

FRAMED:FRAMED: A  A Character is unfairly framed by another Character.Character is unfairly framed by another Character.
For instance, a mob boss plants evidence to make it look like aFor instance, a mob boss plants evidence to make it look like a
police detective has committed a crime.police detective has committed a crime.

-- -- 7777 -- 7733

PREPARATION:PREPARATION: This Turning Point involves a Character needing This Turning Point involves a Character needing
to prepare for something. For instance, a wizard must study upto prepare for something. For instance, a wizard must study up
on how to banish demons before a villain arrives, or a town ofon how to banish demons before a villain arrives, or a town of
prospectors and merchants must learn how to fight before the bandprospectors and merchants must learn how to fight before the band
of outlaws arrives to exact their revenge for hanging a comrade.of outlaws arrives to exact their revenge for hanging a comrade.

-- -- -- 7733--7744 7744--7755

 AN IMPROBABLE CRIME: AN IMPROBABLE CRIME: This Turning Point involves a  This Turning Point involves a crimecrime
that seems either improbable or that seems either improbable or impossible to have occurred,impossible to have occurred,
such as someone found murdered in a secure room or a piece ofsuch as someone found murdered in a secure room or a piece of
artwork stolen from a museum with no visible break in.artwork stolen from a museum with no visible break in.

-- -- 7788 -- --

FRIEND FOCUS:FRIEND FOCUS: Whatever the main action of this Turning Whatever the main action of this Turning
Point, it is focused on a friend or someone close to a Point, it is focused on a friend or someone close to a Character.Character.
This friend can be an This friend can be an already existing Character in the Adventurealready existing Character in the Adventure
or someone not on or someone not on the Characters List. Whoever the friend isthe Characters List. Whoever the friend is
attached to, that is the Character Invoked, not the friend.attached to, that is the Character Invoked, not the friend.

-- -- -- -- 7766

UNTOUCHABLE:UNTOUCHABLE: A Character is,  A Character is, in some manner, untouchablein some manner, untouchable
by others in this Turning Point. For instance, a villain who is a worldby others in this Turning Point. For instance, a villain who is a world
leader and thus can’t be directly attacked without triggering anleader and thus can’t be directly attacked without triggering an
international incideinternational incident, or a nt, or a superhero who is nearly impervious tosuperhero who is nearly impervious to
harm. The untouchablenesharm. The untouchableness should serve a plot s should serve a plot purpose, so thatpurpose, so that
Characters are forced to take other Characters are forced to take other actions to advance the Plotline.actions to advance the Plotline.

-- -- -- -- 7777

BRIBE:BRIBE: A Character is offered a bribe by another Character to do A Character is offered a bribe by another Character to do
something that is not legitimate. For something that is not legitimate. For instance, a villain may offerinstance, a villain may offer
money to a Character if they walk away from a murder scene.money to a Character if they walk away from a murder scene.

-- -- -- -- 7788

DEALING WITH A CALAMITY:DEALING WITH A CALAMITY: This Turning Point involves a This Turning Point involves a
Character having to “fight” a calamity of some kind. For instance,Character having to “fight” a calamity of some kind. For instance,
maybe the Character is battling a fire to put it out, or he must fightmaybe the Character is battling a fire to put it out, or he must fight
his way through an ancient stone temple as it collapses around him.his way through an ancient stone temple as it collapses around him.

7744--7755 -- -- -- --

SUDDEN CESSATION:SUDDEN CESSATION: Whatever is happening in this  Whatever is happening in this TurningTurning
Point, it will suddenly cease. This could occur at any time and thePoint, it will suddenly cease. This could occur at any time and the
causes may be unknown. For instance, if causes may be unknown. For instance, if Characters are attackedCharacters are attacked
by a group, the group by a group, the group may suddenly break off and run away.may suddenly break off and run away.

7766--7777 -- -- -- --
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IT’S A TRAP!:IT’S A TRAP!: This Turning Point involves a trap of some kind. This Turning Point involves a trap of some kind.
This can be a physical trap, such as adventurers falling prey to aThis can be a physical trap, such as adventurers falling prey to a
pit in a hallway, to other kinds of traps, such as the summons topit in a hallway, to other kinds of traps, such as the summons to
the peace negotiation was really just a ruse to get the leader inthe peace negotiation was really just a ruse to get the leader in
sights for an assassination.sights for an assassination.

-- 7788--7799 -- -- --

 A MEETING OF MINDS: A MEETING OF MINDS: This Turning Point involves two This Turning Point involves two
Characters coming together for a discussion of importance.Characters coming together for a discussion of importance.

-- -- -- 7755 --

TIME LIMIT:TIME LIMIT: A task must be accomplished within a certain amount A task must be accomplished within a certain amount
of time or a Character will suffer consequences. The time limit doesof time or a Character will suffer consequences. The time limit does
not need to expire within this Turning Point and could extend beyondnot need to expire within this Turning Point and could extend beyond
it further into the Adventure, but it should terminate within thisit further into the Adventure, but it should terminate within this
Adventure to give the Characters a reason to accomplish the task.Adventure to give the Characters a reason to accomplish the task.
Failure to accomplish the task should be significant. For instance, if aFailure to accomplish the task should be significant. For instance, if a
cure to a toxin isn’t found within a day, the prince will die.cure to a toxin isn’t found within a day, the prince will die.

-- 8800--8811 -- -- --

THE HIDDEN HAND:THE HIDDEN HAND: Whatever is happening in this  Whatever is happening in this TurningTurning
Point it is clear that it was Point it is clear that it was caused on purpose by someone ofcaused on purpose by someone of
unknown identity. For instance, if a unknown identity. For instance, if a Character is ambushed byCharacter is ambushed by
bandits, the bandit leader may make a mysterious reference to theirbandits, the bandit leader may make a mysterious reference to their
“benefactor” having paid for the attack. Or, an engine failure on a“benefactor” having paid for the attack. Or, an engine failure on a
ship may be found to have been caused by obvious tampering.ship may be found to have been caused by obvious tampering.

-- -- 7799--8800 -- --

 A NEEDED RESOURCE IS RUNNING SHORT: A NEEDED RESOURCE IS RUNNING SHORT: A resource a A resource a
Character needs is running low and will Character needs is running low and will need to be need to be replenished.replenished.
This causes problems for the Character. For This causes problems for the Character. For instance, a starship’sinstance, a starship’s
warp engine functions on crystals that are warp engine functions on crystals that are running out.running out.

-- 8822--8833 -- -- --

ORGANIZATIONS IN CONFLICT:ORGANIZATIONS IN CONFLICT: This Turning Point involves This Turning Point involves
two or more organizations that are at odds with each other. Fortwo or more organizations that are at odds with each other. For
instance, two rival mafia organizations may be trying to capture ainstance, two rival mafia organizations may be trying to capture a
master counterfeiter to use for their own purposes.master counterfeiter to use for their own purposes.

-- -- -- 7766 --

BAD NEWS:BAD NEWS: Something negative that happens in  Something negative that happens in this Turningthis Turning
Point doesn’t happen directly in the Point doesn’t happen directly in the Turning Point but is Turning Point but is delivereddelivered
in the form of information. The event happened remotely, and ain the form of information. The event happened remotely, and a
Character is learning of it. Character is learning of it. For instance, Characters may learn theirFor instance, Characters may learn their
allies lost a crucial battle allies lost a crucial battle elsewhereelsewhere..

-- 8844--8855 -- -- --

CHARACTER ASSISTANCE:CHARACTER ASSISTANCE: A  A Character assists anotherCharacter assists another
Character in some way. This assistance can be Character in some way. This assistance can be anything fromanything from
coming to their aid in battle to coming to their aid in battle to giving them a shoulder to cry on.giving them a shoulder to cry on.

-- -- -- -- 7799--8800

 ASKING FOR HELP: ASKING FOR HELP: A  A Character approaches another CharacterCharacter approaches another Character
to ask for help.to ask for help.

-- -- -- -- 8811--8822
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HUNKER DOWN:HUNKER DOWN: This Turning Point involves a  This Turning Point involves a CharacterCharacter
needing to fortify a place of refuge. For instance, a baron mustneeding to fortify a place of refuge. For instance, a baron must
shore up his castle defenses against an impending attack, or ashore up his castle defenses against an impending attack, or a
generator must be fueled up to increase a force field’s powergenerator must be fueled up to increase a force field’s power
before a meteor storm rains down on the planet surface.before a meteor storm rains down on the planet surface.

-- 8866 -- -- --

 ABANDONED: ABANDONED: Something needs to be abandoned or has been Something needs to be abandoned or has been
abandoned already in this Turning Point. For instance, a heavilyabandoned already in this Turning Point. For instance, a heavily
damaged starship is going to explode in two hours and must bedamaged starship is going to explode in two hours and must be
evacuated. Or, a Character comes upon an empty village in a forest.evacuated. Or, a Character comes upon an empty village in a forest.

-- 8877--8888 -- -- --

FIND IT OR ELSE:FIND IT OR ELSE: Something needs to be found in this Turning Something needs to be found in this Turning
Point to help resolve the Plotline. The act of finding the thingPoint to help resolve the Plotline. The act of finding the thing
could take place in this Turning Point, or a Character learns of thecould take place in this Turning Point, or a Character learns of the
need to find something. The thing to be found can be need to find something. The thing to be found can be just aboutjust about
anything, from an object such as a magic ring to open anything, from an object such as a magic ring to open a portal, toa portal, to
a special person like the lone witness to a crime that proves ana special person like the lone witness to a crime that proves an
accused person is innocent.accused person is innocent.

-- -- 8811--8822 -- --

USED AGAINST THEM:USED AGAINST THEM: A resource owned or aligned with one A resource owned or aligned with one
Character is somehow turned against them in Character is somehow turned against them in this Turning Point.this Turning Point.
For instance, a small starship is For instance, a small starship is being pursued by three massivebeing pursued by three massive
battle cruisers. By skillful piloting, the smaller ship battle cruisers. By skillful piloting, the smaller ship causes thecauses the
larger ships to collide with larger ships to collide with each other, using their size againsteach other, using their size against
them. Or, a wizard may command a them. Or, a wizard may command a powerful golem, but anotherpowerful golem, but another
wizard casts a spell to make the golem wizard casts a spell to make the golem attack its master.attack its master.

7788 8899 -- -- --

POWERFUL PERSON:POWERFUL PERSON: This Turning Point involves a powerful This Turning Point involves a powerful
person. The Character’s power can be of any nature, from aperson. The Character’s power can be of any nature, from a
physically powerful warrior to a government figure with a lot ofphysically powerful warrior to a government figure with a lot of
influence. Invoke a Character. If the Character is powerful, theninfluence. Invoke a Character. If the Character is powerful, then
that is the powerful person. If they are not, then the powerfulthat is the powerful person. If they are not, then the powerful
person is someone associated with that Character in some way.person is someone associated with that Character in some way.

-- -- -- 7777 --

CREEPY TONE:CREEPY TONE: This Turning Point involves a  This Turning Point involves a creepy tone, suchcreepy tone, such
as a dark and forbidding place or as a dark and forbidding place or a Character who is extremelya Character who is extremely
menacing in a disturbing way.menacing in a disturbing way.

-- 9900--9911 -- -- --

WELCOME TO THE PLOT:WELCOME TO THE PLOT: A Character learns that they are A Character learns that they are
connected to this Plotline somehow in a connected to this Plotline somehow in a personal way. Maybe itpersonal way. Maybe it
involves something from their past or involves something from their past or someone in their life. Forsomeone in their life. For
instance, a detective may discover that the instance, a detective may discover that the crime syndicate he iscrime syndicate he is
trying to take down is run by trying to take down is run by his long lost brother.his long lost brother.

-- -- -- -- 8833

TRAVEL SETTING:TRAVEL SETTING: This Turning Point takes place in a traveling This Turning Point takes place in a traveling
vehicle. For instance, a ship at sea, a train, a vehicle. For instance, a ship at sea, a train, a ship hurtlingship hurtling
through space, etc.through space, etc.

7799 9922 8833 7788 --
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ESCORT DUTY:ESCORT DUTY: A  A Character must escort another CharacterCharacter must escort another Character
somewhere. For instance, this could be a somewhere. For instance, this could be a bodyguard transporting abodyguard transporting a
high powered executive to a remote location, or a band of warriorshigh powered executive to a remote location, or a band of warriors
trying to get a ptrying to get a princess through a valley full of monsters.rincess through a valley full of monsters.

-- -- -- 7799 --

 AN OLD DEAL: AN OLD DEAL: This Turning Point involves an  This Turning Point involves an agreement madeagreement made
long ago, probably even long ago, probably even before this Adventure began. For instance,before this Adventure began. For instance,
occult investigators researching a mysterious death occult investigators researching a mysterious death discover thatdiscover that
the deceased person sold his soul to a demon ten years ago, andthe deceased person sold his soul to a demon ten years ago, and
they suspect the death is the demon having come to collect.they suspect the death is the demon having come to collect.

-- -- 8844 8800 --

 A NEW  A NEW ENEMYENEMY:: This Turning Point presents a new threat to a This Turning Point presents a new threat to a
Character. It is a threat that may or Character. It is a threat that may or may not be directly related to anymay not be directly related to any
Plotlines but must be dealt Plotlines but must be dealt with all the same. For with all the same. For instance, explorersinstance, explorers
deep under the earth are moving through an ancient ruin to find theirdeep under the earth are moving through an ancient ruin to find their
lost comrade when they are beset upon lost comrade when they are beset upon by dinosaurs who nest in theby dinosaurs who nest in the
area. This results automatically in a New Character.area. This results automatically in a New Character.

-- 9933 -- -- --

 ALLIANCE: ALLIANCE: One group offers to ally with another. This may be  One group offers to ally with another. This may be aa
surprise alliance, such as an enemy wanting to surprise alliance, such as an enemy wanting to join with anotherjoin with another
enemy to take on a common foe, or enemy to take on a common foe, or it could be something lessit could be something less
dramatic, such as the FBI dramatic, such as the FBI offering to assist local law offering to assist local law enforcementenforcement
in solving a crime. The “groups” in question can be formalin solving a crime. The “groups” in question can be formal
organizations or something looser, such as groups of organizations or something looser, such as groups of individuals.individuals.

-- -- -- 8811--8822 --

POWER OVER OTHERS:POWER OVER OTHERS: A Character has power over other A Character has power over other
Characters in some way, shape, or form in this Turning Point. ThisCharacters in some way, shape, or form in this Turning Point. This
power puts the Character in a commanding position in regards topower puts the Character in a commanding position in regards to
the others. For instance, the lord of a land demands all the peasantsthe others. For instance, the lord of a land demands all the peasants
pay high taxes or else his men will oppress them. Or, the producerpay high taxes or else his men will oppress them. Or, the producer
of an anti-toxin for a disease that an entire village has demands theyof an anti-toxin for a disease that an entire village has demands they
give him whatever he wants in order to receive the medicine.give him whatever he wants in order to receive the medicine.

-- -- -- 8833--8844 --

 A MYSTER A MYSTERIOUS NEW IOUS NEW PERSON:PERSON: This Turning Point This Turning Point
automatically Invokes a New Character, added to the List, whoseautomatically Invokes a New Character, added to the List, whose
identity or purpose is not fully known. Maybe they are a shadowyidentity or purpose is not fully known. Maybe they are a shadowy
visitor at a meeting, or someone who seems to have authorityvisitor at a meeting, or someone who seems to have authority
over someone else.over someone else.

-- -- 8855 -- --

FRENETIC ACTIVITY:FRENETIC ACTIVITY: This Turning Point involves action coming This Turning Point involves action coming
fast and furious at a Character. It should be fast and furious at a Character. It should be a rapid fire successiona rapid fire succession
of action, for instance a series of attackers, an out of control boatof action, for instance a series of attackers, an out of control boat
rocketing down a rapids approaching peril after peril, running arocketing down a rapids approaching peril after peril, running a
gauntlet of some kind through a series of traps, etc.gauntlet of some kind through a series of traps, etc.

8800--8811 -- -- -- --

RURAL SETTING:RURAL SETTING: This Turning Point involves a rural setting,  This Turning Point involves a rural setting, suchsuch
as out in the country or at a as out in the country or at a farm.farm.

-- 9944 8866 8855 --
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LIKEABLE:LIKEABLE: This Turning Point involves a  This Turning Point involves a Character who is veryCharacter who is very
likable to another Character. Whoever it is, likable to another Character. Whoever it is, it should be someoneit should be someone
who generates sympathy. The Character’s likability should bewho generates sympathy. The Character’s likability should be
strong enough to motivate the strong enough to motivate the other Character’s actions. Forother Character’s actions. For
instance, a jaded cop thought he has seen it all, but a instance, a jaded cop thought he has seen it all, but a kidnappedkidnapped
girl kindles in him a desire to save her and redeem himself.girl kindles in him a desire to save her and redeem himself.

-- -- -- -- 8844

SOMEONE IS WHERE THEY SHOULD NOT BE:SOMEONE IS WHERE THEY SHOULD NOT BE: A Character A Character
is at a location where they should not normally be. For instance, anis at a location where they should not normally be. For instance, an
ally is seen at the headquarters of an enemy, a wealthy socialite isally is seen at the headquarters of an enemy, a wealthy socialite is
found meeting with a mafia boss at a found meeting with a mafia boss at a restaurant, etc.restaurant, etc.

-- -- 8877--8888 -- --

SNEAKY BARRIER:SNEAKY BARRIER: A barrier needs to be  A barrier needs to be overcome throughovercome through
stealth or dexterity. For instance, a monster lives in a cave that isstealth or dexterity. For instance, a monster lives in a cave that is
only accessible by climbing a high, treacherous cliffside. Or, thereonly accessible by climbing a high, treacherous cliffside. Or, there
are too many ninjas guarding the villain to fight your way through,are too many ninjas guarding the villain to fight your way through,
but you can slip past them unseen if you are skilled enough.but you can slip past them unseen if you are skilled enough.

8822--8833 -- -- -- --

CORRUPTION:CORRUPTION: This Turning Point involves corruption of  This Turning Point involves corruption of aa
social apparatus of some kind. For instance, a police officer onsocial apparatus of some kind. For instance, a police officer on
the take from the mob, the take from the mob, or the villain of the Adventure turns outor the villain of the Adventure turns out
to be a local bureaucrat using his position to to be a local bureaucrat using his position to give smugglersgive smugglers
access to a dock at access to a dock at night.night.

-- -- -- 8866--8877 --

 VULNERABILITY EXPLOITED: VULNERABILITY EXPLOITED: This Turning Point involves a This Turning Point involves a
vulnerability of some kind being exploited by vulnerability of some kind being exploited by a Character. Fora Character. For
instance, someone knowing of another’s instance, someone knowing of another’s crime and blackmailingcrime and blackmailing
them, Characters learning of a starbase’s secret vulnerability thatthem, Characters learning of a starbase’s secret vulnerability that
allows it to allows it to be destroyed, etc. This Turning Point be destroyed, etc. This Turning Point can either involvecan either involve
learning about the vulnerability or actively exploiting it.learning about the vulnerability or actively exploiting it.

-- 9955 8899 -- --

THE PROMISE OF REWARD:THE PROMISE OF REWARD: This Turning Point involves a This Turning Point involves a
Character faced with a substantial reward Character faced with a substantial reward for their participation.for their participation.
For instance, maybe a village is willing to give a group ofFor instance, maybe a village is willing to give a group of
adventurers everythadventurers everything they have if they fight off a ing they have if they fight off a band ofband of
marauding goblins. The reward should be for doing something thatmarauding goblins. The reward should be for doing something that
is considered legitimate or good.is considered legitimate or good.

-- -- -- -- 8855--8866

FRAUD:FRAUD: A Character is a fraud. Whatever it is  A Character is a fraud. Whatever it is they are presentingthey are presenting
themselves as, or whatever story they have told themselves as, or whatever story they have told of themselves, isof themselves, is
false. This result differs from Hidden Agenda, false. This result differs from Hidden Agenda, where in Hiddenwhere in Hidden
Agenda the Character may legitimately have both Agenda the Character may legitimately have both motives inmotives in
mind, whereas in Fraud the image or story they are presentingmind, whereas in Fraud the image or story they are presenting
is completely fake. For instance, the prince claiming he is completely fake. For instance, the prince claiming he is theis the
rightful ruler of a rightful ruler of a kingdom is actually a shapeshifting doppelgängerkingdom is actually a shapeshifting doppelgänger
assuming the role.assuming the role.

-- -- 9900--9911 -- --
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IT’S BUSINESS:IT’S BUSINESS: This Turning Point involves business or This Turning Point involves business or
commerce in some way. It commerce in some way. It can either be a can either be a business transaction,business transaction,
or a business is involved in or a business is involved in the Turning Point. For instance, athe Turning Point. For instance, a
corporation hires a super hero to protect an important shipment, orcorporation hires a super hero to protect an important shipment, or
a book of antiquity containing a needed spell has to be a book of antiquity containing a needed spell has to be purchasedpurchased
from an auction house.from an auction house.

-- -- -- 8888--8899 --

JUST CAUSE GONE AWRY:JUST CAUSE GONE AWRY: This Turning Point involves This Turning Point involves
something that began as a just cause but has spiraled intosomething that began as a just cause but has spiraled into
something unjust. For instance, a hero takes down a group of orcssomething unjust. For instance, a hero takes down a group of orcs
terrorizing a town, saving the people, but now the hero has installedterrorizing a town, saving the people, but now the hero has installed
himself as the overlord of the town and is demanding tribute.himself as the overlord of the town and is demanding tribute.

-- -- -- 9900 --

EXPERT KNOWLEDGE:EXPERT KNOWLEDGE: This Turning Point involves a  This Turning Point involves a CharacterCharacter
who has very specific and specialized knowledge or who has very specific and specialized knowledge or skills thatskills that
come into play during the come into play during the Turning Point. For instance, only theTurning Point. For instance, only the
genius of Dr. Rayder can genius of Dr. Rayder can figure out the intricacies of the figure out the intricacies of the alienalien
device, or it’s discovered that a killer is murdering people with hisdevice, or it’s discovered that a killer is murdering people with his
knowledge of exotic poisons.knowledge of exotic poisons.

-- -- -- -- 8877

 A MO A MOMENT MENT OF POF PEACE:EACE: Whatever else is going on in this Turning Whatever else is going on in this Turning
Point, it should overall be a peaceful time for a Character. For instance,Point, it should overall be a peaceful time for a Character. For instance,
there is a lull in the war where the combatants have a chance to enjoythere is a lull in the war where the combatants have a chance to enjoy
a drink together and relax before they must fight again.a drink together and relax before they must fight again.

8844--8855 -- -- -- --

 A FOCUS ON THE  A FOCUS ON THE MUNDANE:MUNDANE: This Turning Point involves a This Turning Point involves a
focus on something mundane and ordinary, such as a person’sfocus on something mundane and ordinary, such as a person’s
living room or a meal. This mundane thing may be coupled withliving room or a meal. This mundane thing may be coupled with
something extraordinary in the Turning Point. For instance, asomething extraordinary in the Turning Point. For instance, a
Character is killed when his nightly dinner is poisoned, or a familyCharacter is killed when his nightly dinner is poisoned, or a family
portrait is found to be a cursed item.portrait is found to be a cursed item.

-- -- -- -- 8888--8899

RUN AWAY!:RUN AWAY!: A Character flees or has fled. The actual flight may A Character flees or has fled. The actual flight may
occur in this Turning Point or it may be learned of. For instance, aoccur in this Turning Point or it may be learned of. For instance, a
Character runs screaming as a horrible monster appears on theCharacter runs screaming as a horrible monster appears on the
scene, or, a Character who disappeared earlier in the Adventure isscene, or, a Character who disappeared earlier in the Adventure is
learned to have left town fearing for his life.learned to have left town fearing for his life.

-- -- -- -- 9900--9911

BEAT YOU TO IT:BEAT YOU TO IT: Whatever is happening in this  Whatever is happening in this Turning PointTurning Point
that involves arriving at a location for some purpose, a Characterthat involves arriving at a location for some purpose, a Character
discovers that someone else has arrived before them. For discovers that someone else has arrived before them. For instance,instance,
a Character goes to the morgue to check out a a Character goes to the morgue to check out a clue and learns thatclue and learns that
another investigator already showed up and took the body.another investigator already showed up and took the body.

8866--8877 -- 9922--9933 -- --

CONFRONTATION:CONFRONTATION: This  This Turning Point involves CharactersTurning Point involves Characters
meeting in a confrontation that may turn physical if things don’t gomeeting in a confrontation that may turn physical if things don’t go
well. For instance, a Character meets the leader of a street gang towell. For instance, a Character meets the leader of a street gang to
get information, but the gang is notoriously twitchy and violent.get information, but the gang is notoriously twitchy and violent.

8888--8899 -- -- 9911 --
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 ARGUMENT: ARGUMENT: A disagreement between two Characters leads to a A disagreement between two Characters leads to a
conflict in this Turning Point.conflict in this Turning Point.

-- -- -- 9922--9933 --

SOCIAL TENSION SET TO BOILING:SOCIAL TENSION SET TO BOILING: An element of extreme An element of extreme
social tension is near the breaking point. This Turning Point social tension is near the breaking point. This Turning Point involvesinvolves
some aspect of that, some aspect of that, such as an event that such as an event that increases the tension orincreases the tension or
an event that is a result of the tension. For instance, two nations at thean event that is a result of the tension. For instance, two nations at the
brink of war have brink of war have a border skirmish as pressure rises among soldiers.a border skirmish as pressure rises among soldiers.

-- -- -- 9944 --

PROTECTOR:PROTECTOR: A Character must protect someone or something A Character must protect someone or something
in this Turning Point. If this is an Action Plot in this Turning Point. If this is an Action Plot Point, the CharacterPoint, the Character
must actively protect in this Turning Point from a threat. must actively protect in this Turning Point from a threat. If it is aIf it is a
Personal Plot Point, then the Personal Plot Point, then the Character receives the protectionCharacter receives the protection
duty in this Turning Point.duty in this Turning Point.

9900--9911 -- -- -- 9922--9933

CRESCENDO:CRESCENDO: A series of events that  A series of events that has taken place in thishas taken place in this
Adventure culminates in this Turning Point. If Adventure culminates in this Turning Point. If this is early inthis is early in
the Adventure or in the Adventure or in this Plotline, then instead the this Plotline, then instead the AdventureAdventure
or Plotline gets off to a or Plotline gets off to a fiery start. For instance, Charactersfiery start. For instance, Characters
following clues to track a following clues to track a cult finally discover their lair, resultingcult finally discover their lair, resulting
in a mass battle. Or, in a mass battle. Or, a Plotline about retrieving a stolen gema Plotline about retrieving a stolen gem
begins with a very elaborate theftbegins with a very elaborate theft

9922--9933 -- -- -- --

DESTROY THE THING:DESTROY THE THING: A Character must destroy or try to destroy A Character must destroy or try to destroy
something in this Turning Point. Maybe a party of dungeon delverssomething in this Turning Point. Maybe a party of dungeon delvers
reaches the heart of the cavern where they must break a mystic seal.reaches the heart of the cavern where they must break a mystic seal.

9944--9955 -- -- -- --

CONSPIRACY THEORY:CONSPIRACY THEORY: A Character believes in a scenario A Character believes in a scenario
that explains a problem in this Adventure. The Character may bethat explains a problem in this Adventure. The Character may be
right or wrong, but the theory may cause action on the part of theright or wrong, but the theory may cause action on the part of the
Character. For instance, a group is holed up in a mall during aCharacter. For instance, a group is holed up in a mall during a
zombie apocalypse. One Character believes it’s just a disease, sozombie apocalypse. One Character believes it’s just a disease, so
they encourage the others not to shoot the zombies.they encourage the others not to shoot the zombies.

-- -- 9944 -- --

SERVANT:SERVANT: This Turning Point involves a servant or proxy of This Turning Point involves a servant or proxy of
another Character. Invoke a Character for the servant to represent.another Character. Invoke a Character for the servant to represent.

-- -- -- 9955 9944--9955

 AN OPPOSING STORY: AN OPPOSING STORY: A Character learns of an alternate A Character learns of an alternate
version of something they already know about version of something they already know about from this Adventure.from this Adventure.
For instance, while investigating a starship that For instance, while investigating a starship that had been waylaidhad been waylaid
by aliens, Characters discover a crewmember who claims theby aliens, Characters discover a crewmember who claims the
attackers were members of a rival guild and not aliens.attackers were members of a rival guild and not aliens.

-- -- 9955 -- --

META:META: This is a special Plot Point category with Plot  This is a special Plot Point category with Plot Points thatPoints that
change the Characters List or combine Plotlines. Go to change the Characters List or combine Plotlines. Go to the Metathe Meta
Plot Points Table and roll 1d100 on it for Plot Points Table and roll 1d100 on it for your Plot Point.your Plot Point.

9966--110000 9966--110000 9966--110000 9966--110000 9966--110000
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CHARACTER EXITS THE ADVENTURE:CHARACTER EXITS THE ADVENTURE: A Character, who is not a  A Character, who is not a Player Character, is removed from thePlayer Character, is removed from the
Characters List completely. Cross out all references to that Characters List completely. Cross out all references to that Character on the Characters List. If Character on the Characters List. If there are no non-there are no non-
Player Characters, then re-roll for another Meta Plot Player Characters, then re-roll for another Meta Plot Point. This change can be Point. This change can be reflected in the activity in this reflected in the activity in this TurningTurning
Point or not. For instance, you may explain the Character being removed from the Adventure by having that CharacterPoint or not. For instance, you may explain the Character being removed from the Adventure by having that Character
die in the Turning Point. die in the Turning Point. Or, you simply remove them Or, you simply remove them from the Characters List and from the Characters List and decide that their involvement indecide that their involvement in
the Adventure is over. If, when rolling on the Characters List to determine who this Character is, you roll a Playerthe Adventure is over. If, when rolling on the Characters List to determine who this Character is, you roll a Player
Character or “New Character”, then consider it Character or “New Character”, then consider it a result of “Choose The a result of “Choose The Most Logical Character”.Most Logical Character”.

1-181-18

CHARACTER RETURNS:CHARACTER RETURNS: A Character who previously had been removed from the Adventure returns. Write that A Character who previously had been removed from the Adventure returns. Write that
Character back into the Characters List with a single listing. If there are no Characters to return, then treat this as aCharacter back into the Characters List with a single listing. If there are no Characters to return, then treat this as a
“New Character” result and use this Plot Point to introduce a new Character into the Turning Point. If there is more“New Character” result and use this Plot Point to introduce a new Character into the Turning Point. If there is more
than one Character who can return, than one Character who can return, then choose the most logical Character then choose the most logical Character to return. This change can be to return. This change can be reflectedreflected
in the activity in this Turning Point or not.in the activity in this Turning Point or not.

19-2719-27

CHARACTER STEPS UP:CHARACTER STEPS UP: A Character becomes more important, gaining another slot on the  A Character becomes more important, gaining another slot on the Characters ListCharacters List
even if it pushes them past 3 slots. even if it pushes them past 3 slots. When you roll on the Characters List to see who the Character is, treat When you roll on the Characters List to see who the Character is, treat aa
result of “New Character” as “Choose The Most Logical Character”. This change can be reflected in the activity inresult of “New Character” as “Choose The Most Logical Character”. This change can be reflected in the activity in
this Turning Point or not.this Turning Point or not.

28-3628-36

CHARACTER STEPS DOWN:CHARACTER STEPS DOWN: A Character becomes less important, remove them from one slot on the Characters A Character becomes less important, remove them from one slot on the Characters
List even if it removes them completely from the List. If this would remove a Player Character completely from the List,List even if it removes them completely from the List. If this would remove a Player Character completely from the List,
or if when rolling for the Character you get a result of “New Character”, then treat this as a result of “Choose The Mostor if when rolling for the Character you get a result of “New Character”, then treat this as a result of “Choose The Most
Logical Character”. If there is no possible Character to choose without removing a Player Character completely from theLogical Character”. If there is no possible Character to choose without removing a Player Character completely from the
List, then roll again on the Meta Plot Points Table. This change can be reflected in the activity in this Turning Point or not.List, then roll again on the Meta Plot Points Table. This change can be reflected in the activity in this Turning Point or not.

37-5537-55

CHARACTER DOWNGRADE:CHARACTER DOWNGRADE: A  A Character becomes less important, remove them from two slots on Character becomes less important, remove them from two slots on the Charactersthe Characters
List even if it removes them completely from the List. If this would remove List even if it removes them completely from the List. If this would remove a Player Character completely a Player Character completely from the List,from the List,
or if when rolling for the Character you get a result of “New Character”, then treat this as a result of “Choose The Mostor if when rolling for the Character you get a result of “New Character”, then treat this as a result of “Choose The Most
Logical Character”. If there is no possible Character to choose without removing a Player Character completely from theLogical Character”. If there is no possible Character to choose without removing a Player Character completely from the
List, then roll aList, then roll again on the Meta gain on the Meta Plot Points Table. Plot Points Table. This change can be reflected in the activity in this Turning Point or not.This change can be reflected in the activity in this Turning Point or not.

56-7356-73

CHARACTER UPGRADE:CHARACTER UPGRADE: A Character becomes more important, gaining 2 slots  A Character becomes more important, gaining 2 slots on the Characters List evenon the Characters List even
if it pushes them past 3 if it pushes them past 3 slots. When you roll on the Characters List to see who the Character is, treat slots. When you roll on the Characters List to see who the Character is, treat a resulta result
of “New Character” as “Choose The Most Logical Character”. This change can be reflected in the activity in thisof “New Character” as “Choose The Most Logical Character”. This change can be reflected in the activity in this
Turning Point or not.Turning Point or not.

74-8274-82

PLOTLINE COMBO:PLOTLINE COMBO: This Turning Point is about more than  This Turning Point is about more than one Plotline at the same time. Roll again on tone Plotline at the same time. Roll again on thehe
Plotlines List and add that Plotline to this Plotlines List and add that Plotline to this Turning Point along with the original Plotline rolled. If when rolling forTurning Point along with the original Plotline rolled. If when rolling for
an additional Plotline you roll the same Plotline already in use for this Turning Point, then treat an additional Plotline you roll the same Plotline already in use for this Turning Point, then treat the result as athe result as a
“Choose The Most Logical Plotline”. If there are no other Plotlines to choose from, then create a new Plotline as“Choose The Most Logical Plotline”. If there are no other Plotlines to choose from, then create a new Plotline as
the additional Plotline. If a Conclusion is rolled as a Plot Point the additional Plotline. If a Conclusion is rolled as a Plot Point during this Turning Point, apply it to tduring this Turning Point, apply it to the Plotlinehe Plotline
that seems most appropriate. If another Conclusion is rolled, continue to apply them to that seems most appropriate. If another Conclusion is rolled, continue to apply them to the additional Plotlinesthe additional Plotlines
in this Turning Point if you can. It is in this Turning Point if you can. It is possible with repeated results of “Plotline Combo” to have more than twopossible with repeated results of “Plotline Combo” to have more than two
Plotlines combined in this way.Plotlines combined in this way.

83-10083-100
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PPLLOOT  T  PPOOIINNTT AACCTT TTEENN MMYYSS SSOOCC PPEERR

ConclusionConclusion 11--88 11--88 11--88 11--88 11--88

NoneNone 99--2244 99--2244 99--2244 99--2244 99--2244

Into The UnknownInto The Unknown -- 2255--2266 2255--2266 -- --

 A Character Is  A Character Is AttackedAttacked

In A Non-Lethal WayIn A Non-Lethal Way
2255--2266 -- -- -- --

 A Nee A Needed Rded Resouresource Ruce Runs Ons Outut -- 2277 -- -- --

Useful Information FromUseful Information From

 An Unkn An Unknown Sown Sourceource
-- -- 2277--2288 -- --

Impending DoomImpending Doom -- 2288 -- -- --

OutcastOutcast -- -- -- 2255--2266 --

PersuasionPersuasion -- -- -- -- 2255--2266

 A Motive Fre A Motive Free Crimee Crime -- 2299 2299--3300 -- --

Collateral DamageCollateral Damage 2277 3300 -- -- --

Shady PlacesShady Places -- 3311--3322 -- -- --

 A Character Is A A Character Is Attackedttacked
In A Lethal WayIn A Lethal Way

2288--2299 -- -- -- --

Do It, Or ElseDo It, Or Else -- 3333 -- -- 2277

Remote LocationRemote Location -- 3344 -- -- --

 Ambush Ambush 3300--3311 -- -- -- --

Sold!Sold! -- -- -- 2277--2288 --

CatastropheCatastrophe 3322 3355 -- -- --

Grisly ToneGrisly Tone -- 3366 -- -- --

Character Has A Clever IdeaCharacter Has A Clever Idea 3333 -- -- -- --

Something Is Getting AwaySomething Is Getting Away 3344 3377 -- -- --

RetaliationRetaliation -- 3388--3399 -- 2299--3300 2288

 A Character Dis A Character Disappearsappears -- 4400 3311--3322 -- --

HuntedHunted 3355--3366 4411 -- -- --

Plot Points Table ReducedPlot Points Table Reduced
PPLLOOT  T  PPOOIINNTT AACCTT TTEENN MMYYSS SSOOCC PPEERR

 A High En A High Energy Gatherinergy Gatheringg -- -- -- 3311 --

 A Rare Or Un A Rare Or Unique Social ique Social GatheringGathering -- -- -- 3322 --

Bad DecisionBad Decision -- 4422 -- -- 2299

This Isn’t WorkingThis Isn’t Working -- -- 3333 -- --

DistractionDistraction 3377 -- -- -- --

Ill WillIll Will -- -- -- -- 3300--3311

 An Organizat An Organizationion -- -- -- 3333--3344 --

Wanted By The LawWanted By The Law -- 4433 -- -- 3322--3333

 A Res A Resource ource DisapDisappearspears -- -- 3344--3355 -- --

It Is Your DutyIt Is Your Duty -- -- -- -- 3344--3355

Fortuitous FindFortuitous Find -- -- 3366 -- --

Character Connection SeveredCharacter Connection Severed -- -- -- -- 3366--3377

 All Is Revealed All Is Revealed!! -- -- 3377 -- --

HumiliationHumiliation -- -- -- -- 3388

People Behaving BadlyPeople Behaving Badly -- -- -- 3355 --

Useful InformationUseful Information
From A Known SourceFrom A Known Source

-- -- 3388--3399 -- --

Cryptic InformationCryptic Information

From A Known SourceFrom A Known Source
-- -- 4400 -- --

Lie DiscoveredLie Discovered -- -- 4411--4422 -- --

 A Character Is  A Character Is Attacked To AbAttacked To Abductduct 3388--3399 -- -- -- --

Something Exotic Something Exotic  4400 4444 4433 -- --

ImmediatelyImmediately 4411--4422 4455 -- -- --

FameFame -- -- -- 3366 --

ChaseChase 4433--4444 -- -- -- --

Betrayal!Betrayal! -- 4466 -- -- 3399--4400
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Plot Points Table ReducedPlot Points Table Reduced
PPLLOOT  T  PPOOIINNTT AACCTT TTEENN MMYYSS SSOOCC PPEERR

 A Crime Is Co A Crime Is Committedmmitted -- -- 4444--4455 -- --

 A Character Is  A Character Is IncapacitatedIncapacitated -- 4477 -- -- 4411--4422

It’s A SecretIt’s A Secret -- -- 4466--4477 -- --

Something Lost Has Been FoundSomething Lost Has Been Found -- -- 4488 -- --

ScapegoatScapegoat -- -- -- 3377 --

Nowhere To RunNowhere To Run -- 4488 -- -- --

 At Night At Night -- 4499--5500 -- -- --

The ObserverThe Observer -- -- 4499 3388 4433

EscapeEscape 4455--4466 -- -- -- --

 A Secret Weap A Secret Weaponon -- 5511 5500 -- --

Heavily GuardedHeavily Guarded 4477--4488 5522 -- -- --

RescueRescue 4499--5500 -- -- -- --

Liar!Liar! -- -- 5511--5522 3399 --

Home Sweet HomeHome Sweet Home -- -- -- -- 4444--4455

 A Characte A Character Acts Or Acts Out Of Cut Of Characterharacter -- -- 5533 -- --

HeadquartersHeadquarters -- -- -- 4400--4411 4466

Physical Contest Of SkillsPhysical Contest Of Skills 5511--5522 -- -- -- --

DeadDead -- 5533 5544 -- --

 A Common  A Common Social GatherinSocial Gatheringg -- -- -- 4422--4433 --

Light Urban SettingLight Urban Setting -- -- -- 4444--4455 --

Mystery SolvedMystery Solved -- -- 5555--5566 -- --

 A Work Related  A Work Related GatheringGathering -- -- -- 4466--4477 --

Family MattersFamily Matters -- -- -- -- 4477--4488

Secret Information LeakedSecret Information Leaked -- -- 5577 -- --

PPLLOOT  T  PPOOIINNTT AACCTT TTEENN MMYYSS SSOOCC PPEERR

SuspicionSuspicion -- 5544 5588--5599 4488 --

Lose LoseLose Lose -- 5555 -- -- --

 A Figure F A Figure From The Pastrom The Past -- -- -- -- 4499

Mass BattleMass Battle 5533--5544 -- -- -- --

Out In The OpenOut In The Open -- 5566 -- -- --

EvidenceEvidence -- -- 6600--6611 -- --

 A Character Is  A Character Is DiminishedDiminished -- 5577--5588 -- -- 5500--5511

The Plot ThickensThe Plot Thickens -- -- 6622--6633 -- --

EnemiesEnemies -- 5599 -- 4499 5522--5533

Dubious RationaleDubious Rationale -- -- 6644 -- --

Menacing ToneMenacing Tone -- 6600 -- -- --

 A Crucial Li A Crucial Life Supportfe Support
System Begins To FailSystem Begins To Fail

5555 6611 6655 -- --

Dense Urban SettingDense Urban Setting -- -- -- 5500--5511 --

Doing The Right ThingDoing The Right Thing -- -- -- -- 5544

 Victory! Victory! 5566--5577 6622 -- -- --

Taking ChancesTaking Chances 5588--5599 6633 -- -- --

 A Group I A Group Is In Troubls In Troublee -- -- -- 5522--5533 --

Sole SurvivorSole Survivor 6600--6611 6644 -- -- --

Token ResponseToken Response -- -- -- 5544 --

Cryptic InformationCryptic Information
From An Unknown SourceFrom An Unknown Source

-- -- 6666--6677 -- --

 A Common T A Common Threadhread -- -- 6688--6699 -- --

 A Problem Retu A Problem Returnsrns -- 6655--6666 -- -- --

Stuck Stuck  -- 6677--6688 -- -- --

 At Your Mercy At Your Mercy -- -- -- -- 5555--5566
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Plot Points Table ReducedPlot Points Table Reduced
PPLLOOT  T  PPOOIINNTT AACCTT TTEENN MMYYSS SSOOCC PPEERR

Stop ThatStop That 6622--6633 -- -- -- --

Not Their MasterNot Their Master -- -- 7700 5555 --

Fall From PowerFall From Power -- -- -- -- 5577--5588

Help Is Offered, For A PriceHelp Is Offered, For A Price -- -- -- -- 5599--6600

Public LocationPublic Location -- -- -- 5566--5577 --

The LeaderThe Leader -- -- -- 5588--5599 --

Prized PossessionPrized Possession -- -- -- -- 6611--6622

SaviorSavior -- -- -- 6600--6611 --

DisarmedDisarmed -- 6699--7700 -- -- 6633

The Secret To The PowerThe Secret To The Power -- -- 7711--7722 -- --

Hidden AgendaHidden Agenda -- -- 7733--7744 -- --

Defend Or Not To DefendDefend Or Not To Defend 6644--6655 -- -- -- --

CrashCrash 6666--6677 -- -- -- --

ReinforcementsReinforcements -- -- -- 6622--6633 --

GovernmentGovernment -- -- -- 6644--6655 --

Physical Barrier To OvercomePhysical Barrier To Overcome 6688--6699 -- -- -- --

InjusticeInjustice -- -- -- 6666--6677 --

Quiet CatastropheQuiet Catastrophe -- 7711 -- -- --

 An Object  An Object OfOf

Unknown Use Is FoundUnknown Use Is Found
-- -- 7755 -- --

It’s All About YouIt’s All About You -- -- -- -- 6644--6655

 A Celebration A Celebration -- -- -- 6688--6699 --

StandoffStandoff -- 7722 -- 7700 --

Double DownDouble Down 7700--7711 -- -- -- --

Hidden ThreatHidden Threat -- 7733 -- -- --

PPLLOOT  T  PPOOIINNTT AACCTT TTEENN MMYYSS SSOOCC PPEERR

Character ConnectionCharacter Connection -- -- -- -- 6666--6677

ReligionReligion -- -- -- 7711 --

InnocentInnocent -- -- -- 7722 6688

Clear The RecordClear The Record -- -- 7766 -- --

Willing To Talk Willing To Talk  -- -- -- -- 6699--7700

TheftTheft 7722--7733 -- -- -- --

Character HarmCharacter Harm -- -- -- -- 7711--7722

 A Need To Hid A Need To Hidee -- 7744--7755 -- -- --

FollowedFollowed -- 7766--7777 -- -- --

FramedFramed -- -- 7777 -- 7733

PreparationPreparation -- -- -- 7733--774 74 744--7755

 An Improbab An Improbable Crimele Crime -- -- 7788 -- --

Friend FocusFriend Focus -- -- -- -- 7766

UntouchableUntouchable -- -- -- -- 7777

BribeBribe -- -- -- -- 7788

Dealing With A CalamityDealing With A Calamity 7744--7755 -- -- -- --

Sudden CessationSudden Cessation 7766--7777 -- -- -- --

It’s A Trap!It’s A Trap! -- 7788--7799 -- -- --

 A Meeting O A Meeting Of Mindsf Minds -- -- -- 7755 --

Time LimitTime Limit -- 8800--8811 -- -- --

The Hidden HandThe Hidden Hand -- -- 7799--8800 -- --

 A Needed Reso A Needed Resourceurce

Is Running ShortIs Running Short
-- 8822--8833 -- -- --

Organizations In ConflictOrganizations In Conflict -- -- -- 7766 --

Bad NewsBad News -- 8844--8855 -- -- --
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Plot Points Table ReducedPlot Points Table Reduced
PPLLOOT  T  PPOOIINNTT AACCTT TTEENN MMYYSS SSOOCC PPEERR

Character AssistanceCharacter Assistance -- -- -- -- 7799--8800

 Asking Fo Asking For Helpr Help -- -- -- -- 8811--8822

Hunker DownHunker Down -- 8866 -- -- --

 Abandoned Abandoned -- 8877--8888 -- -- --

Find It Or ElseFind It Or Else -- -- 8811--8822 -- --

Used Against ThemUsed Against Them 7788 8899 -- -- --

Powerful PersonPowerful Person -- -- -- 7777 --

Creepy ToneCreepy Tone -- 9900--9911 -- -- --

Welcome To The PlotWelcome To The Plot -- -- -- -- 8833

Travel SettingTravel Setting 7799 9922 8833 7788 --

Escort DutyEscort Duty -- -- -- 7799 --

 An Old Deal An Old Deal -- -- 8844 8800 --

 A New  A New EnemEnemyy -- 9933 -- -- --

 Alliance Alliance -- -- -- 8811--8822 --

Power Over OthersPower Over Others -- -- -- 8833--8844 --

 A Mysterious  A Mysterious New PersonNew Person -- -- 8855 -- --

Frenetic ActivityFrenetic Activity 8800--8811 -- -- -- --

Rural SettingRural Setting -- 9944 8866 8855 --

LikeableLikeable -- -- -- -- 8844

Someone Is WhereSomeone Is Where
They Should Not BeThey Should Not Be

-- -- 8877--8888 -- --

Sneaky BarrierSneaky Barrier 8822--8833 -- -- -- --

CorruptionCorruption -- -- -- 8866--8877 --

 Vulnerabili Vulnerability Exploitedty Exploited -- 9955 8899 -- --

The Promise Of RewardThe Promise Of Reward -- -- -- -- 8855--8866

PPLLOOT  T  PPOOIINNTT AACCTT TTEENN MMYYSS SSOOCC PPEERR

FraudFraud -- -- 9900--9911 -- --

It’s BusinessIt’s Business -- -- -- 8888--8899 --

Just Cause Gone AwryJust Cause Gone Awry -- -- -- 9900 --

Expert KnowledgeExpert Knowledge -- -- -- -- 8877

 A Mo A Moment ment Of POf Peaceeace 8844--8855 -- -- -- --

 A Focu A Focus On Ths On The Munde Mundaneane -- -- -- -- 8888--8899

Run Away!Run Away! -- -- -- -- 9900--9911

Beat You To ItBeat You To It 8866--8877 -- 9922--9933 -- --

ConfrontationConfrontation 8888--8899 -- -- 9911 --

 Argument Argument -- -- -- 9922--9933 --

Social Tension Set To BoilingSocial Tension Set To Boiling -- -- -- 9944 --

ProtectorProtector 9900--9911 -- -- -- 9922--9933

CrescendoCrescendo 9922--9933 -- -- -- --

Destroy The ThingDestroy The Thing 9944--9955 -- -- -- --

Conspiracy TheoryConspiracy Theory -- -- 9944 -- --

ServantServant -- -- -- 9955 9944--9955

 An Oppo An Opposing Storysing Story -- -- 9955 -- --

MetaMeta
96-96-
100100

96-96-
100100

96-96-
100100

96-96-
100100

96-96-
100100

Meta Plot Points Table ReducedMeta Plot Points Table Reduced
Character Exits The AdventureCharacter Exits The Adventure 1-181-18

Character ReturnsCharacter Returns 19-2719-27

Character Steps UpCharacter Steps Up 28-3628-36

Character Steps DownCharacter Steps Down 37-5537-55

Character DowngradeCharacter Downgrade 56-7356-73

Character UpgradeCharacter Upgrade 74-8274-82

Plotline ComboPlotline Combo 83-10083-100
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Character CraftingCharacter Crafting
 When generating Plot Points to construct  When generating Plot Points to construct TTurning Points,urning Points,

many of the Plot Points will make reference to Characters.many of the Plot Points will make reference to Characters.
 When a Plot Point calls for a Ch When a Plot Point calls for a Character to be Invoked, roll onaracter to be Invoked, roll on
the Characters List to see who it the Characters List to see who it is. If you get a result of “Newis. If you get a result of “New
Character” you have to figure out who that person is. ThisCharacter” you have to figure out who that person is. This
chapter is about helping you do that.chapter is about helping you do that.

Establishing a new Character in an Adventure is aboutEstablishing a new Character in an Adventure is about
determining what’determining what’s special about this s special about this Character, figuring out theCharacter, figuring out the
Character’Character’s overall Identitys overall Identity, plus tossing in , plus tossing in a few interesting a few interesting factsfacts
about the Character. Yabout the Character. You mix all of ou mix all of this together and intthis together and interpreterpret
what it means and who this Character is.what it means and who this Character is.

For instance, you need to introduce a For instance, you need to introduce a new Character into yournew Character into your
 Adventure and you determine that this Character is antagonistic Adventure and you determine that this Character is antagonistic
to your Plotline about your superheroes rescuing a kidnappedto your Plotline about your superheroes rescuing a kidnapped
reporter, the Character is determined to have an Identity of areporter, the Character is determined to have an Identity of a
“pro“protector”, and has tector”, and has Characteristics of “inept” Characteristics of “inept” and “dangerous.”and “dangerous.”
 Y You decide that the Character is another hero, but a new andou decide that the Character is another hero, but a new and
inexperienced one. This hero has decided to try to save theinexperienced one. This hero has decided to try to save the
reporter himself, but his attempts will only get in reporter himself, but his attempts will only get in the way of thethe way of the
main superheroes and will be a source of trouble for main superheroes and will be a source of trouble for them.them.

The Character Crafting ProcessThe Character Crafting Process

The steps to crafting a neThe steps to crafting a new Character for your Adventure are:w Character for your Adventure are:

• • ROLL ROLL 1D100 1D100 ON ON THE THE CHARACTER CHARACTER SPECIALSPECIAL
TRAIT TABLE:TRAIT TABLE: Start by determining a special nature to Start by determining a special nature to
this Character, such as is the Character an individual orthis Character, such as is the Character an individual or
an organization, does the Character help or hinder thean organization, does the Character help or hinder the
resolution of the Plotline, etc.resolution of the Plotline, etc.

• • ROLL ROLL 1D100 1D100 ONCE ONCE ON ON THE THE CHARACTERCHARACTER
IDENTITY IDENTITY TTABLE:ABLE: This table will give you a general This table will give you a general
identity to assign to the Character, lending you some ideaidentity to assign to the Character, lending you some idea
about what their role is in the about what their role is in the Adventure. Roll for oneAdventure. Roll for one
Identity unless results indicate to roll for Identity unless results indicate to roll for two.two.

• • ROLL ROLL 1D100 1D100 ONCE ONCE ON ON THE THE CHARACTERCHARACTER
DESCRIPTORS TABLE:DESCRIPTORS TABLE: This table fleshes out the This table fleshes out the
Character with personality traits Character with personality traits and a bit of color. Rolland a bit of color. Roll
once on the table, unless results indicate to generateonce on the table, unless results indicate to generate
two Descriptors.two Descriptors.

By the time you’re done, you’ll know this about the Character:By the time you’re done, you’ll know this about the Character:
 A defining trai A defining trait as to the Chat as to the Character’racter’s place in the As place in the Adventure, whatdventure, what
their primary Identity is, their primary Identity is, and their most and their most interesting Descriptorsinteresting Descriptors..
Combine these elements with what you already know about theCombine these elements with what you already know about the
Turning Point and the Plot Point that Invoked the Character, andTurning Point and the Plot Point that Invoked the Character, and
make an interpretation of who this Character is.make an interpretation of who this Character is.

Once you know who the Character is, name them Once you know who the Character is, name them andand
write them next to the write them next to the Plot Point that generated them on thePlot Point that generated them on the
 Adventure Sheet and add them to the Characters List. Adventure Sheet and add them to the Characters List.

CHARACTER SPECIAL TRAITCHARACTER SPECIAL TRAIT
 A Characte A Character’r’s Special Ts Special Trait defrait defines the ines the nature nature of thisof this

Character within the Adventure. This is a starting point Character within the Adventure. This is a starting point toto
guide you in deciding guide you in deciding who this Character is. This table (foundwho this Character is. This table (found
on page 65) gives a on page 65) gives a variety of results, from defining thevariety of results, from defining the
Character as an individual or an Character as an individual or an organization, to determining iforganization, to determining if
they have a connection with an existing Character or if they arethey have a connection with an existing Character or if they are
a help to a help to resolving the current Plotline.resolving the current Plotline.

 When you roll a Special  When you roll a Special TTrait for a Character, you shrait for a Character, you should tryould try
to incorporate to incorporate that Tthat Trait into rait into the Character the Character if you if you can. However,can. However,
this doesn’t mean you can’t use other Traits on the table thatthis doesn’t mean you can’t use other Traits on the table that
you didn’t roll. For instance, if you roll the Special Trait of Theyou didn’t roll. For instance, if you roll the Special Trait of The
Character Is Not Connected To This Plotline, that doesn’t meanCharacter Is Not Connected To This Plotline, that doesn’t mean
you can’you can’t also make them t also make them an organization or a hindrance an organization or a hindrance toto
resolving the Plotline just resolving the Plotline just because you didn’because you didn’t roll those. The resultt roll those. The result
of this table is meant to give you a startof this table is meant to give you a start ing place to defining whoing place to defining who
this Character is.this Character is.

The Character Is An IndividualThe Character Is An Individual

This is the most common result of the Special Trait Table,This is the most common result of the Special Trait Table,
and the Character and the Character as an individual is as an individual is usually the default Tusually the default Trait forrait for
any new Character. This means that the Character any new Character. This means that the Character is a namedis a named
individual entering your Adventure, as opposed to representingindividual entering your Adventure, as opposed to representing
an organization, community, or object.an organization, community, or object.
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The Character Is An OrganizationThe Character Is An Organization

The Character is a group The Character is a group of people, an organization orof people, an organization or
community. For instance, in a fantasy Adventure this Charactercommunity. For instance, in a fantasy Adventure this Character
may be “Tribe of marauding orcs”. When a collective is listedmay be “Tribe of marauding orcs”. When a collective is listed
as a Character, it means actions taken by as a Character, it means actions taken by that Character arethat Character are
performed by representative members of the community,performed by representative members of the community,
often unnamed individuals who represent the community’soften unnamed individuals who represent the community’s
personality and values as a whole.personality and values as a whole.

For instance, if the tribe of orcs is Invoked in a For instance, if the tribe of orcs is Invoked in a Plot PointPlot Point
about a battle, it might mean that a about a battle, it might mean that a raiding party of the orcsraiding party of the orcs
is attacking. Or, it could mean a single member of the tribe is attacking. Or, it could mean a single member of the tribe isis
taking action.taking action.

It’It’s possible for individual s possible for individual Characters in a group Characters in a group to also beto also be
established separately outside of the group. For example, laterestablished separately outside of the group. For example, later
in the Adventure the Player Characters may come up againstin the Adventure the Player Characters may come up against
the orc’s tribal leaderthe orc’s tribal leader, Grumsh, who earns his , Grumsh, who earns his own place on town place on thehe
Characters List as an Characters List as an individual Character.individual Character.

The Character Is An ObjectThe Character Is An Object

 Just like Character’s can be communities instead  Just like Character’s can be communities instead ofof
individuals, a Character can also be an object or non-livingindividuals, a Character can also be an object or non-living
thing. Anything that can appear to take independent action or tothing. Anything that can appear to take independent action or to
impact the lives of other Characters on its own can be consideredimpact the lives of other Characters on its own can be considered
a Character. For instance, a Character. For instance, the “Mystic Silverthorn the “Mystic Silverthorn WoodsWoods””
could be listed as a Character. When the woods gets Invoked,could be listed as a Character. When the woods gets Invoked,
the results of the Plot Point would be interpreted as “actions”the results of the Plot Point would be interpreted as “actions”
taken by the forest. For example, a Plot Point of Hunted, wheretaken by the forest. For example, a Plot Point of Hunted, where
a Player Character is Invoked to be the prey and the Silverthorna Player Character is Invoked to be the prey and the Silverthorn
 Woods is the hunter, may mean that a pack of wil Woods is the hunter, may mean that a pack of wild wolves isd wolves is
chasing the Character.chasing the Character.

Characters as objects can also be used to simulate more exoticCharacters as objects can also be used to simulate more exotic
Characters, such as robots, constructs, and intCharacters, such as robots, constructs, and intelligent inanimateelligent inanimate
things like magic swords or sentient rings.things like magic swords or sentient rings.

The Character Is Connected To This PlotlineThe Character Is Connected To This Plotline

This new Character enters the Adventure already connected toThis new Character enters the Adventure already connected to
the Plotline of the Plotline of this Tthis Turning Point. They are an active part urning Point. They are an active part of theof the
Plotline, generated by the Adventure because of the Plotline. Plotline, generated by the Adventure because of the Plotline. ForFor
instance, if the instance, if the Plotline is “TraPlotline is “Track down the ck down the bank robbers”, and abank robbers”, and a
new Character is generated who is connected to this Plotline, thenew Character is generated who is connected to this Plotline, the
Character would be someone associated with the bank robbersCharacter would be someone associated with the bank robbers
or their robberies. This could be a member of the bank robberyor their robberies. This could be a member of the bank robbery
gang, or maybe a law enforcement officer chasing them, organg, or maybe a law enforcement officer chasing them, or

someone who was hurt by the gang. Whoever this Character is,someone who was hurt by the gang. Whoever this Character is,
they enter this Tthey enter this Turning Point because of the urning Point because of the Plotline and as anPlotline and as an
active part of it.active part of it.

The Character Is Not Connected To This PlotlineThe Character Is Not Connected To This Plotline

This new Character enters the Adventure without an existingThis new Character enters the Adventure without an existing
connection to the connection to the Plotline. They arenPlotline. They aren’t generated into the ’t generated into the AdventureAdventure
because of the Plotline, but because of the Plotline, but for some other reason not associatedfor some other reason not associated
with the Plotline. This result usually represents Characters whowith the Plotline. This result usually represents Characters who
wander unwittingly into an Adventure. Although they enter thewander unwittingly into an Adventure. Although they enter the
 Adv Adventure enture as uncas unconneconnected to ted to the Plthe Plotlinotline, thee, they can y can becobecome pame part ofrt of
the Plotline thanks the Plotline thanks to the to the events of the Tevents of the Turning Point.urning Point.

For example, a group of federal marshals are tracking bankFor example, a group of federal marshals are tracking bank
robbers across the old west. They enter a dusty town and stop atrobbers across the old west. They enter a dusty town and stop at
a saloon to ask questions. The bartender of the saloon becomesa saloon to ask questions. The bartender of the saloon becomes
a new Character in the Adventure, one who is not connecteda new Character in the Adventure, one who is not connected
to the Plotline. He has nothing to do with to the Plotline. He has nothing to do with the bank robbersthe bank robbers
or their crimes, he’or their crimes, he’s just some guy tending bar who s just some guy tending bar who can answercan answer
some questions. The bartender may become embroiled in thesome questions. The bartender may become embroiled in the
 Adventure, perhaps he has seen strangers ride into to Adventure, perhaps he has seen strangers ride into town and hewn and he
decides to personally guide the marshals to where the strangersdecides to personally guide the marshals to where the strangers
are staying. Howeverare staying. However, the bartender starts , the bartender starts his existence in thehis existence in the
 Adventure independent of the events of the Plotline. Adventure independent of the events of the Plotline.

The Character Assists In Resolving This PlotlineThe Character Assists In Resolving This Plotline

 Whoever this Character is, they will be helpful to the Player Whoever this Character is, they will be helpful to the Player
Characters in resolving Characters in resolving the Plotline the Plotline of this Tof this Turning Point. Thisurning Point. This
result represents the kind of Character who is helpful result represents the kind of Character who is helpful to theto the
Players, and will probably be instrumental in moving the story Players, and will probably be instrumental in moving the story ofof
the Adventure along.the Adventure along.

For example, a group of explorers who have bungled theirFor example, a group of explorers who have bungled their
way into a hidden world of dway into a hidden world of dinosaurs and weird magic deep atinosaurs and weird magic deep at
the center of the Earth encounter a beautiful native woman. Shethe center of the Earth encounter a beautiful native woman. She
speaks no English, but she knows the terrain and she speaks no English, but she knows the terrain and she makes itmakes it
clear she is offering to help guide the clear she is offering to help guide the hapless adventurers throughhapless adventurers through
the danger-laden the danger-laden valleyvalley..

The Character Hinders Resolving This PlotlineThe Character Hinders Resolving This Plotline

The opposite of the previous result, this Character is aThe opposite of the previous result, this Character is a
hindrance to resolving this Plotline. This might mean thehindrance to resolving this Plotline. This might mean the
Character is a villain or an agent of the Adventure’s mainCharacter is a villain or an agent of the Adventure’s main
antagonist, or it may be someone else who happens to beantagonist, or it may be someone else who happens to be
standing in the way.standing in the way.
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For instance, with our center of For instance, with our center of the Earth explorers, a newthe Earth explorers, a new
Character with a Character with a Special TSpecial Trait of rait of Hinders Resolving This PlotlineHinders Resolving This Plotline
could be a pesky Tyrannosaurus Rex who prowls the valley. He’scould be a pesky Tyrannosaurus Rex who prowls the valley. He’s
the biggest, most dangerous thing in the jungle, the biggest, most dangerous thing in the jungle, and a foe theand a foe the
Player Characters will have to avoid if they plan to make it Player Characters will have to avoid if they plan to make it to theto the
other side alive.other side alive.

Character Is Connected To An Existing Character Character Is Connected To An Existing Character 

This new Character is, in some way, connected to anotherThis new Character is, in some way, connected to another
existing Character in the Adventure. Roll on the Characters Listexisting Character in the Adventure. Roll on the Characters List
to see who it is. A result to see who it is. A result of New Character is turned into of New Character is turned into ChooseChoose
Most Logical Character.Most Logical Character.

This connection can be anything, from the This connection can be anything, from the Character is theCharacter is the
existing Character’existing Character’s sister to s sister to the new Character the new Character happens to drive ahappens to drive a
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similar car as the existing Character. The nature of the connectionsimilar car as the existing Character. The nature of the connection
is wide open to interpretation. This allows you to use an existingis wide open to interpretation. This allows you to use an existing
Character as inspiration for deciding who the new CharacterCharacter as inspiration for deciding who the new Character
is. This also gives Gamemasters a chance to incis. This also gives Gamemasters a chance to incorporate someorporate some
personal elements into an Adventure for the Player Characters.personal elements into an Adventure for the Player Characters.
For instance, if a Player Character is a cleric of For instance, if a Player Character is a cleric of a particular sect,a particular sect,
he may discover that the he may discover that the villain he’villain he’s tracking down s tracking down is a rogueis a rogue
member of his own religion.member of his own religion.

Since the nature of this connection is Since the nature of this connection is so open to interpretation,so open to interpretation,
you may want to consider holding off on you may want to consider holding off on deciding what itdeciding what it
means until after you’ve rolled the new Character’s Identitymeans until after you’ve rolled the new Character’s Identity
and Descriptors. For exampand Descriptors. For example, if you le, if you generate a new Charactergenerate a new Character
and find they have a and find they have a connection to a Player Character in theconnection to a Player Character in the
 Adventure,  Adventure, you may firsyou may first decide that this t decide that this new Character is new Character is a familya family
member of the existing Character. When rolling for Identity, youmember of the existing Character. When rolling for Identity, you
get Fixer, and you may change your mind and decide that theget Fixer, and you may change your mind and decide that the
new Character is a blacksmith who routinely repairs the Playernew Character is a blacksmith who routinely repairs the Player
Character’s gear, which is how they are connected.Character’s gear, which is how they are connected.

CHARACTER IDENTITY CHARACTER IDENTITY 
Now it’Now it’s time to s time to determine specifics about determine specifics about the new the new CharacterCharacter..

Character Identity is about what this Character’s role is in theCharacter Identity is about what this Character’s role is in the
 Adv Adventureenture. T. To deteo determine rmine CharaCharacter Icter Identitdentityy, rol, roll 1d1l 1d100 o00 on then the
Character Identity TCharacter Identity Table to get able to get a simple phrase. If a simple phrase. If you roll 1-33you roll 1-33
and get “Roll for two and get “Roll for two IdentitiesIdentities”, then roll again on ”, then roll again on the table andthe table and
combine the results. Ignore the “Roll for two combine the results. Ignore the “Roll for two Identities” if you get itIdentities” if you get it
again and keep rolling until again and keep rolling until you have both Identities determined.you have both Identities determined.

The Identities listed are very general, such as “Warrior” andThe Identities listed are very general, such as “Warrior” and
“Farmer”. They are meant to be specific enough to give you“Farmer”. They are meant to be specific enough to give you
some idea of what this some idea of what this Character does, but general enough thatCharacter does, but general enough that
they can be flexibly interpreted. If you end up rolling for morethey can be flexibly interpreted. If you end up rolling for more
than one Identity, combine them together to than one Identity, combine them together to determine whatdetermine what
the final Identity is.the final Identity is.

For instance, in an adventure about super hero charactersFor instance, in an adventure about super hero characters
tracking down a mutant with a tracking down a mutant with a super powered intellect who issuper powered intellect who is
creating astonishing devices to commit crimes, a new Charactercreating astonishing devices to commit crimes, a new Character
comes into a Turning Point. We’ve determined that this personcomes into a Turning Point. We’ve determined that this person
is a hindrance to the Plotline of “Capture the mutant”. Rollingis a hindrance to the Plotline of “Capture the mutant”. Rolling
for Identity, we get “Explorer”. Putting this together, the GMfor Identity, we get “Explorer”. Putting this together, the GM
decides that the new Character is decides that the new Character is a scientist who studies supera scientist who studies super
powers. He is attracted to the case because he wants powers. He is attracted to the case because he wants to knowto know
more about how tmore about how the mutant’s super mind works. he mutant’s super mind works. He’He’s a hindrances a hindrance
to the Plotline because he is not intto the Plotline because he is not interested in stopping the villain,erested in stopping the villain,
only in learning more about him in an effort only in learning more about him in an effort to perhaps exploitto perhaps exploit
his talents. The “Explorer” aspect of his Identity his talents. The “Explorer” aspect of his Identity is interpreted asis interpreted as
being his scientific curiosity about the workings of superpowers.being his scientific curiosity about the workings of superpowers.

If we had rolled 13, “Roll for two Identities,” we wouldIf we had rolled 13, “Roll for two Identities,” we would
have had to roll for an additional Identity. Continuing to roll,have had to roll for an additional Identity. Continuing to roll,
we get 95, “Organizer”. In this case, the GM interprets thiswe get 95, “Organizer”. In this case, the GM interprets this
to mean the Character searches out super powered individualsto mean the Character searches out super powered individuals
(as per “Explorer”) but recruits them as mercenaries for hire ((as per “Explorer”) but recruits them as mercenaries for hire (
“Organizer” for mercenary recruiter). He is very interested in “Organizer” for mercenary recruiter). He is very interested in thethe
mutant’mutant’s abilities and wants s abilities and wants to recruit to recruit him for his organization.him for his organization.



6464

CHARACTER CRAFTINGCHARACTER CRAFTING

CHARACTER DESCRIPTORSCHARACTER DESCRIPTORS
 Almost done, the final step is to give your Character some Almost done, the final step is to give your Character some

character. Roll 1d100 on character. Roll 1d100 on the Character the Character Descriptors TDescriptors Table. Thisable. This
will give you a simple, descriptive word to lend some color andwill give you a simple, descriptive word to lend some color and
personality to the Character. If you roll 1-22 and get “Roll forpersonality to the Character. If you roll 1-22 and get “Roll for
two Descriptors” then increase the number of total Descriptorstwo Descriptors” then increase the number of total Descriptors
to two. Any additional results of “Roll for two Descriptors” areto two. Any additional results of “Roll for two Descriptors” are
ignored and you re-roll until you have all the Descriptors.ignored and you re-roll until you have all the Descriptors.

 Wherea Whereas Idents Identity is aity is all aboll about the rout the role the Cle the Characteharacter plays r plays inin
your Adventure, Descriptors are about the kind of person thisyour Adventure, Descriptors are about the kind of person this
Character is. Maybe they’re commanding or primitive. InterpretCharacter is. Maybe they’re commanding or primitive. Interpret
results as you wish. Most likely, especially when combined with theresults as you wish. Most likely, especially when combined with the
other details you know about this Character, what the Descriptorsother details you know about this Character, what the Descriptors
mean to your Character will become clear and obvious.mean to your Character will become clear and obvious.

So what do you do if you get So what do you do if you get a pair of Descriptors that seema pair of Descriptors that seem
contradictory? Can someone be intelligent and contradictory? Can someone be intelligent and ignorant? Exoticignorant? Exotic
and common? If you and common? If you really can’really can’t place what t place what a set of Descriptorsa set of Descriptors
means for the Character, then disregard it means for the Character, then disregard it (remember the I(remember the I
Dunno Rule). However, don’t give up too quickly. People areDunno Rule). However, don’t give up too quickly. People are
complex, and your Characters complex, and your Characters should be too. They can haveshould be too. They can have
Descriptors that mean different things, applying to different Descriptors that mean different things, applying to different partsparts
of their personality, or come out in different circumstances.of their personality, or come out in different circumstances.

For instance, an intelligent and ignorant Character may beFor instance, an intelligent and ignorant Character may be
brilliant at one topic, and very brilliant at one topic, and very slow at everything else. Someoneslow at everything else. Someone
who is exotic and common may seem very mundane andwho is exotic and common may seem very mundane and
ordinaryordinary, but , but they can they can do something extraordinary do something extraordinary that isn’that isn’tt
immediately obvious.immediately obvious.

Feel free to flex your imagination with Descriptors. Remember,Feel free to flex your imagination with Descriptors. Remember,
the Descriptors are meant more to inspire than to direct.the Descriptors are meant more to inspire than to direct.

FINISHING UPFINISHING UP
Once you have your new Character all fOnce you have your new Character all f igured out, give themigured out, give them

a name and slip them into the Characters La name and slip them into the Characters L ist. Most likelyist. Most likely, this, this
Character was generated as a response to a Plot Point, so writeCharacter was generated as a response to a Plot Point, so write
their name next to the Plot Point on the Adventure Sheet wheretheir name next to the Plot Point on the Adventure Sheet where
they were Invoked.they were Invoked.

Feel free to interpret the information you rolled as strictly or asFeel free to interpret the information you rolled as strictly or as
loosely as you wish. You’re not only taking into account the resultsloosely as you wish. You’re not only taking into account the results
of the Special Trait, Identity, and Descriptor tables, but also theof the Special Trait, Identity, and Descriptor tables, but also the
nature of the Plot Point that Invoked this Character, the events ofnature of the Plot Point that Invoked this Character, the events of
the Turning Point containing that Plot Point, and the Plotline thatthe Turning Point containing that Plot Point, and the Plotline that
the Player Characters are trying to resolve. It all flows together, sothe Player Characters are trying to resolve. It all flows together, so
allow yourself the latitude to interpret the random results in theallow yourself the latitude to interpret the random results in the
most interesting and useful way you can for most interesting and useful way you can for the Adventure.the Adventure.

 A KILLER IN CAPE TOWN A KILLER IN CAPE TOWN
Let’Let’s run Character creation through its paces and s run Character creation through its paces and see whatsee what

we get. We’ll continue with the super we get. We’ll continue with the super hero example. The Playerhero example. The Player
Characters in this Adventure have made their way through fiveCharacters in this Adventure have made their way through five
TTurning Points as they urning Points as they investigate the mysterious investigate the mysterious villain whovillain who
can make wondrous machines. They’ve learned that he is killingcan make wondrous machines. They’ve learned that he is killing
wealthywealthy, influential members , influential members of the city’s elite, often in their of the city’s elite, often in their highhigh
security homes. The Player Characters have encountered a policesecurity homes. The Player Characters have encountered a police
detective who is also hot on the case, and detective who is also hot on the case, and a mercenary who isa mercenary who is
trying to recruit the killer for his organization.trying to recruit the killer for his organization.

The Player Characters The Player Characters have now hit have now hit a Ta Turning Point whereurning Point where
they learn where the killer is they learn where the killer is hiding out. With help from thehiding out. With help from the
police detective, the heroes learn that the police detective, the heroes learn that the villain has taken upvillain has taken up
residence at the home of one of his earlier residence at the home of one of his earlier targets in a high rise,targets in a high rise,
exclusive apartment in exclusive apartment in the posh downtown the posh downtown area. This Tarea. This Turningurning
Point will involve the team of heroes stealthily breaking into thePoint will involve the team of heroes stealthily breaking into the
apartment to search it.apartment to search it.

The Plotline The Plotline for this Tfor this Turning Point is “Capture urning Point is “Capture thethe
mutant”. When generating mutant”. When generating this Tthis Turning Point, the urning Point, the GM rolledGM rolled
“Confrontation“Confrontation” as one ” as one of the of the Plot Points. The InvokedPlot Points. The Invoked
Characters for this Plot Point are one of the Player CharactersCharacters for this Plot Point are one of the Player Characters
and “New Character”. The Player Characters are going to and “New Character”. The Player Characters are going to have ahave a
confrontation with someone in confrontation with someone in the killer’s apartment.the killer’s apartment.

The GM starts rolling for the neThe GM starts rolling for the new Character to figure outw Character to figure out
who it is. who it is. Starting with the Special TStarting with the Special Trait, the GM rait, the GM rolls 87 for Therolls 87 for The
Character Hinders ResolvCharacter Hinders Resolving This ing This Plotline. Plotline. Right from the startRight from the start
the GM has been thinking that the the GM has been thinking that the Character they encounter isCharacter they encounter is
the mutant himself. So far in the Adventure, the the mutant himself. So far in the Adventure, the killer has beenkiller has been
a shadowy figure that the heroes have been tracking but hada shadowy figure that the heroes have been tracking but had
yet to actually meet. It would yet to actually meet. It would make sense to run into him at make sense to run into him at hishis
lair, taking him by surprise. This result reinforces this lair, taking him by surprise. This result reinforces this idea, sinceidea, since
obviously the mutant would want to obviously the mutant would want to hinder the resolution of thehinder the resolution of the
Plotline to capture him.Plotline to capture him.

Now it’Now it’s time to s time to get into specifics about get into specifics about the Characterthe Character
themselves. The GM rolls for the Identity, and gets 71, themselves. The GM rolls for the Identity, and gets 71, “Guard”.“Guard”.
This is interesting, but the GM reserves jThis is interesting, but the GM reserves judgement on thisudgement on this
for a moment until she finishes the for a moment until she finishes the CharacterCharacter. She rolls for. She rolls for
Descriptors and gets 7, Descriptors and gets 7, “Roll for two Descriptors”. The GM rolls“Roll for two Descriptors”. The GM rolls
again, getting 71, “Crazy”. That seems appropriate for our again, getting 71, “Crazy”. That seems appropriate for our supersuper
inventor villain. Rolling again, the GM gets 62, “Different”.inventor villain. Rolling again, the GM gets 62, “Different”.

TTaking the Identity and aking the Identity and Descriptor rolls into consideration,Descriptor rolls into consideration,
the GM determines the following: She interprets “Guard” tothe GM determines the following: She interprets “Guard” to
mean that the killer is, or mean that the killer is, or at least used to be, a at least used to be, a hero. From thehero. From the
Descriptor roll of “Crazy,” she determines that the Descriptor roll of “Crazy,” she determines that the mutant ismutant is
unhinged, obsessed with killing unhinged, obsessed with killing some of the city’s most influentialsome of the city’s most influential
members because of a betrayal that occurred in his past members because of a betrayal that occurred in his past thatthat
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Character Special TraitCharacter Special Trait

SSPPEECCIIAAL  L  TTRRAAIITT RROOLLLL

THE CHARACTER IS AN INDIVIDUAL:THE CHARACTER IS AN INDIVIDUAL: The Character is an individual, as opposed to an organization or object. The Character is an individual, as opposed to an organization or object. 1-501-50

THE CHARACTER IS AN ORGANIZATION:THE CHARACTER IS AN ORGANIZATION: This Character is not a specific individual, but an organization or This Character is not a specific individual, but an organization or
community. General members of this organization are considered part community. General members of this organization are considered part of the Character as of the Character as a community.a community.

51-5751-57

THE CHARACTER IS AN OBJECT:THE CHARACTER IS AN OBJECT: This Character is something other than a typical, living individual or group This Character is something other than a typical, living individual or group
organization. The Character is an object of some kind that could also be considered a Character unto itself. Examplesorganization. The Character is an object of some kind that could also be considered a Character unto itself. Examples
might include a spaceship that is old and temperamental, or a city tmight include a spaceship that is old and temperamental, or a city teeming with culture.eeming with culture.

58-6458-64

THE CHARACTER IS CONNECTED TO THIS PLOTLINE:THE CHARACTER IS CONNECTED TO THIS PLOTLINE: This Character enters the Adventure somehow This Character enters the Adventure somehow
connected with the Plotline of this connected with the Plotline of this Turning Point.Turning Point.

65-7165-71

THE CHARACTER IS NOT CONNECTED TO THIS PLOTLINE:THE CHARACTER IS NOT CONNECTED TO THIS PLOTLINE: This Character enters the Adventure not This Character enters the Adventure not
connected to this Turning Point’s Plotline. The Character may connected to this Turning Point’s Plotline. The Character may become part of tbecome part of the Plotline in the course of he Plotline in the course of this Turningthis Turning
Point, but does not start off Point, but does not start off that way. Examples include bystanders to the main events of a Turning Point or peoplethat way. Examples include bystanders to the main events of a Turning Point or people
outside the events of the Plotline who get drawn into the Adventure.outside the events of the Plotline who get drawn into the Adventure.

72-7872-78

THE CHARACTER ASSISTS IN RESOLVING THIS PLOTLINE:THE CHARACTER ASSISTS IN RESOLVING THIS PLOTLINE: This Character is someone who  This Character is someone who can help resolvecan help resolve
the current Plotline in some way, the current Plotline in some way, likely serving as an aid likely serving as an aid to the Player Characters.to the Player Characters.

79-8579-85

THE CHARACTER HINDERS RESOLVING THIS PLOTLINE:THE CHARACTER HINDERS RESOLVING THIS PLOTLINE: This Character gets in the way of resolving the This Character gets in the way of resolving the
current Plotline in some way, likely serving as current Plotline in some way, likely serving as a complication to the a complication to the Player Characters.Player Characters.

86-9286-92

THE CHARACTER IS CONNECTED TO AN EXISTING CHARACTER:THE CHARACTER IS CONNECTED TO AN EXISTING CHARACTER:  This Character has some relationship This Character has some relationship
to another, existing Character in this Adventure. Roll on the Characters List to see who. A result of New Characterto another, existing Character in this Adventure. Roll on the Characters List to see who. A result of New Character
is changed to Choose The Most Logical Character. The connection can be anything, from the two Characters areis changed to Choose The Most Logical Character. The connection can be anything, from the two Characters are
related, they know each other, they were former friends, they both work in the same occupation or belong to therelated, they know each other, they were former friends, they both work in the same occupation or belong to the
same organization, they look or act similarly, they have similar skills or equipment, etc. The connection can be assame organization, they look or act similarly, they have similar skills or equipment, etc. The connection can be as
close or as distant as you like.close or as distant as you like.

93-10093-100

sidelined him as a hero. He has been stewing in obscurity forsidelined him as a hero. He has been stewing in obscurity for
years, only now coming out to exact his revenge. For “Different,”years, only now coming out to exact his revenge. For “Different,”
the GM interprets this to represent how the kthe GM interprets this to represent how the k iller looks. Theiller looks. The
source of his super-inventing intellect is tsource of his super-inventing intellect is that he’hat he’s a mutant, ands a mutant, and
he doesn’he doesn’t look completely human. t look completely human. He is slightly misshapen withHe is slightly misshapen with
green tinged skin.green tinged skin.

The GM decides to flesh out the The GM decides to flesh out the killer more by deciding that,killer more by deciding that,
in his heyday, he was a hero known in his heyday, he was a hero known as Jersey Devil. Inventingas Jersey Devil. Inventing
amazing tools was his signature ability, designing devices to helpamazing tools was his signature ability, designing devices to help
him capture villains. He was known as an foe to the mob, andhim capture villains. He was known as an foe to the mob, and
helped to bring in some of the helped to bring in some of the city’city’s worst underworld crs worst underworld cr iminals.iminals.
This, however, earned him many enemies among the town’sThis, however, earned him many enemies among the town’s

wealthy elite, some of whom profited heavily from the peoplewealthy elite, some of whom profited heavily from the people
he brought to justice. Some of those people used the brought to justice. Some of those people used their influenceheir influence
to frame Jersey for a to frame Jersey for a heinous crime he didn’heinous crime he didn’t commit. They alsot commit. They also
used his disturbing appearance to smear him in the used his disturbing appearance to smear him in the public eye,public eye,
painting him as a villain.painting him as a villain.

The campaign worked and Jersey Devil was forced to flee fromThe campaign worked and Jersey Devil was forced to flee from
both the law and the public both the law and the public that once adored him. Crushed inthat once adored him. Crushed in
spirit, Jersey has been laying low all these years, dwelling on thespirit, Jersey has been laying low all these years, dwelling on the
injustices wrought against him and slowly discovering who it wasinjustices wrought against him and slowly discovering who it was
that brought him to that brought him to ruin. Truin. Todayoday, ready to , ready to act on his revenge, act on his revenge, hehe
is crazed and obsessed with is crazed and obsessed with killing those responsible and he killing those responsible and he won’won’tt
let anyone get let anyone get in his way.in his way.
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Character IdentityCharacter Identity

RROOLLLL IIDDEENNTTIITTYY RROOLLLL IIDDEENNTTIITTYY RROOLLLL IIDDEENNTTIITTYY RROOLLLL IIDDEENNTTIITTYY

1-331-33
Roll for twoRoll for two

IdentitiesIdentities
5050 MediatorMediator 6767 ThiefThief 8484 ScientistScientist

3434 WarriorWarrior 5151 EntertainerEntertainer 6868 RadicalRadical 8585 GathererGatherer

3535 HealerHealer 5252 SocialiteSocialite 6969 ExecutiveExecutive 8686 ForeignerForeigner

3636 ProtectorProtector 5353  Athlete Athlete 7070 ThugThug 8787 SurvivorSurvivor

3737  Assistant Assistant 5454 PerformerPerformer 7171 GuardGuard 8888 GamblerGambler

3838 DependentDependent 5555 RepresentativeRepresentative 7272 GuardianGuardian 8989 RogueRogue

3939 RulerRuler 5656 MerchantMerchant 7373 ExplorerExplorer 9090 FarmerFarmer

4040  Administrator Administrator 5757 TraderTrader 7474 HeroHero 9191 KillerKiller

4141  Victim Victim 5858 CreatorCreator 7575  Villain Villain 9292 ProfessionalProfessional

4242 ScholarScholar 5959  Artist Artist 7676 DeceiverDeceiver 9393 Driver/PilotDriver/Pilot

4343 ExpertExpert 6060 ServantServant 7777 EngineerEngineer 9494 StudentStudent

4444 EliteElite 6161 LaborerLaborer 7878 ScoutScout 9595 OrganizerOrganizer

4545 InvestigatorInvestigator 6262 ReligiousReligious 7979 FixerFixer 9696 DelivererDeliverer

4646 CriminalCriminal 6363 HunterHunter 8080 WandererWanderer 9797 LackeyLackey

4747 SupporterSupporter 6464 LeaderLeader 8181 SubverterSubverter 9898 TeacherTeacher

4848 HelplessHelpless 6565 FighterFighter 8282 SoldierSoldier
99 -99 -
100100

Exotic Exotic 

4949 OutsiderOutsider 6666 CrafterCrafter 8383 Law EnforcementLaw Enforcement
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Character DescriptorsCharacter Descriptors
RROOLLLL CCHHAARRAACCTTEERRIISSTTIICC RROOLLLL CCHHAARRAACCTTEERRIISSTTIICC RROOLLLL CCHHAARRAACCTTEERRIISSTTIICC RROOLLLL CCHHAARRAACCTTEERRIISSTTIICC

1-211-21
Roll for twoRoll for two

DescriptorsDescriptors
4141 SmallSmall 6161  Armed Armed 8181 NaiveNaive

2222 UglyUgly 4242 LargeLarge 6262 DifferentDifferent 8282 ConfidentConfident

2323 BeautifulBeautiful 4343 QuietQuiet 6363 YoungYoung 8383 SurprisingSurprising

2424 FoulFoul 4444 LoudLoud 6464 OldOld 8484 PassivePassive

2525 SweetSweet 4545 FastFast 6565 DifficultDifficult 8585 BoldBold

2626 UnusualUnusual 4646 SlowSlow 6666 HelpfulHelpful 8686 CarelessCareless

2727 CommonCommon 4747 Exotic Exotic  6767 HarmfulHarmful 8787 CautiousCautious

2828 IntelligentIntelligent 4848 UniformedUniformed 6868 DisciplinedDisciplined 8888 SneakySneaky

2929 IgnorantIgnorant 4949 InterestingInteresting 6969 Erratic Erratic  8989 IntimidatingIntimidating

3030 EducatedEducated 5050 ColorfulColorful 7070 WildWild 9090 PowerfulPowerful

3131 SkilledSkilled 5151 InformativeInformative 7171 CrazyCrazy 9191 PowerlessPowerless

3232 TrainedTrained 5252 DangerousDangerous 7272 CommandingCommanding 9292 HurtHurt

3333 RudeRude 5353 IneptInept 7373 Meek Meek  9393 RoughRough

3434 PolitePolite 5454 ClumsyClumsy 7474 HumorousHumorous 9494 GentleGentle

3535 FancyFancy 5555 CapableCapable 7575 FrightenedFrightened 9595 CaringCaring

3636 RoughRough 5656 IntrusiveIntrusive 7676 BraveBrave 9696 PrincipledPrincipled

3737 DirtyDirty 5757 RespectfulRespectful 7777 StrongStrong 9797  Arrogant Arrogant

3838 CleanClean 5858 PrimitivePrimitive 7878 Weak Weak  9898 CuriousCurious

3939 WealthyWealthy 5959 SophisticatedSophisticated 7979 ImpulsiveImpulsive 9999 SupportiveSupportive

4040 PoorPoor 6060 ElegantElegant 8080 Strategic Strategic  100100 Heroic Heroic 
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Paths Of ThePaths Of The
 Ad Advveenntuturre e CCrraaftefterr

 W Way back ay back on pagon page 6 we be 6 we briefly wriefly went ovent over varer various waious ways to usys to usee
The Adventure Crafter to help create role playing Adventures. NowThe Adventure Crafter to help create role playing Adventures. Now
that we’ve gone over the nitty gritty of actually using the system,that we’ve gone over the nitty gritty of actually using the system,
let’s revisit those approaches and delve into them with more detail.let’s revisit those approaches and delve into them with more detail.

TURNING YOURTURNING YOUR
 ADVENTURE SCRIPT ADVENTURE SCRIPT
INTO A FINAL ADVENTUREINTO A FINAL ADVENTURE

The Adventure Crafter is an The Adventure Crafter is an idea generator. By the timeidea generator. By the time
you are done crafting an Adventure the story laid out followsyou are done crafting an Adventure the story laid out follows
a very linear course with Characters doing specific thingsa very linear course with Characters doing specific things
and Plotlines following a clear arc. This is meant and Plotlines following a clear arc. This is meant to give youto give you
something to work with, it something to work with, it doesn’doesn’t mean you have to go wt mean you have to go withith
exactly what was generated. Think of it exactly what was generated. Think of it as much as inspirationas much as inspiration
as a script.as a script.

 Y Your final Adventure outline will tell you everything you needour final Adventure outline will tell you everything you need
to know to set up your to know to set up your Adventure: what the goals and conflictsAdventure: what the goals and conflicts
are, who the Characters are, what they are up are, who the Characters are, what they are up to, how they willto, how they will
react under certain circumstances, who react under certain circumstances, who friends and enemies are,friends and enemies are,
what surprises lurk around the corners, what surprises lurk around the corners, and what events willand what events will
happen and when. You can take any of these details and usehappen and when. You can take any of these details and use
them as they were generated, or you could them as they were generated, or you could discard whatever youdiscard whatever you
wish. The Adventure Crafter gives you the framework of yourwish. The Adventure Crafter gives you the framework of your
 Adventure to base everything off of. Adventure to base everything off of.

How much work and tinkering you decide to How much work and tinkering you decide to do is entirely updo is entirely up
to you. Yto you. You may take the Adventure as randomly created and rou may take the Adventure as randomly created and runun
with it, dealing with course changes as they with it, dealing with course changes as they occur. Oroccur. Or, you may, you may
use the randomly generated Adventure as a starting point anduse the randomly generated Adventure as a starting point and
construct additional Plotlines, Scenes, and Characters tconstruct additional Plotlines, Scenes, and Characters to flesh theo flesh the
 Adventure out more fully Adventure out more fully..

The next chapter is full The next chapter is full of examples of using the Adventureof examples of using the Adventure
Crafter and turning randomly generated Adventures into finalCrafter and turning randomly generated Adventures into final

 Adventures. Howev Adventures. However, let’er, let’s take a quick look at doing this with as take a quick look at doing this with a
single Turning Point.single Turning Point.

In this example, our Adventure takes place in a post-In this example, our Adventure takes place in a post-
apocolyptic setting. There is a single apocolyptic setting. There is a single Player Character, a wastelandPlayer Character, a wasteland
warrior with super speed and incredible martial arts skills. In thewarrior with super speed and incredible martial arts skills. In the
first Tfirst Turning Point, the GM generated urning Point, the GM generated a Plotline about rescuinga Plotline about rescuing
an abducted leader of a peaceful village. The warrior Characteran abducted leader of a peaceful village. The warrior Character
gets involved when the village helps tend to his wounds, gets involved when the village helps tend to his wounds, and heand he
feels indebted to retrieve their leader from the feels indebted to retrieve their leader from the clutches of a wildclutches of a wild
group of mutants.group of mutants.

The next few TThe next few Turning Points involve a series of encurning Points involve a series of encountersounters
along the road to the hilly region where the mutants along the road to the hilly region where the mutants reside. Thereside. The
GM fashioned these TGM fashioned these Turning Points into a couple urning Points into a couple of combat andof combat and
trap encounters for the Player Character to resolve.trap encounters for the Player Character to resolve.

For TFor Turning Point 4, urning Point 4, the GM generated the GM generated the followingthe following
Plot Points: Rural Setting, A Character Plot Points: Rural Setting, A Character Steps Up: Mutant, ASteps Up: Mutant, A
Celebration, A Rare Or Celebration, A Rare Or Unique Social Gathering, None.Unique Social Gathering, None.

 When construc When constructing the Adventure, ting the Adventure, the GM interpretthe GM interpreted thised this
to mean that the warrior stumbles upon a farm at the base ofto mean that the warrior stumbles upon a farm at the base of
a hill. The farm is a community operated by the mutants toa hill. The farm is a community operated by the mutants to
grow food for themselves. Considering that the Turning Pointgrow food for themselves. Considering that the Turning Point
generated two separate Plot Points about special events, the GMgenerated two separate Plot Points about special events, the GM
decides that the mutants happen to be celebrating an importantdecides that the mutants happen to be celebrating an important
annual harvest festival. She interprets “A Character Steps Up:annual harvest festival. She interprets “A Character Steps Up:
Mutants” to mean that there are more mutants out here thanMutants” to mean that there are more mutants out here than
 just a single grou just a single group of them, there’s an entire community of tp of them, there’s an entire community of themhem
living in these hills.living in these hills.

TTo turn to turn this into something she can his into something she can use for her use for her Adventure,Adventure,
the GM mocks up a quick the GM mocks up a quick sketch of the farmlands and the roadsketch of the farmlands and the road
that wends through it on the wthat wends through it on the way through the hills. She marksay through the hills. She marks
an area for where the main festivities will take place. an area for where the main festivities will take place. ConsideringConsidering
that the mutants are wild and that the mutants are wild and fairly primitive, she decides thatfairly primitive, she decides that
the festival is a brutal affair, with ritual combat around a bonfirethe festival is a brutal affair, with ritual combat around a bonfire
at night. The large numbers of mutants will likely cause at night. The large numbers of mutants will likely cause thethe
warrior Character to have to abandon his vehicle, since it’ll makewarrior Character to have to abandon his vehicle, since it’ll make
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too much noise. However, the festival will afford a too much noise. However, the festival will afford a great deal ofgreat deal of
distraction, giving the Character a chance to slip distraction, giving the Character a chance to slip through unseen.through unseen.

The GM populates the farmstead area with a couple ofThe GM populates the farmstead area with a couple of
points of interest if the Player Character decides to pokepoints of interest if the Player Character decides to poke
around. There’around. There’s a main house s a main house with various items inside, with various items inside, asas
well as a potential enwell as a potential encounter with a guard dcounter with a guard dog. Thereog. There’s a cellar’s a cellar
with the human bones of victims the mutants have killed andwith the human bones of victims the mutants have killed and
eaten, along with many of their belongings including a feweaten, along with many of their belongings including a few
useful items. The GM decides to include a shed on the farmuseful items. The GM decides to include a shed on the farm
filled with fuel; she included this to give the Player Characterfilled with fuel; she included this to give the Player Character
a chance to perhaps use a chance to perhaps use that to create explosives or a that to create explosives or a fire. Shefire. She
dots the area with several guard pdots the area with several guard positions, but decides they areositions, but decides they are
not paying attention due to the festival.not paying attention due to the festival.

The GM also decides that if the Player Character fails toThe GM also decides that if the Player Character fails to
sneak through the farm and gets captured, that he’ll be forcedsneak through the farm and gets captured, that he’ll be forced
to participate in a ritual combat before the assembled mutants.to participate in a ritual combat before the assembled mutants.
If he wins the battle, tradition dictates that the mutantsIf he wins the battle, tradition dictates that the mutants
must let him go, however as soon as must let him go, however as soon as he sets foot beyond thehe sets foot beyond the
boundaries of the farm they boundaries of the farm they can begin to pursue can begin to pursue him. Thishim. This
will set up a potential chase encounter in the Adventure wherewill set up a potential chase encounter in the Adventure where
the Character will have to flee through the hills at night whilethe Character will have to flee through the hills at night while
being pursued by blood thirsty mutants.being pursued by blood thirsty mutants.

 All in all, the GM is happy with this new addition to her All in all, the GM is happy with this new addition to her
 Adventure. She took the elements provi Adventure. She took the elements provided by The Advded by The Adventureenture
Crafter and embellished them further to Crafter and embellished them further to create the mostcreate the most
interesting encounter she could think of her for Adventure.interesting encounter she could think of her for Adventure.

 YOUR STARTING POINT YOUR STARTING POINT
There are many ways your Player Characters There are many ways your Player Characters may approachmay approach

an Adventure. Perhaps this group of Characters are freshlyan Adventure. Perhaps this group of Characters are freshly
developed and this is their developed and this is their first Adventure. Maybe they’vefirst Adventure. Maybe they’ve
been around the block, but are at a point in their ongoingbeen around the block, but are at a point in their ongoing
campaign where they are ready for campaign where they are ready for new quests. Maybe they arenew quests. Maybe they are
hip deep in an hip deep in an ongoing campaign where every Adventure is anongoing campaign where every Adventure is an
outgrowth of the Adventure before.outgrowth of the Adventure before.

Representing this when using The Adventure Crafter to createRepresenting this when using The Adventure Crafter to create
an Adventure involves how blank your slate is when you begin.an Adventure involves how blank your slate is when you begin.
In other words, when you create an Adventure, do you startIn other words, when you create an Adventure, do you start
with completely blank Plotlines and Characters Lists, or do youwith completely blank Plotlines and Characters Lists, or do you
populate them with Plotlines and Characters before you beginpopulate them with Plotlines and Characters before you begin
 Adventure creation? Adventure creation?

The Adventure generation rules The Adventure generation rules so far assume that so far assume that you’you’rere
starting from a blank starting from a blank slate. Yslate. You have an empty Adventure ou have an empty Adventure Sheet inSheet in
front of you, front of you, and blank Plotlines and and blank Plotlines and Characters Lists. However,Characters Lists. However,
they don’t need to be blank.they don’t need to be blank.

If you are approaching an Adventure with ideas alreadyIf you are approaching an Adventure with ideas already
in mind, or you want tin mind, or you want to carry over elements from previouso carry over elements from previous
 Adventures, then feel free to write these elements into the Lists. Adventures, then feel free to write these elements into the Lists.

For instance, maybe your group of Player Characters in theirFor instance, maybe your group of Player Characters in their
previous Adventure saved the day by previous Adventure saved the day by slaying a dragon. Youslaying a dragon. You
concluded your Adventure after the Plotline of concluded your Adventure after the Plotline of “Kill the dragon”“Kill the dragon”
was resolved. What if there were other Plotlines still open,was resolved. What if there were other Plotlines still open,
however, that weren’t resolved? Maybe there was still a “Recoverhowever, that weren’t resolved? Maybe there was still a “Recover
the holy artifact” and the holy artifact” and “T“Track down the track down the traitor and bring him raitor and bring him toto
 justice” Plotlines open. justice” Plotlines open.

 Y You could make this next Adventure an extension of theou could make this next Adventure an extension of the
previous Adventure by writing those two Plotlines into the topprevious Adventure by writing those two Plotlines into the top
slots of the blank Plotlines List before you begin creating yourslots of the blank Plotlines List before you begin creating your
new Adventure.new Adventure.

If you do tIf you do this, then This, then Turning Point 1 of the urning Point 1 of the new Adventurenew Adventure
does not automatically cause a result of “New Plotline” whendoes not automatically cause a result of “New Plotline” when
rolling for the first Plotline. You would roll on the Plotlines Listrolling for the first Plotline. You would roll on the Plotlines List
 just like you would on any of the later T just like you would on any of the later Turning Points.urning Points.

If this Adventure is a direct continuation of a previousIf this Adventure is a direct continuation of a previous
 Adve Adventure, thenture, then you shn you should write ould write the Plothe Plotlines itlines into their nto their ListList
slots as many times as those Plotlines appeared in the previousslots as many times as those Plotlines appeared in the previous
 Adve Adventure Plonture Plotlines Ltlines List. Soist. So, if yo, if you finishu finished the pred the previous evious AdvenAdventureture
with “Recover the holy artifact” occupying 2 slots and “Track downwith “Recover the holy artifact” occupying 2 slots and “Track down
the traitor” occupying 1, those two Plotlines would take the samethe traitor” occupying 1, those two Plotlines would take the same
number of slots at the beginning of this new Adventure.number of slots at the beginning of this new Adventure.

If this Adventure is a continuation, but is If this Adventure is a continuation, but is not directly pickingnot directly picking
up from where it left up from where it left off, then have the Plotlines only occupy aoff, then have the Plotlines only occupy a
single line on single line on the Plotlines List. This helps simulate how muchthe Plotlines List. This helps simulate how much
distance the Player Characters have from the previous Adventure,distance the Player Characters have from the previous Adventure,
and lets you decide how fresh of and lets you decide how fresh of a start this new a start this new Adventure will be.Adventure will be.

This applies not just to Plotlines but to Characters as well.This applies not just to Plotlines but to Characters as well.
If your Adventure is a continuation of the previous Adventure,If your Adventure is a continuation of the previous Adventure,
then write in the Characters onto your Characters List from thethen write in the Characters onto your Characters List from the
previous List. As with Plotlines, give the Characters an equalprevious List. As with Plotlines, give the Characters an equal
number of List slots if this Adventure is a close continuationnumber of List slots if this Adventure is a close continuation
of the previous Adventure, and only a single slot if it’s a moreof the previous Adventure, and only a single slot if it’s a more
distant continuation.distant continuation.

NotesNotes
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New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion

Rural setingRural seting
 A characer seps up A characer seps up
 A celebrain  A celebrain 
 A rare r unique scial gahering A rare r unique scial gahering
 Nne  Nne 

 x  x 

 Muans Muans

 4  4  Rescue he leader Rescue he leader 
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Feel free to edit any of the Plotlines or Characters out, if youFeel free to edit any of the Plotlines or Characters out, if you
wish. Maybe you want the new Adventure to focus wish. Maybe you want the new Adventure to focus on “Recoveron “Recover
the holy artifact” and you want to the holy artifact” and you want to let the “Tlet the “Track down therack down the
traitor” Plotline go. That’traitor” Plotline go. That’s fine. This is your s fine. This is your chance to prune chance to prune andand
focus events from the previous Adventure.focus events from the previous Adventure.

By the same token, you may want to By the same token, you may want to edit out some of theedit out some of the
Characters from the Characters List. Maybe there were one orCharacters from the Characters List. Maybe there were one or
two who weren’two who weren’t important enough t important enough to carry to carry overover, or you , or you onlyonly
want the main Characters to spill over into this new want the main Characters to spill over into this new Adventure.Adventure.

Carry-over Plotlines and Carry-over Plotlines and Characters don’Characters don’t have to t have to comecome
from previous Adventures. They can originate from thefrom previous Adventures. They can originate from the
Player Characters’ backgrounds, too. For instance, this mayPlayer Characters’ backgrounds, too. For instance, this may
be this party’s first Adventure, but those Player Charactersbe this party’s first Adventure, but those Player Characters
have backstories that you want reflected as possibilities in thishave backstories that you want reflected as possibilities in this
 Adventure. Maybe one Chara Adventure. Maybe one Character is wanted by the law for acter is wanted by the law for a
crime. Ycrime. You might add this ou might add this to the Plotlines to the Plotlines List of “Stay ahead ofList of “Stay ahead of
the law”. Ythe law”. You might populate the ou might populate the Characters List with peopleCharacters List with people
important to the Player Characters, like a knimportant to the Player Characters, like a knight’ight’s feudal lord ors feudal lord or
an occult an occult investigator’investigator’s arch-nemesis.s arch-nemesis.

By placing Plotlines and Characters into the Lists before youBy placing Plotlines and Characters into the Lists before you
begin, you open the Adventure up to pre-existing possibilities.begin, you open the Adventure up to pre-existing possibilities.
Those Plotlines and Characters may never enter the Adventure, orThose Plotlines and Characters may never enter the Adventure, or
the Adventure may the Adventure may end up end up focusing on focusing on those elements. You don’those elements. You don’tt
know until you know until you generate the Adventure, but generate the Adventure, but you’you’ve allowed forve allowed for
the possibility for those elements to play a part.the possibility for those elements to play a part.

EDITING YOUR ADVENTUREEDITING YOUR ADVENTURE
 Assuming you Assuming you’re sta’re starting an Adventure with a blank set ofrting an Adventure with a blank set of

Lists, you have roughly equal odds of a randomly generatedLists, you have roughly equal odds of a randomly generated
 Adventure being a short one, of medium length, or sprawling out. Adventure being a short one, of medium length, or sprawling out.
It’It’s entirely possible to s entirely possible to have one as short as have one as short as acquiring a Plotlineacquiring a Plotline
in Turning Point 1 and concluding it in Turning Point 2. It’sin Turning Point 1 and concluding it in Turning Point 2. It’s
also possible to hit Talso possible to hit Turning Point 10 and beyond witurning Point 10 and beyond with 3 or moreh 3 or more
Plotlines and no end in sight.Plotlines and no end in sight.

This is all well and good if you’re okay with The AdventureThis is all well and good if you’re okay with The Adventure
Crafter deciding the length and scope of your Adventure, butCrafter deciding the length and scope of your Adventure, but
you can take some control of this if you wish. Following are ayou can take some control of this if you wish. Following are a
few tips and guidelines.few tips and guidelines.

The amount of The amount of activity that takes place activity that takes place in a single Tin a single Turningurning
Point can vary widely, but generally an Adventure that Point can vary widely, but generally an Adventure that wouldwould
span about two hours of actual play time span about two hours of actual play time would be comprised ofwould be comprised of
about 4 to 6 Turning Points. Each of these Turning Points wouldabout 4 to 6 Turning Points. Each of these Turning Points would
likely comprise a Scene in your Adventure, with a likely comprise a Scene in your Adventure, with a few smallerfew smaller
additional Scenes stuck in between them tadditional Scenes stuck in between them to fill in gaps ando fill in gaps and
account for Player Character decisions.account for Player Character decisions.

 When creating your Adventure, if you have a Plotline that When creating your Adventure, if you have a Plotline that
ends sooner than you want it ends sooner than you want it to, feel free to ignore random resultsto, feel free to ignore random results
of Plotline Conclusion and keep it of Plotline Conclusion and keep it as a Plotline Advancement. Ifas a Plotline Advancement. If
you do this, you do this, treat Plot Point rolls of “Conclusion” as “None”.treat Plot Point rolls of “Conclusion” as “None”.

By the same token, if a Plotline is By the same token, if a Plotline is stretching out furtherstretching out further
than you would than you would like, feel free like, feel free to assign a Tto assign a Turning Point as theurning Point as the
automatic end to a Plotline. If you automatic end to a Plotline. If you do this, then consider the firstdo this, then consider the first
Plot Point of that Turning Point to be “Conclusion”.Plot Point of that Turning Point to be “Conclusion”.

Keep in mind Keep in mind that when ending that when ending an Adventure, you don’an Adventure, you don’t havet have
to have all the to have all the Plotlines wrapped up. In Plotlines wrapped up. In fact, you really don’fact, you really don’t event even
have to have any wrapped up. Yohave to have any wrapped up. You could end an u could end an Adventure at anyAdventure at any
TTurning Point and urning Point and then pick then pick the Adventure up the Adventure up later. Howeverlater. However,,
if, when designing your Adventure, you want more of a sense if, when designing your Adventure, you want more of a sense ofof
completion then feel completion then feel free to assign ahead of free to assign ahead of time a Ttime a Turning Pointurning Point
as an automatic Plotline Conclusion.as an automatic Plotline Conclusion.

 When Th When The Adventure e Adventure Crafter is finiCrafter is finished, youshed, you’ll have w’ll have whathat
amounts to an outline of an Adventure with each Turningamounts to an outline of an Adventure with each Turning
Point detailiPoint detailing the major twists and ng the major twists and turns of the turns of the AdventureAdventure..
 After looking a After looking at the finished t the finished product, you maproduct, you may want to edit they want to edit the
 Adventure furthe Adventure further. Mr. Maybe you feaybe you feel that it needs ael that it needs an additionaln additional
Plotline, or that a Plotline that developed randomly just doesn’t fit.Plotline, or that a Plotline that developed randomly just doesn’t fit.

Feel free to look through the Adventure and make adjustments.Feel free to look through the Adventure and make adjustments.
Maybe there’s a stretch of the Adventure where it dwells too muchMaybe there’s a stretch of the Adventure where it dwells too much
on a single Plotline and you think that would be a good place toon a single Plotline and you think that would be a good place to
inject a new twist. You could create a new Turning Point, assign itinject a new twist. You could create a new Turning Point, assign it
automaticallautomatically to be y to be a New Plotline, and see what a New Plotline, and see what you get. Whenyou get. When
creating new Plotlines like this, keep generating Turning Points forcreating new Plotlines like this, keep generating Turning Points for
the new Plotline until the new Plotline until you feel the Plotline is fleshed out you feel the Plotline is fleshed out enoughenough
or you run into a Plotline Conclusion for it, then inject thoseor you run into a Plotline Conclusion for it, then inject those
Turning Points into the Adventure where you think they best fit.Turning Points into the Adventure where you think they best fit.

Chronological order of Turning Points is not Chronological order of Turning Points is not somethingsomething
you have to stick you have to stick to for your to for your final Adventure. It’final Adventure. It’s more for yours more for your
convenience when randomly generating the Adventure to helpconvenience when randomly generating the Adventure to help
keep everything straight keep everything straight and establish some sense of and establish some sense of orderorder. In. In
terms of actual game events and timeline, you terms of actual game events and timeline, you can rearrange thecan rearrange the
timing of timing of your Tyour Turning Points any way urning Points any way you like.you like.

For instance, you For instance, you may have a Tmay have a Turning Point in urning Point in your Adventureyour Adventure
that you decide sets the backstory for an important NPC. Insteadthat you decide sets the backstory for an important NPC. Instead
of considering this a part of of considering this a part of the Adventure, you may pull it outthe Adventure, you may pull it out
and consider it all background material that and consider it all background material that happened before thehappened before the
actual Adventure begins to give the NPC more meaning.actual Adventure begins to give the NPC more meaning.

The Adventure Crafter is a toolkit, and the Adventure it makesThe Adventure Crafter is a toolkit, and the Adventure it makes
is meant to be inspirational parts for you to manipulate as you wish.is meant to be inspirational parts for you to manipulate as you wish.
Maybe what you produce is perfect and all you need to do now isMaybe what you produce is perfect and all you need to do now is
assemble your Players and start playing. Or, maybe you think tassemble your Players and start playing. Or, maybe you think thehe
final Adventure is a mess, but it has elements you really like thatfinal Adventure is a mess, but it has elements you really like that
you’ll pull out and fashion into something you can you’ll pull out and fashion into something you can work with.work with.
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 ADVENTURE FRAMEWORK  ADVENTURE FRAMEWORK 
There are various ways you There are various ways you can use The Adventure Crafter,can use The Adventure Crafter,

from building complete Adventure outlines to working up anfrom building complete Adventure outlines to working up an
 Adventure seed idea. Fo Adventure seed idea. Following are the most commollowing are the most common frameworksn frameworks
for using The Adventure Crafter. The next chapter, beginning onfor using The Adventure Crafter. The next chapter, beginning on
page 76, shows detailed examples of page 76, shows detailed examples of each Framework in action.each Framework in action.

Adventure ScriptAdventure Script

The default assumption when using The Adventure CrafterThe default assumption when using The Adventure Crafter
is that you’ris that you’re using the e using the system to create a system to create a full Adventure script.full Adventure script.
This gives you the start of an Adventure, the This gives you the start of an Adventure, the middle, and themiddle, and the
end, including the important Plotlines and important Charactersend, including the important Plotlines and important Characters
involved and how they fit into it all.involved and how they fit into it all.

Adventure SeedAdventure Seed

 Y You don’ou don’t have to use The At have to use The Adventure Crafter to constructdventure Crafter to construct
an entire Adventure. Maybe all you want is a basic Adventurean entire Adventure. Maybe all you want is a basic Adventure
idea, a seed. An Adventure seed is a starting point that includesidea, a seed. An Adventure seed is a starting point that includes
some kind of action that will draw some kind of action that will draw the Characters into a largerthe Characters into a larger
 Adventure. An Adventure seed can be as sim Adventure. An Adventure seed can be as simple or as complicatedple or as complicated
as you want it to be.as you want it to be.

TTo create an o create an Adventure seed using The Adventure seed using The Adventure Crafter,Adventure Crafter,
start as you wstart as you would when developing a ould when developing a full Adventure script. Youfull Adventure script. You
begin with Tbegin with Turning Point 1. That urning Point 1. That alone may give alone may give you all tyou all thathat
you need. The you need. The first Tfirst Turning Point should urning Point should provide a Plotline, provide a Plotline, andand
maybe a Character or tmaybe a Character or two and some direction wo and some direction about what’about what’s goings going
on. If you want on. If you want more, proceed to Tmore, proceed to Turning Point 2.urning Point 2.

Continue on in Continue on in this way into this way into more Tmore Turning Points until youurning Points until you
have just enough information to have a workable Adventure idea.have just enough information to have a workable Adventure idea.
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Maybe you produce Maybe you produce three Tthree Turning Points, which gives urning Points, which gives you ayou a
handful of NPC Characters, a Plotline, and an important Plotlinehandful of NPC Characters, a Plotline, and an important Plotline
Development you can include later in the Development you can include later in the Adventure. This is aAdventure. This is a
handful of Scenes for your budding Adventure that handful of Scenes for your budding Adventure that gives you thegives you the
inspiration to expand on.inspiration to expand on.

Combine what you know into an Adventure idea, and thenCombine what you know into an Adventure idea, and then
run with it on your own to develop your Adventure.run with it on your own to develop your Adventure.

Opening SceneOpening Scene

Reducing and simplifying it even further, you can justReducing and simplifying it even further, you can just
produce an opening Scene produce an opening Scene for your Adventure using Thefor your Adventure using The
 Adventu Adventure Crafre Crafter. Unlike ter. Unlike making making an Advean Adventure nture seed, seed, this ithis iss
even less information, even less information, probably a single Tprobably a single Turning Point or aturning Point or at
most two. Going this route just gives you the very first Scene ofmost two. Going this route just gives you the very first Scene of
your Adventure, most likely when your Player Characters stepyour Adventure, most likely when your Player Characters step
into the story. Whereas a full Adventure Script tells into the story. Whereas a full Adventure Script tells you aboutyou about
everything important that occurs in your Adventure, and aneverything important that occurs in your Adventure, and an
 Adventu Adventure seere seed teld tel ls you ls you what ywhat you neou need to ed to know tknow to launo launch ach a
Plotline, an opening Scene will just tell you how it all begins.Plotline, an opening Scene will just tell you how it all begins.

For instance, your opening Scene For instance, your opening Scene may be a Charactermay be a Character
meeting with a lawyer in his office to discuss the contents of ameeting with a lawyer in his office to discuss the contents of a
will, with a Plotline will, with a Plotline of “Disburse the estate of Uncle Wilber”.of “Disburse the estate of Uncle Wilber”.
If you were developing this as an If you were developing this as an Adventure Seed, you mightAdventure Seed, you might
go a few Tgo a few Turning Points further to find urning Points further to find out what kind of out what kind of storystory
wrinkles develop, who else is involved, why wrinkles develop, who else is involved, why a conflict maya conflict may
erupt, etc. For an Opening Scene, you just go with it as is anderupt, etc. For an Opening Scene, you just go with it as is and
decide what it means from there.decide what it means from there.

As InspirationAs Inspiration

So far in this book it’s assumed that you are startingSo far in this book it’s assumed that you are starting
your use of The Adventure Crafter at the your use of The Adventure Crafter at the beginning of yourbeginning of your
 Adventu Adventure. Howevre. However, you cer, you could aould also uslso use it e it to helto help spicp spice up e up anan
 Adventu Adventure you’re develre you’re developing ooping on your n your own.own.

 You may alread You may already have y have an Advean Adventure nture all plall planned anned out, out, withwith
your conflicts and plots, NPCs, important places, events, etc.your conflicts and plots, NPCs, important places, events, etc.
Thinking you want to Thinking you want to see what new twists The Adventuresee what new twists The Adventure
Crafter might put into your Adventure, start by filling out theCrafter might put into your Adventure, start by filling out the
Plotlines List with all the Plotlines that you think are relevantPlotlines List with all the Plotlines that you think are relevant
in your Adventure. Write each Plotline into the list anywherein your Adventure. Write each Plotline into the list anywhere
from one to three times, depending on how important youfrom one to three times, depending on how important you
think that Plotline is, from one listing being less important andthink that Plotline is, from one listing being less important and
three listings being very important.three listings being very important.

Do the same with the Characters Do the same with the Characters List, going throughList, going through
and listing all of the important NPCs as well as the Playerand listing all of the important NPCs as well as the Player
Characters. These are also rated by importance with Characters. These are also rated by importance with one, two,one, two,
or three listings on the List.or three listings on the List.

Next, make a TNext, make a Turning Point. This is done in urning Point. This is done in exactly theexactly the
same way as making same way as making any other first Turning Pany other first Turning Point for oint for anan
 Adventu Adventure, excre, except tept that you hat you have a fhave a filled illed out Pout Plotlinlotlines andes and
Characters List. Characters List. Also, you won’Also, you won’t necessarily be t necessarily be placing theplacing the
events of this Tevents of this Turning Point at the urning Point at the start of start of your Adventure.your Adventure.
 You You’re creatin’re creating this Turning Point g this Turning Point for infor inspiratispiration. Whon. Whateveratever
it comes up with, you can decide where it fits into yourit comes up with, you can decide where it fits into your
 Adventu Adventure, if re, if it fitit fit s at as at all.ll.

If you like If you like it, develop it it, develop it further with further with more Tmore Turning Points. Ifurning Points. If
you don’you don’t like it, tt like it, then discard it and trhen discard it and tr y again.y again.

As You GoAs You Go

Instead of using The Adventure Crafter to make anInstead of using The Adventure Crafter to make an
 Adventu Adventure befre before you ore you play, you cplay, you can use an use it as it as an Advean Adventurenture
oracle to play your Adventure oracle to play your Adventure as you go. In this case, youas you go. In this case, you
would create Twould create Turning Points as you purning Points as you p laylay, starting , starting with thewith the
beginning. Since each Tbeginning. Since each Turning Point gives you a urning Point gives you a fleshed outfleshed out
Scene, use it as inspiration to decide what happens and whatScene, use it as inspiration to decide what happens and what
your Player Characters need tyour Player Characters need to do. As your Player Characterso do. As your Player Characters
move from event to event, you would move from event to event, you would continue developingcontinue developing
Turning Points as they move along.Turning Points as they move along.

Using The Adventure Crafter as an Adventure Game MasterUsing The Adventure Crafter as an Adventure Game Master
probably works best if you are probably works best if you are playing solo, since generating aplaying solo, since generating a
Turning Point takes time. If playing with a group, you aren’tTurning Point takes time. If playing with a group, you aren’t
going to want to stop the action as the going to want to stop the action as the GM and have themGM and have them
wait while you decide what happens next. However, if you arewait while you decide what happens next. However, if you are
playing as a group, you can go without having a GM and letplaying as a group, you can go without having a GM and let
The Adventure Crafter fill that role. The Adventure Crafter fill that role. In this case, generatingIn this case, generating
Turning Points and deciding what they mean could be a groupTurning Points and deciding what they mean could be a group
activity and is fun in itself.activity and is fun in itself.

 As an o As an oracle, racle, The AThe Adventure dventure Crafter Crafter is besis best at cret at creating bating big ideaig ideas,s,
inspiration for events, and providing structure to your Adventure.inspiration for events, and providing structure to your Adventure.
It doesn’t answer specific questions. Everything that happens withinIt doesn’t answer specific questions. Everything that happens within
that more general framework created by The Adventure Crafterthat more general framework created by The Adventure Crafter
would be up to you to decide on and adjudicate.would be up to you to decide on and adjudicate.
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USING THE ADVENTUREUSING THE ADVENTURE
CRAFTER WITH MYTHICCRAFTER WITH MYTHIC

 Many of you reading The Adventure Crafter are likely Many of you reading The Adventure Crafter are likely
familiar with Mythic Role-Playing and the familiar with Mythic Role-Playing and the Mythic Game MasterMythic Game Master
Emulator, also from Word Mill Games. There Emulator, also from Word Mill Games. There are similaritiesare similarities
between the two systems, the most obvious being that both arebetween the two systems, the most obvious being that both are
used to generate random Adventures. Where they differ mostly isused to generate random Adventures. Where they differ mostly is
in that The Adventure Crafter is for making a general structuin that The Adventure Crafter is for making a general structurere
for an Adventure, an outline, whereas Mythic takes it fromfor an Adventure, an outline, whereas Mythic takes it from
the other end and focuses on the other end and focuses on answering specific questions andanswering specific questions and
building an Adventure up from the details. You can think of itbuilding an Adventure up from the details. You can think of it
as The Adventure Crafter starts from the outside and works in,as The Adventure Crafter starts from the outside and works in,
Mythic starts from the inside and works outward.Mythic starts from the inside and works outward.

The two can The two can be used together, howeverbe used together, however..

Mythic Opening SceneMythic Opening Scene

The standard way to create a first Scene The standard way to create a first Scene in Mythic is to treatin Mythic is to treat
it like a it like a Random Event, rolling on the Event Focus and Random Event, rolling on the Event Focus and MeaningMeaning
tables and interpreting your results. This is a quick method buttables and interpreting your results. This is a quick method but
it gives few details, instead relying on providing you with generalit gives few details, instead relying on providing you with general
concepts that you interpret into a specific event.concepts that you interpret into a specific event.

 Y You can use The Adventure Craou can use The Adventure Crafter to construct the first Scenefter to construct the first Scene
of a Mythic Adventure instead of using the standard method.of a Mythic Adventure instead of using the standard method.
 Y You would build the Scene just like any other one-shot Sceneou would build the Scene just like any other one-shot Scene
generated with The generated with The Adventure Crafter.Adventure Crafter.

The advantage to using The Adventure Crafter is that it willThe advantage to using The Adventure Crafter is that it will
likely create more detail for you to work likely create more detail for you to work with. The disadvantage iswith. The disadvantage is
that it takes that it takes longer and may slow down longer and may slow down a GM-free game. If a GM-free game. If you’you’rere
going to use The Adventure Crafter to create an opening Scenegoing to use The Adventure Crafter to create an opening Scene
for a Mythic Adventure, you may want to do it for a Mythic Adventure, you may want to do it ahead of time.ahead of time.

The Plotline generated from an opening Scene made wThe Plotline generated from an opening Scene made with Theith The
 Adventure Crafter would be added to the Mythic  Adventure Crafter would be added to the Mythic Threads List,Threads List,
and Characters added to the Mythic Character List.and Characters added to the Mythic Character List.

Replacing Altered And Interrupt ScenesReplacing Altered And Interrupt Scenes

Mythic Adventures are broken up into Scenes, starting withMythic Adventures are broken up into Scenes, starting with
an Expected Scene concept that you an Expected Scene concept that you then roll against to see ifthen roll against to see if
the Scene happens as expected, or it the Scene happens as expected, or it is Altered or Interrupted.is Altered or Interrupted.
 An Altered Scene  An Altered Scene is a variis a variation of the Eation of the Expected Scene, whxpected Scene, while anile an
Interrupt is a Random Event that creates a new, unexpected Scene.Interrupt is a Random Event that creates a new, unexpected Scene.

 Y You can use The Adventure Craou can use The Adventure Crafter to replace the way Mythicfter to replace the way Mythic

generates Altered and Interrupt Scenes in generates Altered and Interrupt Scenes in the same way you canthe same way you can
use it to replace making the opening Scene.use it to replace making the opening Scene.

 Again,  Again, the advthe advantage antage to using to using The AdThe Adventure venture Crafter Crafter is you is you willwill
get a more detailed version of the new Scene, the downside is that itget a more detailed version of the new Scene, the downside is that it
takes longer. Also, combining The Adventure Crafter with Mythictakes longer. Also, combining The Adventure Crafter with Mythic
will change the way you handle your Lists in Mythic and it willwill change the way you handle your Lists in Mythic and it will
impact how Random Events are rolled in response to a Fate Roll.impact how Random Events are rolled in response to a Fate Roll.

To use The Adventure Crafter to create Altered and InterruptTo use The Adventure Crafter to create Altered and Interrupt
Scenes, when playing out a Mythic Adventure and you roll theScenes, when playing out a Mythic Adventure and you roll the
Chaos Die in a new Chaos Die in a new Scene against the Expected Scene idea and getScene against the Expected Scene idea and get
an Altered or Interrupt result, you would an Altered or Interrupt result, you would then generate the Scenethen generate the Scene
using The Adventure Crafter as if making a Turning Point.using The Adventure Crafter as if making a Turning Point.

Even though TEven though Turning Points are generated urning Points are generated for both Alteredfor both Altered
and Interrupt Scenes, you should interpret and Interrupt Scenes, you should interpret your results differently.your results differently.
If the Scene is Altered, you should use If the Scene is Altered, you should use the Expected Scene ideathe Expected Scene idea
as the basis as the basis for your Tfor your Turning Point, using turning Point, using the Plot Points youhe Plot Points you
generate to alter the Scene from what generate to alter the Scene from what you thought it wouldyou thought it would
be. If the Scene be. If the Scene is an Interrupt, is an Interrupt, then use the Tthen use the Turning Point asurning Point as
inspiration for an entirely new Scene.inspiration for an entirely new Scene.

Before you combine The Adventure Crafter with Mythic,Before you combine The Adventure Crafter with Mythic,
howevehowever, you need to get r, you need to get your Lists in your Lists in orderorder. The two systems. The two systems
mesh together well, but not perfectly, so it will change the waymesh together well, but not perfectly, so it will change the way
your Mythic game plays out. The easiest way to go about this isyour Mythic game plays out. The easiest way to go about this is
to adopt the way The Adventure Crafter handles Plotlines andto adopt the way The Adventure Crafter handles Plotlines and
Characters Lists into Mythic. Adventure Crafter Plotlines andCharacters Lists into Mythic. Adventure Crafter Plotlines and
Mythic Threads are the same thing, so consider tMythic Threads are the same thing, so consider the two termshe two terms
interchangeable when rules refer to them.interchangeable when rules refer to them.

Use The Adventure Crafter Plotlines and Characters ListsUse The Adventure Crafter Plotlines and Characters Lists
sheets for your Mythic Adventure. Plotlines and Characterssheets for your Mythic Adventure. Plotlines and Characters
will be added to your Lists at will be added to your Lists at the end of a Scene the end of a Scene as normal in aas normal in a
Mythic Adventure, just like with Mythic Adventure, just like with Mythic Lists. HoweverMythic Lists. However, since, since
we’we’re using The Adventure re using The Adventure Crafter List Crafter List method, we’ll also bemethod, we’ll also be
using how it weights items on the List.using how it weights items on the List.

 After a Mythic Scene, you After a Mythic Scene, you’ll not only add a Plotline or a’ll not only add a Plotline or a
Character to its List when it Character to its List when it is new, but when a Plotline oris new, but when a Plotline or
Character is featured in the Scene up to a maximum of threeCharacter is featured in the Scene up to a maximum of three
entries on the List. This is identical to The Adventure Crafterentries on the List. This is identical to The Adventure Crafter
populating Lists as Plotlines and Characters are Invoked, onlypopulating Lists as Plotlines and Characters are Invoked, only
you’you’re doing it now re doing it now as Mythic Scenes play out. as Mythic Scenes play out. Just like withJust like with
 Adventure Crafter T Adventure Crafter Turning Points, you will only add a Plotlineurning Points, you will only add a Plotline
or a Character to a List once or a Character to a List once for a Scene even if that for a Scene even if that Plotline orPlotline or
Character is represented more than once in the Scene.Character is represented more than once in the Scene.

 At the end of  At the end of a Scene, if a Plota Scene, if a Plotline is wrapped uline is wrapped up or ap or a
Character drops out of the Adventure, you would removeCharacter drops out of the Adventure, you would remove
them from their List just like you would in a typical Mythicthem from their List just like you would in a typical Mythic
 Adventure. Cross out all  Adventure. Cross out all instances of the instances of the Plotline or CharacterPlotline or Character
from their List.from their List.
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 When a Mythic F When a Mythic Fate Roll generates a Random Evate Roll generates a Random Event andent and
you roll on the you roll on the Event Focus table, it may reference a Thread orEvent Focus table, it may reference a Thread or
Character. Results that point to a Character. Results that point to a Character, whether Non-PlayerCharacter, whether Non-Player
or Player, are rolled on the Character List to see which Characteror Player, are rolled on the Character List to see which Character
is Invoked. All references on the Event Focus table to Playeris Invoked. All references on the Event Focus table to Player
and Non-Player Characters are now treated as just Characters.and Non-Player Characters are now treated as just Characters.
 Whether the result is a PC or NPC is now determined by the Whether the result is a PC or NPC is now determined by the
Character List and who you roll on it.Character List and who you roll on it.

Since in Mythic the Characters Since in Mythic the Characters List only includes List only includes NPCs, don’NPCs, don’tt
forget to also add your Player Characters to the Character forget to also add your Player Characters to the Character List.List.

The rest of the Event Focus table result still applies. So, aThe rest of the Event Focus table result still applies. So, a
result of NPC Action would call for result of NPC Action would call for a random Character to takea random Character to take
an action. A result of Introduce A an action. A result of Introduce A New NPC would be equivalentNew NPC would be equivalent
to The Adventure Crafter generating a New Character result. PC/to The Adventure Crafter generating a New Character result. PC/
NPC Negative/PoNPC Negative/Positive results would sitive results would mean something negativemean something negative
or something positive happens to the random Character rolled.or something positive happens to the random Character rolled.
Move Toward A Thread and Move Away From A Thread wouldMove Toward A Thread and Move Away From A Thread would
call for you to Invoke a Plotline to move toward or away from.call for you to Invoke a Plotline to move toward or away from.
Likewise, Close a Thread would be Likewise, Close a Thread would be equivalent to The Adventureequivalent to The Adventure
Crafter generating a Plotline Conclusion.Crafter generating a Plotline Conclusion.

Remote Event and Ambiguous Event would still be handledRemote Event and Ambiguous Event would still be handled
as Mythic typically handles them since these don’t call for rollsas Mythic typically handles them since these don’t call for rolls
on the Lists.on the Lists.

The results of NPC Action, Move Toward A Thread, MoveThe results of NPC Action, Move Toward A Thread, Move
 Away F Away From A Thrrom A Thread, Close A Threaead, Close A Thread, PC Negative, PC Pd, PC Negative, PC Positive,ositive,
NPC Negative, and NPC Positive would all still NPC Negative, and NPC Positive would all still be followed upbe followed up
with rolls on the Event Meaning tables after you determine whichwith rolls on the Event Meaning tables after you determine which
Plotline or Character is being Invoked. Also, when the EventPlotline or Character is being Invoked. Also, when the Event
Focus table Invokes a Plotline or CharacterFocus table Invokes a Plotline or Character, it gets added to , it gets added to theirtheir
List again up to a maximum of three times.List again up to a maximum of three times.

If you roll Introduce A New NPC, the If you roll Introduce A New NPC, the Character would beCharacter would be
generated using The Adventure Crafter Character Crafting rules.generated using The Adventure Crafter Character Crafting rules.

If an Altered or Interrupt Scene generates a result ofIf an Altered or Interrupt Scene generates a result of
Conclusion on the Plot Points table, it means that PlotlineConclusion on the Plot Points table, it means that Plotline
concludes in this Scene just concludes in this Scene just like it would in a like it would in a regular Adventureregular Adventure
Crafter TCrafter Turning Point. Youurning Point. You’ll need ’ll need to engineer to engineer the Scene the Scene in such in such aa
way where the Plotline comes to an end, way where the Plotline comes to an end, and it would be removedand it would be removed
from the Plotline List after the Scene from the Plotline List after the Scene is overis over..

 When Invoki When Invoking Plotlines ong Plotlines or Characters, r Characters, whether in reswhether in response toponse to
an Altered or Interrupt Scene or an Altered or Interrupt Scene or as the result of a as the result of a Random EveRandom Event,nt,
treat the Lists as you would when Invoking them when makingtreat the Lists as you would when Invoking them when making
a Turning Point. Roll 1d100 on the Lists like normal. Results ofa Turning Point. Roll 1d100 on the Lists like normal. Results of
New Plotline, New Character, Choose Most Logical Plotline, AndNew Plotline, New Character, Choose Most Logical Plotline, And
Choose Most Logical Character all still Choose Most Logical Character all still applyapply..

This opens up additional possibilities of New Plotlines and This opens up additional possibilities of New Plotlines and NewNew
Characters appearing at Random Events during a Mythic Scene asCharacters appearing at Random Events during a Mythic Scene as
a result of rolling on the Lists, which is a change for Mythic. It alsoa result of rolling on the Lists, which is a change for Mythic. It also

adds in the new adds in the new mechanic to Mythic of choosing the most logicalmechanic to Mythic of choosing the most logical
List item sometimes instead of directly rolling it.List item sometimes instead of directly rolling it.

TTo see an o see an example of combing Mythic example of combing Mythic with The Adventurewith The Adventure
Crafter in action, see page 103.Crafter in action, see page 103.

Using The Adventure Crafter with Mythic diminishes theUsing The Adventure Crafter with Mythic diminishes the
role of Event Focus tables in your Mythic Adventure since Therole of Event Focus tables in your Mythic Adventure since The
 Adve Adventure Cranture Crafter will fter will be replbe replacing thacing their use eir use in Interin Interrupts.rupts.
However, the Event Focus tables are still used to determineHowever, the Event Focus tables are still used to determine
Random Events and Event Checks (if you are using MythicRandom Events and Event Checks (if you are using Mythic
Variations 2 rules).Variations 2 rules).

If you are using a If you are using a special Themed Evspecial Themed Event Focus table (as describedent Focus table (as described
in Mythic Vain Mythic Variations), you can riations), you can help tailor it help tailor it to the Themes of Theto the Themes of The
 Adv Adventure enture CraftCrafter to er to make make the rthe results esults of the of the two cotwo come in me in lineline
together for your Adventure.together for your Adventure.

ThemesThemes

Both The Adventure Crafter and Mythic use the concept ofBoth The Adventure Crafter and Mythic use the concept of
Themes in generating Themes in generating Adventures. Mythic VAdventures. Mythic Variations introducedariations introduced
the idea to Mythic of having genre specific Themes to make newthe idea to Mythic of having genre specific Themes to make new
Event Focus TEvent Focus Tables for use ables for use with generating with generating Random Events.Random Events.

 Whether you’ Whether you’re using The Are using The Adventure Crafter just to create andventure Crafter just to create an
opening Scene for your Mythic Adventure, or using it topening Scene for your Mythic Adventure, or using it to createo create
 Altered and Interrupt Scenes, you’ll still have to as Altered and Interrupt Scenes, you’ll still have to assemble yoursemble your
 Adventure Crafter Theme Adventure Crafter Themes for the Adventure like you would fors for the Adventure like you would for
any Adventure Crafter project.any Adventure Crafter project.

If you are using Mythic without Themes, then generateIf you are using Mythic without Themes, then generate
 Adventure Crafter Theme Adventure Crafter Themes as you normally would. The s as you normally would. The ThemesThemes
will only come into play when will only come into play when creating an opening Scene orcreating an opening Scene or
 Altered and Interrupt Scenes, using The Adventure Crafter Altered and Interrupt Scenes, using The Adventure Crafter..

If you are using Themes from Mythic Variations, you canIf you are using Themes from Mythic Variations, you can
bring the Mythic and Adventure Crafter Themes into line withbring the Mythic and Adventure Crafter Themes into line with
each other so that Opening Scenes, Altered Scenes, and Interrupteach other so that Opening Scenes, Altered Scenes, and Interrupt
Scenes will have the best chance of having tones similar toScenes will have the best chance of having tones similar to
Mythic Random Events.Mythic Random Events.

Check the Theme Translation Table on the next page. MythicCheck the Theme Translation Table on the next page. Mythic
Themes from Mythic Variations are linked to the closest matchingThemes from Mythic Variations are linked to the closest matching
 Adventure C Adventure Crafter Thrafter Theme. Teme. This would becohis would become the Fme the First Prioirst Priorityrity
Theme for your Theme for your Adventure Crafter generated Scenes. The rest ofAdventure Crafter generated Scenes. The rest of
the Themes would be chosen randomly, as the normal Adventurethe Themes would be chosen randomly, as the normal Adventure
Crafter rules.Crafter rules.

Most of the Themes use the same names, so their connection isMost of the Themes use the same names, so their connection is
obvious (the only Theme that uses a different name is the Mythicobvious (the only Theme that uses a different name is the Mythic
Horror Theme, which cHorror Theme, which corresponds to orresponds to the Tthe Tension Theme in Theension Theme in The
 Advent Adventure Craure Crafter). fter). The MThe Mythic Vythic Variatioariations Tns Themes ohemes of Stanf Standarddard
and Epic don’t have a corresponding Adventure Crafter Themeand Epic don’t have a corresponding Adventure Crafter Theme
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associated with themassociated with them
as those Themesas those Themes
are so open endedare so open ended
that they can bethat they can be
applied to any genre.applied to any genre.
In those cases, youIn those cases, you
would roll yourwould roll your
 Advent Adventure Craure Crafterfter
First Priority ThemeFirst Priority Theme
randomly as per therandomly as per the
normal rules.normal rules.

It doesn’t matterIt doesn’t matter
which one youwhich one you
choose first for yourchoose first for your
 Adventure, the Mythic  Adventure, the Mythic Theme or the Adventure Crafter ThTheme or the Adventure Crafter Themes.emes.
If you select the Mythic Theme first, then you automaticallyIf you select the Mythic Theme first, then you automatically
have your First Priority Theme for Adventure Crafter Scenes.have your First Priority Theme for Adventure Crafter Scenes.
If you generate your Adventure Crafter Themes first, then youIf you generate your Adventure Crafter Themes first, then you
automatically have your Mythic Theme set based on tautomatically have your Mythic Theme set based on the Firsthe First
Priority Adventure Crafter Theme.Priority Adventure Crafter Theme.

If you are using the Mythic Variations rules for allowing moreIf you are using the Mythic Variations rules for allowing more
than one Theme at a time, then have the additional Themesthan one Theme at a time, then have the additional Themes
correspond to the additional Mythic Themes in order. For instance,correspond to the additional Mythic Themes in order. For instance,
after the first Mythic Variations Theme is matched to the Firstafter the first Mythic Variations Theme is matched to the First
Priority Adventure Crafter Theme, the second Mythic VariationsPriority Adventure Crafter Theme, the second Mythic Variations
Theme would be matched to the Second Priority AdventureTheme would be matched to the Second Priority Adventure
Crafter Theme, the third Mythic Variations Theme to the thirdCrafter Theme, the third Mythic Variations Theme to the third
 Advent Adventure Craure Crafter fter Theme, eTheme, etc. After tc. After you aryou are done me done matchingatching, roll, roll
randomly for the remaining Adventure Crafter Themes.randomly for the remaining Adventure Crafter Themes.

If you’re using a Custom Theme of your own creation in yourIf you’re using a Custom Theme of your own creation in your
Mythic Adventure, then when determining the Adventure CrafterMythic Adventure, then when determining the Adventure Crafter
Themes, for the First Priority Theme choose the one that mostThemes, for the First Priority Theme choose the one that most
closely corresponds to the flavor of your Custom Theme. If thereclosely corresponds to the flavor of your Custom Theme. If there
isn’t a match, then choose the Adventure Crafter Themes randomly.isn’t a match, then choose the Adventure Crafter Themes randomly.

Let’s run this through the paces! Jill’s whipping up a MythicLet’s run this through the paces! Jill’s whipping up a Mythic
 Adventure  Adventure for her for her game group. The cgame group. The campaign setampaign setting is ting is thethe
 American  American old west old west with supwith supernaturernatural elemenal elements thrown ts thrown in.in.
She decides to use the Mythic Variations Theme rules and isShe decides to use the Mythic Variations Theme rules and is
going to combine the Adventure with the going to combine the Adventure with the Adventure CrafterAdventure Crafter
for creating the first Scene and for figuring out Altered andfor creating the first Scene and for figuring out Altered and
Interrupt Scenes. She rolls 1d100 on Interrupt Scenes. She rolls 1d100 on the Number of Themesthe Number of Themes
Table and gets a 67 for two Themes.Table and gets a 67 for two Themes.

She decides that the She decides that the most likely Theme is Horror, and themost likely Theme is Horror, and the
second most likely is Action. Rolling 1d100 on the Themesecond most likely is Action. Rolling 1d100 on the Theme
Choice Table in the Mythic Variations book, she gets 49 forChoice Table in the Mythic Variations book, she gets 49 for

“Most Likely Theme”. This makes the first Theme “Most Likely Theme”. This makes the first Theme be Horror.be Horror.
Rolling for the second Theme, she Rolling for the second Theme, she gets 93 for Standard Theme.gets 93 for Standard Theme.
She has her She has her two Themes as generated two Themes as generated by Mythic Variaby Mythic Variations. Sincetions. Since
she plans to use The Adventure Crafter as well, she needs to figureshe plans to use The Adventure Crafter as well, she needs to figure
out those Themes to use when out those Themes to use when rolling on the Plot rolling on the Plot Points TPoints Table.able.

The First The First Priority Theme is autPriority Theme is automatically Tomatically Tension, sinceension, since
the first the first Mythic Theme is Horror. The second Theme can beMythic Theme is Horror. The second Theme can be
anything, since the anything, since the Mythic Theme is Standard. She rolls 1d10 forMythic Theme is Standard. She rolls 1d10 for
the remaining four Themes. She gets an 8 for Social as the Secondthe remaining four Themes. She gets an 8 for Social as the Second
Priority Theme.Priority Theme.

Now that Jill has The Adventure Crafter Themes matched toNow that Jill has The Adventure Crafter Themes matched to
her Mythic Themes, she rolls for the remaining her Mythic Themes, she rolls for the remaining three Themes.three Themes.
She rolls 8 again for She rolls 8 again for the next Theme. Since Social is alreadythe next Theme. Since Social is already
taken, she goes down the list to the taken, she goes down the list to the next available Theme which isnext available Theme which is
Personal. The roll for Theme four Personal. The roll for Theme four is 3 for Tension, which is taken,is 3 for Tension, which is taken,
so the next so the next available Theme is Mysteryavailable Theme is Mystery. Finally, the last Theme is. Finally, the last Theme is
taken by the only remaining Theme, which is Action.taken by the only remaining Theme, which is Action.

 Jill has her  Jill has her Themes now: Horror and StaThemes now: Horror and Standard to use whenndard to use when
rolling on Mythic Event Focus Tables, and Tension, Social,rolling on Mythic Event Focus Tables, and Tension, Social,
Personal, MysPersonal, Mystery, and Action when rolling on tery, and Action when rolling on the Plot Pointsthe Plot Points
TTable for the first Scene and able for the first Scene and for Altered and Interrupts.for Altered and Interrupts.

USING THE ADVENTUREUSING THE ADVENTURE
CRAFTER AS A BACKGROUNDCRAFTER AS A BACKGROUND
GENERATOR GENERATOR 

 Another way you can use The Adv Another way you can use The Adventure Crafter is to createenture Crafter is to create
backstories for your Characters or for NPCs in an backstories for your Characters or for NPCs in an Adventure. ByAdventure. By
rolling up a couple rolling up a couple of Tof Turning Points, you can use urning Points, you can use the narrativethe narrative
this conjures up to be inspiration for this conjures up to be inspiration for important events in a Playerimportant events in a Player
Character’Character’s history, the story of how s history, the story of how a starship became lost ina starship became lost in
deep space, the historical background of a metropolis, or justdeep space, the historical background of a metropolis, or just
about anything where a story is involved.about anything where a story is involved.

 Although The A Although The Adventure Crafter is designed to help you makedventure Crafter is designed to help you make
amazing Adventures, at the end amazing Adventures, at the end of the day of the day it’it’s a story s a story generator.generator.
Stories come at us from Stories come at us from all directions, from a all directions, from a personperson’’s historys history
to tales of mythology and even the backgrounds of objects andto tales of mythology and even the backgrounds of objects and
important possessions.important possessions.

If using The Adventure Crafter to come up with a backgroundIf using The Adventure Crafter to come up with a background
or side storor side storyy, start , start generating Tgenerating Turning Points like urning Points like you would you would forfor
any new any new Adventure. Keep developing TAdventure. Keep developing Turning Points until urning Points until youyou
have enough to give the inspiration for a cohesive narrative. Oddshave enough to give the inspiration for a cohesive narrative. Odds
are good that are good that you’ll only need from you’ll only need from one to one to three Tthree Turning Points.urning Points.

Theme Translation TableTheme Translation Table

MMYYT HT HIIC  TC  THHEEMMEE AADDVVEENNT UT URRE  CE  CRRAAFFT ET ER  TR  THHEEMMEE

Standard ThemeStandard Theme Any ThemeAny Theme

Horror ThemeHorror Theme TensionTension

 Action Ad Action Adventure Tventure Themeheme ActionAction

Mystery ThemeMystery Theme MysteryMystery

Social ThemeSocial Theme SocialSocial

Personal ThemePersonal Theme PersonalPersonal

Epic ThemeEpic Theme Any ThemeAny Theme
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The Big ChapterThe Big Chapter
Of ExamplesOf Examples

This section of the book is made up of This section of the book is made up of nothing but playnothing but play
examples. Lots and lots examples. Lots and lots of play examples. The Adventure Crafterof play examples. The Adventure Crafter
is one of those role-playing supplements that benefits greatly fromis one of those role-playing supplements that benefits greatly from
seeing it in action.seeing it in action.

So let’s get to it!So let’s get to it!
This chapter is broken up into six examples, each oneThis chapter is broken up into six examples, each one

highlighting one of the major ways to use The Adventure Crafter:highlighting one of the major ways to use The Adventure Crafter:
• • A A complete complete Adventure Adventure outlineoutline
• • An An Adventure Adventure seedseed
• • An An opening opening Scene Scene to to an an AdventureAdventure
• • TTurning urning Points Points as as inspiration inspiration for for your your own own AdventureAdventure
• • Using Using The The Adventure Adventure Crafter Crafter as as you you gogo
• • Using Using The The Adventure Adventure Crafter Crafter with with MythicMythic

 A COMPLETE A COMPLETE
 ADVENTURE OUTLINE ADVENTURE OUTLINE

Aboard The Cavalier Aboard The Cavalier 

 W We’e’re bare back to ck to our haour hard word working rking Game Game MasMaster Jter Jill. ill. This This time time sheshe’’ss
preparing an Adventure for a group of preparing an Adventure for a group of Players in an ongoing sciencePlayers in an ongoing science
fiction campaign. Jill is using her favorite space ffiction campaign. Jill is using her favorite space faring role-playingaring role-playing
game, and needs a new Adventure for her Players to romp through.game, and needs a new Adventure for her Players to romp through.

The Characters have been around for a while, rocketingThe Characters have been around for a while, rocketing
through the galaxy aboard their starship Cavalier. In the course through the galaxy aboard their starship Cavalier. In the course ofof
their travels, they’ve battled space pirates, discovered alien artifactstheir travels, they’ve battled space pirates, discovered alien artifacts
on forgotten worlds, and got embroiled in a on forgotten worlds, and got embroiled in a plot to overthrowplot to overthrow
the Imperium. After this last Adventure, the Characters findthe Imperium. After this last Adventure, the Characters find
themselves on the run from a hostile intergalactic government.themselves on the run from a hostile intergalactic government.
They are in deep space, the fringes of They are in deep space, the fringes of all that is known.all that is known.

 Jill is turning to The Adv Jill is turning to The Adventure Crafter to help her putenture Crafter to help her put
together something that’together something that’s new and s new and different for her different for her Players.Players.

 With all of their background, she could populate Plotline and With all of their background, she could populate Plotline and

Characters Lists with elements of her Players’ past exploits, butCharacters Lists with elements of her Players’ past exploits, but
she wants to start with she wants to start with a clean slate for this one. She takes out a clean slate for this one. She takes out aa
fresh Adventure Sheet and Lists. Jill starts by placing the Playerfresh Adventure Sheet and Lists. Jill starts by placing the Player
Characters on the Characters List, since these Characters on the Characters List, since these are the onlyare the only
Characters she knows will Characters she knows will be involved in this Adventure be involved in this Adventure so far.so far.

The Players Characters are the crew of Cavalier: CaptainThe Players Characters are the crew of Cavalier: Captain
Reegan, Science Officer Reegan, Science Officer Rin, and Major Jarella. The CavalierRin, and Major Jarella. The Cavalier
itself is a fully automated ship with itself is a fully automated ship with a sophisticated artificiala sophisticated artificial
intelligence, so Jill decides to include tintelligence, so Jill decides to include the ship in the Charactershe ship in the Characters
List as well.List as well.

 Jill  Jill starts starts with twith the he ThemeThemes. Cos. Consultinsulting the ng the RandoRandom m ThemThemeses
TTable, she rolls 1d10. able, she rolls 1d10. Her first result Her first result is 9, for is 9, for Personal. Next shePersonal. Next she
rolls 4 for Tensirolls 4 for Tension. Then 10, which on. Then 10, which would be Personal again sowould be Personal again so
she continues through the table, going back to the top and findingshe continues through the table, going back to the top and finding
the next unused Theme, which is Action. She rolls a 1 for the nextthe next unused Theme, which is Action. She rolls a 1 for the next
Theme, which would be Action again Theme, which would be Action again so she moves on through theso she moves on through the
table to Tension, also taken, then on to Mystery. There’s only onetable to Tension, also taken, then on to Mystery. There’s only one
Theme remaining, Social, so that Theme remaining, Social, so that becomes the Fifth Priority Theme.becomes the Fifth Priority Theme.

 Capain Reegan  Capain Reegan 
SciencScience Offe Off icer Rin icer Rin 

 Majr Jarella  Majr Jarella 
 Cavalier  Cavalier 
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ThemesThemes

11 1-41-4

22 5-5-77

33 8-98-9

44 1010

55 1010

Persnal Persnal 
 Tensin  Tensin 
 Acin  Acin 
 Mysery Mysery
Scial Scial 

 Jill moves o Jill moves on to the first Tn to the first Turning Point. urning Point. There’There’s no needs no need
to roll for the Plotline, since to roll for the Plotline, since there are none so the Plotline isthere are none so the Plotline is
automatically a New Plotline. She rolls 3d10 for the first Plotautomatically a New Plotline. She rolls 3d10 for the first Plot
Point, with one die designated to determine the Theme and thePoint, with one die designated to determine the Theme and the
other two to other two to determine the specific Plot determine the specific Plot Point. The Point. The Theme die isTheme die is
5, for Tension. The Plot Point roll is 93, “A New Enemy”.5, for Tension. The Plot Point roll is 93, “A New Enemy”.

 Jill grins; this is already interesting. Sh Jill grins; this is already interesting. She needs to create a newe needs to create a new
Character to determine who the enemy is. Character to determine who the enemy is. Rolling 1d100 on theRolling 1d100 on the
Character Special TCharacter Special Trait Trait Table, she able, she gets 89 gets 89 for “The for “The CharacterCharacter
Hinders Resolving This Plotline.” Jill doesn’Hinders Resolving This Plotline.” Jill doesn’t even t even know what tknow what thehe
Plotline is yet, but she keeps in Plotline is yet, but she keeps in mind that whatever Plotline thismind that whatever Plotline this
first Tfirst Turning Point generates the enemy urning Point generates the enemy is going to be is going to be a problema problem
for the Player Characters.for the Player Characters.

Rolling for Character Identity, we get 2, “Roll Rolling for Character Identity, we get 2, “Roll for twofor two
Identities”. Jill rolls 37, “Assistant”Identities”. Jill rolls 37, “Assistant”, and , and 47, “Supporter”.47, “Supporter”.

Interesting. Jill is thinking that the new Character used to crewInteresting. Jill is thinking that the new Character used to crew
with Captain Reegan before as an underling. Perhaps the two hadwith Captain Reegan before as an underling. Perhaps the two had
a disagreement and went a disagreement and went their separate ways. For “Supporter,” Jilltheir separate ways. For “Supporter,” Jill
figures the enemy is a supporter of figures the enemy is a supporter of the Imperium which wouldthe Imperium which would
give him an additional reason to be enemies with the Cavaliergive him an additional reason to be enemies with the Cavalier
crew, since they are on the outs with the stellar government.crew, since they are on the outs with the stellar government.

Rolling the new Rolling the new Character’Character’s Descriptors, Jill gets 7 s Descriptors, Jill gets 7 for “Rollfor “Roll
for two Descriptors.” She rolls 9, which she ignores since this newfor two Descriptors.” She rolls 9, which she ignores since this new
Character already is at the maximum of two Descriptors. Rolling,Character already is at the maximum of two Descriptors. Rolling,
she gets 72 for she gets 72 for “Commanding” and 36 for “Rough”“Commanding” and 36 for “Rough”..

Thinking about all of this, Jill decides that the Thinking about all of this, Jill decides that the new Characternew Character
is Captain James Rill, a is Captain James Rill, a former crewmate of Reegan’former crewmate of Reegan’s before theys before they
had a falling out. Rill now commands his own ship, part had a falling out. Rill now commands his own ship, part of theof the
Imperial Navy. Most likely, he’s out hunting down the Cavalier.Imperial Navy. Most likely, he’s out hunting down the Cavalier.

 Jill adds “Captain Rill” to the Chara Jill adds “Captain Rill” to the Characters List and continues tocters List and continues to
the next Plot Point.the next Plot Point.

She rolls 9 for the Theme, which is Action, and 68 for theShe rolls 9 for the Theme, which is Action, and 68 for the
Plot Point, which is “Physical barrier to Plot Point, which is “Physical barrier to overcomeovercome”. She rolls on”. She rolls on
the Characters List to see who this applies to, the Characters List to see who this applies to, and gets 96 forand gets 96 for
“Choose Most Logical Character”. She selects Captain Reegan,“Choose Most Logical Character”. She selects Captain Reegan,
although most likely he’s going to represent the crew falthough most likely he’s going to represent the crew for this.or this.
Since she Invoked Reegan for a Since she Invoked Reegan for a Plot Point, she writes his namePlot Point, she writes his name
down again on the Characters List.down again on the Characters List.

 Jill has no idea what this result means at this po Jill has no idea what this result means at this point. Sheint. She
decides to continue with more Plot Points and see if a clearerdecides to continue with more Plot Points and see if a clearer
picture starts to develop.picture starts to develop.

The next Plot The next Plot Point roll is 4 for Theme, which is Point roll is 4 for Theme, which is Personal, andPersonal, and
78 for the Plot Point, “Bribe”. Jill rolls on the Characters List to78 for the Plot Point, “Bribe”. Jill rolls on the Characters List to
see who is bribing whom. see who is bribing whom. She gets 11 for She gets 11 for “Major Jarella“Major Jarella” and 51” and 51
for “New Character”. Rolling for the for “New Character”. Rolling for the new Character, Jill learnsnew Character, Jill learns
that this new person will be that this new person will be a hindrance to the Plotline. Thea hindrance to the Plotline. The
Character’Character’s Identity s Identity is “Gambler” and is “Gambler” and Descriptor is Descriptor is “Wea“Wealthy”.lthy”.

 Jill thinks about this a bit. She decides that the Adv Jill thinks about this a bit. She decides that the Adventure willenture will
start at a space station out start at a space station out at the fringes of Imperium territory.at the fringes of Imperium territory.
The station is a near lawless place owned and The station is a near lawless place owned and operated by a shadyoperated by a shady



7878

THE BIG CHAPTER OF EXAMPLESTHE BIG CHAPTER OF EXAMPLES

underworld thug known as Skeeve. The Cavalier needed to dockunderworld thug known as Skeeve. The Cavalier needed to dock
for fuel and supplies before heading out fufor fuel and supplies before heading out further into space to hiderther into space to hide
from Imperium forces.from Imperium forces.

 Jill adds another entry on the Characters List for Jarella and Jill adds another entry on the Characters List for Jarella and
adds the new Character, Skeeve, to the List.adds the new Character, Skeeve, to the List.

She rolls for the next Plot Point, getting a Plot Point ofShe rolls for the next Plot Point, getting a Plot Point of
“None”“None”. On to . On to the next and the next and final Plot Point, she rolls Tfinal Plot Point, she rolls Tension forension for
the Theme and “Time Limit” for the Plot the Theme and “Time Limit” for the Plot Point. Jill has all of herPoint. Jill has all of her
Plot Points for the first Turning Point.Plot Points for the first Turning Point.

NotesNotes

PLOT PLOT POINTS POINTS CHARACTERS CHARACTERS INVOKEDINVOKED

11

22

33

44

55

TTUURRNNIINNG  G  PPOOIINNTT PPLLOOTTLLIINNEE

New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion

 A new enemy A new enemy
Physical barrier  vercme Physical barrier  vercme 
 Bribe  Bribe 
 Nne  Nne 
 Time limi�  Time limi� 

 x  x 

 Capain Rill  Capain Rill 
 Capain Reegan  Capain Reegan 
 Jarella / Skeeve  Jarella / Skeeve 

1 1 

Since this Since this is the is the first Tfirst Turning Point, it’s going to urning Point, it’s going to largelylargely
define the Adventure and give the first Plotline. Jill decidesdefine the Adventure and give the first Plotline. Jill decides
this is the scenario: Fleeing from tthis is the scenario: Fleeing from the Imperium after thehe Imperium after the
last Adventure, the crew of last Adventure, the crew of Cavalier head to deep space toCavalier head to deep space to
lose themselves in the lawless frontier lose themselves in the lawless frontier beyond the edges ofbeyond the edges of
Imperium control. Before they can do Imperium control. Before they can do that, however, theythat, however, they
need to resupply. The only dock in sight is the space outneed to resupply. The only dock in sight is the space out postpost
Morgane; a space station with rough, dangerous residents Morgane; a space station with rough, dangerous residents allall
commanded by underworld crime boss Skeeve.commanded by underworld crime boss Skeeve.

 Jill constructs the beginning of the Adventure to give the crew Jill constructs the beginning of the Adventure to give the crew
of the Cavalier some time to explore the Morgane. She builds aof the Cavalier some time to explore the Morgane. She builds a
few key sites, such as a pufew key sites, such as a pub, the docks, and the administrativeb, the docks, and the administrative
offices. She encourages the crew to split up, organizing a fewoffices. She encourages the crew to split up, organizing a few
separate small encounters for each of them.separate small encounters for each of them.

The crew will be at the station for a few days when CaptainThe crew will be at the station for a few days when Captain
Reegan gets word that his former friend and now Imperial NavyReegan gets word that his former friend and now Imperial Navy
ship captain Rill is en route to ship captain Rill is en route to the Morgane to apprehend thethe Morgane to apprehend the
outlaws of the Cavalier. outlaws of the Cavalier. They will need to leave quickly They will need to leave quickly to stayto stay
ahead of their pursuer.ahead of their pursuer.

Skeeve also notices the warrant out for them, and Skeeve also notices the warrant out for them, and the reward.the reward.
 Jill prep Jill prepares an encoares an encounter where the Plunter where the Player Characayer Character Jarellter Jarella, whoa, who’’ss
the crew’s muscle, must deal with Skeeve as he informs her that hethe crew’s muscle, must deal with Skeeve as he informs her that he
isn’t going to open the bay doors and let the Cavalier leave.isn’t going to open the bay doors and let the Cavalier leave.

 Jill is going to give the Playe Jill is going to give the Players a few ways out of thisrs a few ways out of this
predicament. Jarella can attempt to predicament. Jarella can attempt to bribe Skeeve with somethingbribe Skeeve with something
more valuable than the reward. more valuable than the reward. Jill gives Skeeve some personalityJill gives Skeeve some personality,,
deciding that he is wealthy and powerful, but deciding that he is wealthy and powerful, but at heart he’at heart he’s as a
gambling man. If Jarella can talk him into a game of chance ...gambling man. If Jarella can talk him into a game of chance ...

maybe something like shooting the apple off of the head of one maybe something like shooting the apple off of the head of one ofof
Skeeve’Skeeve’s lackeys ... s lackeys ... then Skeeve will let then Skeeve will let them go.them go.

Failing that, the ship and its crew can attempt to force theirFailing that, the ship and its crew can attempt to force their
way out through the docking doors. This would involve eitherway out through the docking doors. This would involve either
overwhelming guards to get into the control room to open theoverwhelming guards to get into the control room to open the
doors or using the Cavalier’s weapon systems to blast their way out.doors or using the Cavalier’s weapon systems to blast their way out.

The closed docking doors The closed docking doors is the “physical barrier” from theis the “physical barrier” from the
Plot Point, and the urgency to escape before Rill arrives is thePlot Point, and the urgency to escape before Rill arrives is the
“time limit”.“time limit”.

 Jill is happy with this interpretation of the  Jill is happy with this interpretation of the TTurning Point. Sheurning Point. She
decides that the Plotline will be “Escape from Rill” and writesdecides that the Plotline will be “Escape from Rill” and writes
that on the Plotline List.that on the Plotline List.

Her Lists look like this now:Her Lists look like this now:

 Capain Reegan  Capain Reegan 
SciencScience Offe Off icer Rin icer Rin 

 Majr Jarella  Majr Jarella 
 Cavalier  Cavalier 
 Capain Rill  Capain Rill 
Reegan Reegan 

 Jarella  Jarella 
Skeeve Skeeve 

 Escape frm Cap Escape frm Capain Rill ain Rill 

This is exactly the kind of adventuring This is exactly the kind of adventuring space romp Jill wasspace romp Jill was
hoping for. She likes the personal angle that the enemy pursuinghoping for. She likes the personal angle that the enemy pursuing
them is them is a former subordinate a former subordinate of Captain Reegan’of Captain Reegan’s. That may gives. That may give
some additional plot twists some additional plot twists later.later.
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 Jill designs the opening scenario so it Jill designs the opening scenario so it’s ’s not too difficult tonot too difficult to
escape from the Morgane. She wants the crew of the Cavalier outescape from the Morgane. She wants the crew of the Cavalier out
in the depths of space with in the depths of space with Rill hot on their heels.Rill hot on their heels.

 Jill moves o Jill moves on to the second Tn to the second Turning Point. She rolls on theurning Point. She rolls on the
Plotline List to Plotline List to see what Plotline see what Plotline this Tthis Turning Point will be about.urning Point will be about.
Since there’s only one Plotline, there’s only two possibilities: it’sSince there’s only one Plotline, there’s only two possibilities: it’s
either going to be either going to be “Escape from Rill” or “New Plotline”. She rolls“Escape from Rill” or “New Plotline”. She rolls
94, “Choose Most Logical Plotline”. “Escape from Rill” it 94, “Choose Most Logical Plotline”. “Escape from Rill” it is.is.
Since this is an existing Plotline being Invoked, she writes it Since this is an existing Plotline being Invoked, she writes it intointo
another entry on the Plotline List.another entry on the Plotline List.

 Jill rolls the first Plot P Jill rolls the first Plot Point, getting a Theme of oint, getting a Theme of TTension andension and
a Plot Point of “Do It, Or a Plot Point of “Do It, Or Else”. She rolls to see which CharacterElse”. She rolls to see which Character
this Invokes, and gets “Choose Most Logical Character”. Jillthis Invokes, and gets “Choose Most Logical Character”. Jill
doesn’doesn’t’ know what the t’ know what the “Do It Or Else” relates to, but “Do It Or Else” relates to, but figuresfigures
it’it’s going to be something that the whole crew must s going to be something that the whole crew must do in theirdo in their
escape from Rill. Since escape from Rill. Since the Player Character Rin the Player Character Rin didn’didn’t get a t get a lot tolot to
do earlier in the Adventure, she chooses that Character to do earlier in the Adventure, she chooses that Character to InvokeInvoke
for this Plot Point. She records this on the Adventure Sheet andfor this Plot Point. She records this on the Adventure Sheet and
adds Officer Rin to another entry on the Characters List.adds Officer Rin to another entry on the Characters List.

 Jill rolls  Jill rolls Plot PPlot Point 2, getting thoint 2, getting the Pee Personal rsonal Theme and the Theme and the PlotPlot
Point “It Is Your Duty”. She rolls on the Characters List to seePoint “It Is Your Duty”. She rolls on the Characters List to see
who this Plot Point Invokes and gets Jarella, the Player Character.who this Plot Point Invokes and gets Jarella, the Player Character.
 Jarella  Jarella is a former mis a former military woman, a ilitary woman, a battle harbattle hardened soldierdened soldier, and is, and is
largely the brawn of the crew. Her duties revolve around physicallylargely the brawn of the crew. Her duties revolve around physically
protecting everyone. Jill isn’t sure what this Plot Point means forprotecting everyone. Jill isn’t sure what this Plot Point means for
the Turning Point, so she reserves judgement on it just yet.the Turning Point, so she reserves judgement on it just yet.

 Jill moves o Jill moves on to the third Plot Point, rolling n to the third Plot Point, rolling TTension and “ension and “AA
Crucial Life Crucial Life Support System Begins TSupport System Begins To Fail”. This gives Jill someo Fail”. This gives Jill some
ideas of what tideas of what to do with to do with the other two Plot he other two Plot Points. ShePoints. She’s thinking’s thinking
that this Tthat this Turning Point will be about urning Point will be about the Cavalier fleeing throughthe Cavalier fleeing through
space from Rill’s ship. The crew is going to have to space from Rill’s ship. The crew is going to have to push thepush the
Cavalier hard to maintain its distance, and Jill decides that theCavalier hard to maintain its distance, and Jill decides that the
engines will begin to strain. This will create a problem for Rin,engines will begin to strain. This will create a problem for Rin,
the Player Character science officer, who will have to go downthe Player Character science officer, who will have to go down
into engineering and figure out how to into engineering and figure out how to keep the engines fromkeep the engines from
exploding while they rexploding while they run at maximum capacity. Jill imagines aun at maximum capacity. Jill imagines a
classic “Scotty, we need more power!” situation, where Rin classic “Scotty, we need more power!” situation, where Rin willwill
have to use his have to use his science smarts to kscience smarts to keep the ship together. It’eep the ship together. It’s a “Dos a “Do
it or else” situation since it’s going to be dangerous in the engineit or else” situation since it’s going to be dangerous in the engine
room, and failure is not an option.room, and failure is not an option.

For Major JarellaFor Major Jarella, she will have to contend , she will have to contend with the possibilitywith the possibility
that they may not be able to that they may not be able to outrun Rill. If the outrun Rill. If the Cavalier isCavalier is
boarded, she may have to face down an armed party of boarded, she may have to face down an armed party of trainedtrained
soldiers. Jill decides soldiers. Jill decides that she’ll make this that she’ll make this clear to clear to JarellaJarella’s Player in’s Player in
this part of the Adventure, and this part of the Adventure, and give her a chance to prepare.give her a chance to prepare.

She rolls the next She rolls the next Plot Point, getting “None”. Jill rolls the finalPlot Point, getting “None”. Jill rolls the final
Plot Point and Plot Point and gets “None” again, completing this Tgets “None” again, completing this Turning Point.urning Point.

NotesNotes

PLOT PLOT POINTS POINTS CHARACTERS CHARACTERS INVOKEDINVOKED

11

22

33

44

55

TTUURRNNIINNG  G  PPOOIINNTT PPLLOOTTLLIINNEE

New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion

 D i� r else  D i� r else 
 I is yur duy I is yur duy
 A crucial life suppr sysem begins  fail  A crucial life suppr sysem begins  fail 
 Nne  Nne 
 Nne  Nne 

 x  x 

Rin Rin 
 Jarella  Jarella 

 2  2   Escape frm Rill  Escape frm Rill 

 Jill decid Jill decides that es that this Tthis Turning urning Point is going Point is going to be a tto be a tenseense
chase Scene, with the Imperial Navy pursuing the Cavalier. Shechase Scene, with the Imperial Navy pursuing the Cavalier. She
adds a few extra challenges to the Scene, such as a adds a few extra challenges to the Scene, such as a light meteorlight meteor
field they need to speed through and a long range missile firedfield they need to speed through and a long range missile fired
from Rill’s ship that catches up to them that the Cavalier willfrom Rill’s ship that catches up to them that the Cavalier will
need to outfox.need to outfox.

Most of the piloting and tactical moves are in Reegan’s hands.Most of the piloting and tactical moves are in Reegan’s hands.
Officer Rin will have to contend Officer Rin will have to contend with the engine when the with the engine when the shipship
can no longer handle the strain, and Jarella will have to prepare forcan no longer handle the strain, and Jarella will have to prepare for
the possibility of a boarding party. Jill is happy with this Turningthe possibility of a boarding party. Jill is happy with this Turning
Point as it provides a nice degree of tension to the AdventurePoint as it provides a nice degree of tension to the Adventure
and gives all of the Player Characters something to do withand gives all of the Player Characters something to do with
consequences for each based on the outcomes of their actions.consequences for each based on the outcomes of their actions.

Her Lists look like this:Her Lists look like this:

 Capain Reegan  Capain Reegan 
SciencScience Offe Off icer Rin icer Rin 

 Majr Jarella  Majr Jarella 
 Cavalier  Cavalier 
 Capain Rill  Capain Rill 
Reegan Reegan 

 Jarella  Jarella 
Skeeve Skeeve 
Rin Rin 

 Jarella  Jarella 
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 Escape frm Cap Escape frm Capain Rill ain Rill 
 Escape frm Cap Escape frm Capain Rill ain Rill 

 Jill moves on to  Jill moves on to TTurning Point 3. She rolls urning Point 3. She rolls for the Plotlinefor the Plotline
and gets and gets “Choose The Most Logical Plotline”. There’“Choose The Most Logical Plotline”. There’s only s only oneone
Plotline still, so “Escape from Captain Rill” is the Plotline forPlotline still, so “Escape from Captain Rill” is the Plotline for
this Tthis Turning Point again. She writes another urning Point again. She writes another entry for entry for it on theit on the
Plotlines List. This is the third entry for that Plotlines List. This is the third entry for that Plotline, maxing itPlotline, maxing it
out on the Plotlines List.out on the Plotlines List.

She rolls for the first Plot Point, getting Personal as theShe rolls for the first Plot Point, getting Personal as the
Theme and “Character Connection”. This Plot Point requiresTheme and “Character Connection”. This Plot Point requires
two Characters to make a connection of some kind, so Jill rollstwo Characters to make a connection of some kind, so Jill rolls
on the Characters List to Invoke two Characters. She gets “Newon the Characters List to Invoke two Characters. She gets “New
Character” and “Choose Most Logical Character”. This TurningCharacter” and “Choose Most Logical Character”. This Turning
Point will involve adding a new Character who forms a connectionPoint will involve adding a new Character who forms a connection
with an existing Character. Jill decides this will most likely be onewith an existing Character. Jill decides this will most likely be one
of the Player Characters. Depending on how events turned outof the Player Characters. Depending on how events turned out
after the last Turning Point, the Cavalier either evaded Captainafter the last Turning Point, the Cavalier either evaded Captain
Rill or was overtaken and boarded. Jill knows she’ll need to makeRill or was overtaken and boarded. Jill knows she’ll need to make
preparations for either eventuality. She decides she’ll develop thispreparations for either eventuality. She decides she’ll develop this
Turning Point further to see which scenario it applies to.Turning Point further to see which scenario it applies to.

Rolling for the new Character, she gets that the new Rolling for the new Character, she gets that the new CharacterCharacter
is not connected to the is not connected to the Plotline. Whoever this is, they havePlotline. Whoever this is, they have
nothing to do witnothing to do with Rill’s pursuit. The new Character’h Rill’s pursuit. The new Character’s Identity iss Identity is
“Rogue” and “Supporter“Rogue” and “Supporter”. Jill decides that the new ”. Jill decides that the new Character is aCharacter is a
stowawaystowaway, someone who snuck , someone who snuck on board the Cavalier while on board the Cavalier while it wasit was
docked at the Morgane. This person is wanted by the Imperiumdocked at the Morgane. This person is wanted by the Imperium
for crimes against the government, making them a supporter offor crimes against the government, making them a supporter of
the Cavalier crew since the Cavalier crew since they’they’re in the re in the same situation. Jill decidessame situation. Jill decides
to use this new Character as a to use this new Character as a tool. If the Cavalier fails to evadetool. If the Cavalier fails to evade
Rill, then this Character will do something to Rill, then this Character will do something to make sure theymake sure they
arenaren’’t captured and t captured and boarded. Jill will decide what boarded. Jill will decide what when she knowswhen she knows
more about this Turning Point.more about this Turning Point.

Rolling for the new Rolling for the new Character’Character’s Descriptors, she getss Descriptors, she gets
“Passiv“Passive”. She decides that the new e”. She decides that the new Character is an engineerCharacter is an engineer
who used to work for the Imperium but is now on the run.who used to work for the Imperium but is now on the run.
He’He’s a soft spoken man who s a soft spoken man who is terrified of his predicament is terrified of his predicament andand
is enthusiastically supportive of the Cavalier crew in order tois enthusiastically supportive of the Cavalier crew in order to
get their help in get their help in protecting him. Jill names him Grissom andprotecting him. Jill names him Grissom and
adds him the Characters List.adds him the Characters List.

 Jill decides that the most logical Character for G Jill decides that the most logical Character for Grissom torissom to
connect with will be Science connect with will be Science Officer Rin. Since the Cavalier’sOfficer Rin. Since the Cavalier’s
escape in Tescape in Turning Point 2 largely depends urning Point 2 largely depends on Rin being able on Rin being able toto
keep the ship’keep the ship’s engines running s engines running at peak performance, at peak performance, Jill decidesJill decides
that Grissom will be a backup plot device and will that Grissom will be a backup plot device and will offer help tooffer help to
Rin if Rin fails to keep the engines running.Rin if Rin fails to keep the engines running.

Even with this in mind, Jill wants to see what other Plot Even with this in mind, Jill wants to see what other Plot PointsPoints
spring up in this Turning Point. So far, this Turning Point appearsspring up in this Turning Point. So far, this Turning Point appears
to be about the introduction of to be about the introduction of Grissom to the crew and theGrissom to the crew and the
immediate aftermath of the chase with Rill.immediate aftermath of the chase with Rill.

She rolls the next Plot She rolls the next Plot Point, getting PersPoint, getting Personal as the Theme againonal as the Theme again
and a Plot Point of “None”, so nothing new with and a Plot Point of “None”, so nothing new with this Plot Point.this Plot Point.

Plot Point 3 is “None” again.Plot Point 3 is “None” again.
Plot Point 4 is a Theme of Action Plot Point 4 is a Theme of Action and a Plot Point ofand a Plot Point of

“Victory!” This Plot Point calls for one Character to be victorious“Victory!” This Plot Point calls for one Character to be victorious
over another, so Jill rolls for the two over another, so Jill rolls for the two Characters, gettingCharacters, getting
“Cavalier” and “Choose Most Logical Character”. “Cavalier” and “Choose Most Logical Character”. Jill choosesJill chooses
Captain Rill. She writes both “Cavalier” and “Rill” onto theCaptain Rill. She writes both “Cavalier” and “Rill” onto the
Characters List again since Characters List again since they’they’re being Invoked.re being Invoked.

This is an easy Plot Point for Jill to figure out. This ties in withThis is an easy Plot Point for Jill to figure out. This ties in with
what she was already thinking. The Cavalier will escape from Rill,what she was already thinking. The Cavalier will escape from Rill,
either because Rin managed to maintain the engines, or either because Rin managed to maintain the engines, or if he failsif he fails
Grissom steps in from the shadows and Grissom steps in from the shadows and helps.helps.

 Jill has  Jill has one moone more Plot re Plot Point, rolPoint, rol ling ling a Theme of a Theme of PersonalPersonal
and a Plot Point of “Help Is Offered, For A Price”. Jill rolls forand a Plot Point of “Help Is Offered, For A Price”. Jill rolls for
two Characters ttwo Characters to Invoke for this o Invoke for this Plot Point, getting “Reegan”Plot Point, getting “Reegan”
and “Cavalier”. Hmm, that’s an interesting one. and “Cavalier”. Hmm, that’s an interesting one. CaptainCaptain
Reegan offers to help his own Reegan offers to help his own ship, for a price? Jill thinks ship, for a price? Jill thinks aboutabout
this for a moment, and this for a moment, and decides it makes no sense. decides it makes no sense. Using theUsing the
“I Dunno” rule, she decides to skip “I Dunno” rule, she decides to skip that result and go wthat result and go with aith a
“None” for this last Plot “None” for this last Plot Point.Point.

 Jill decides on the following for this  Jill decides on the following for this TTurning Point: Sheurning Point: She’’ss
going to drag out the chase between Captain going to drag out the chase between Captain Rill and theRill and the
CavalierCavalier. If Science Officer Rin is . If Science Officer Rin is unable to keep the engines atunable to keep the engines at
full capacity, then the stowaway Grissom will step full capacity, then the stowaway Grissom will step forward fromforward from
his hiding place to his hiding place to help. He’help. He’s been laying low s been laying low in the ship sincein the ship since
they left Morgane, afraid they left Morgane, afraid to show himself to the to show himself to the crewcrew. He’. He’s beens been
monitoring events, however, and he knows that being monitoring events, however, and he knows that being captured bycaptured by
Rill would be bad for everyone, including himself.Rill would be bad for everyone, including himself.

If Rin fails in the engine If Rin fails in the engine room, Grissom will appearroom, Grissom will appear
there, much to the Science Officer’s surprise, and work somethere, much to the Science Officer’s surprise, and work some
engineering magic to make the engines work better. If Rinengineering magic to make the engines work better. If Rin
succeeds on his own, Grissom will make himself known to thesucceeds on his own, Grissom will make himself known to the
crew after they successfully escape crew after they successfully escape Rill, offering his assistance toRill, offering his assistance to
stay ahead of their stay ahead of their pursuer.pursuer.
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NotesNotes
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TTUURRNNIINNG  G  PPOOIINNTT PPLLOOTTLLIINNEE

New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion

 Characer cnnecin  Characer cnnecin 
 Nne  Nne 
 Nne  Nne 
Vicry!Vicry!
 Nne  Nne 

 x  x 

 Grissm / Rin  Grissm / Rin 

 Cavalier / Rill  Cavalier / Rill 

 3 3  Escape frm Rill  Escape frm Rill 

 Escape frm Cap Escape frm Capain Rill ain Rill 
 Escape frm Cap Escape frm Capain Rill ain Rill 
 Escape frm Cap Escape frm Capain Rill ain Rill 

 Capain Reegan  Capain Reegan 
SciencScience Offe Off icer Rin icer Rin 

 Majr Jarella  Majr Jarella 
 Cavalier  Cavalier 
 Capain Rill  Capain Rill 
Reegan Reegan 

 Jarella  Jarella 
Skeeve Skeeve 
Rin Rin 

 Jarella  Jarella 
 Grissm  Grissm 
Rin Rin 

 Cavalier  Cavalier 
Rill Rill 

 Jill’ Jill’s pretty pleased with the Adventure outline so fars pretty pleased with the Adventure outline so far. It’. It’s givings giving
her good material to wher good material to work with. She doesn’ork with. She doesn’t see a t see a need to pad need to pad thisthis
last wrinkle of the Adventure with any last wrinkle of the Adventure with any more ideas.more ideas.

On to Turning Point 4. Rolling for this Turning Point’sOn to Turning Point 4. Rolling for this Turning Point’s
Plotline, she gets “New Plotline”. So, the plot thickens. She hasPlotline, she gets “New Plotline”. So, the plot thickens. She has
no idea what the new Plotline no idea what the new Plotline might be, but she’ll figure it outmight be, but she’ll figure it out
when she discovers what when she discovers what happens in thappens in this This Turning Point.urning Point.

She rolls a 10 for She rolls a 10 for the Theme. Since this is the the Theme. Since this is the first 10 she’first 10 she’ss
rolled in this Adventure she goes with the first 10 result rolled in this Adventure she goes with the first 10 result on theon the
Theme list: Social. The Theme list: Social. The Plot Point is “Powerful PersonPlot Point is “Powerful Person”. Jill rolls”. Jill rolls
on the Characters List to Invoke a Character for ton the Characters List to Invoke a Character for this and getshis and gets
“Choose Most Logical Character”. The most powerful Character“Choose Most Logical Character”. The most powerful Character
so far in the Adventure is Rill, so Jill chooses that Character toso far in the Adventure is Rill, so Jill chooses that Character to
Invoke. She writes Rill into the Characters List again.Invoke. She writes Rill into the Characters List again.

 Jill moves on to the next Plot P Jill moves on to the next Plot Point, rolling “Noneoint, rolling “None”.”.
She rolls a 2 fShe rolls a 2 for Plot Point 3, which would or Plot Point 3, which would be “Conclusion”be “Conclusion”

except for the fact except for the fact that this is a that this is a New Plotline in this TNew Plotline in this Turningurning
Point, so it can’Point, so it can’t be a t be a Conclusion. She counts this Conclusion. She counts this result asresult as
another “None”.another “None”.

She moves on to Plot Point 4, gettShe moves on to Plot Point 4, gett ing a Theme of Personaling a Theme of Personal
and a Plot Point of “Protector”. She rolls to and a Plot Point of “Protector”. She rolls to Invoke a Character toInvoke a Character to
attach to this Plot attach to this Plot Point, and gets “New Character”.Point, and gets “New Character”.

Rolling for the new Character, Jill determines that thisRolling for the new Character, Jill determines that this
Character is an organization, the Character is an organization, the Character’Character’s Identity is “Scholar”s Identity is “Scholar”
and Descriptors are and Descriptors are “Unusual” and “Clean”.“Unusual” and “Clean”.

 Jill thinks  Jill thinks about this. about this. The CavalThe Cavalier is in deep sier is in deep space nowpace now,,
beyond the borders of the Imperium. Things are a bit different outbeyond the borders of the Imperium. Things are a bit different out
here, with rules of its own since the Imperium’s laws aren’t in force.here, with rules of its own since the Imperium’s laws aren’t in force.
 Jill decide Jill decides that the Cavs that the Cavalier will comalier will come upon a smae upon a small city builtll city built
upon an asteroid. This area of space is dotted with such cities.upon an asteroid. This area of space is dotted with such cities.
This one is a famed university of deep space lore, Armitage. It hasThis one is a famed university of deep space lore, Armitage. It has
a treaty with the Imperium, where it declares itself neutral anda treaty with the Imperium, where it declares itself neutral and
won’t take place in disputes and the Imperium leaves it alone. Thiswon’t take place in disputes and the Imperium leaves it alone. This
would make Armitage a safe haven for the Cavalier to land; Rillwould make Armitage a safe haven for the Cavalier to land; Rill
would have no legal right to apprehend the crew would have no legal right to apprehend the crew and would in factand would in fact
be breaking the Imperium’s accord with Armitage if he tried.be breaking the Imperium’s accord with Armitage if he tried.

 Jill adds A Jill adds Armitage to thrmitage to the Characters e Characters List and continues.List and continues.
There’s one more Plot Point to roll for this Turning Point. JillThere’s one more Plot Point to roll for this Turning Point. Jill

rolls “Character Connection”. Rolling to see who gets rolls “Character Connection”. Rolling to see who gets connected,connected,
she rolls “Science Officer she rolls “Science Officer Rin” and “New Character”.Rin” and “New Character”.

The new Character is: an individual, has Identities ofThe new Character is: an individual, has Identities of
“Performer” and “Mediator”, and Descriptors of “Ignorant”“Performer” and “Mediator”, and Descriptors of “Ignorant”
and “Small”.and “Small”.

 Jill decides that on Armitage is a small, elf-like mutant Jill decides that on Armitage is a small, elf-like mutant
woman named Leyla. She is woman named Leyla. She is a citizen of a citizen of the scholar city, livingthe scholar city, living
in its merchant district. She is a professional singer who sells herin its merchant district. She is a professional singer who sells her
talents to local traders because she also has a slight telepathictalents to local traders because she also has a slight telepathic
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ability to make those who hear her songs become more pliable toability to make those who hear her songs become more pliable to
suggestion. She hires herself out to merchants to sing in loungessuggestion. She hires herself out to merchants to sing in lounges
while they negotiate, using her abilities to help her while they negotiate, using her abilities to help her clients getclients get
better deals. She is a small, delicate woman who is rough aroundbetter deals. She is a small, delicate woman who is rough around
the edges and knows little beyond her own world the edges and knows little beyond her own world and interests.and interests.
 Jill decides to create an encounter on the Armitage that will forge Jill decides to create an encounter on the Armitage that will forge
a bond between Rin and Leyla.a bond between Rin and Leyla.

 Jill de Jill decides thcides that this at this is what is what the the TTurning Purning Point meoint means: aftans: afterer
narrowly escaping Rill’s ship, the crew of the Cavalier are desperatenarrowly escaping Rill’s ship, the crew of the Cavalier are desperate
to find a safe haven since they won’t likely be able to outrun theto find a safe haven since they won’t likely be able to outrun the
Imperium officer forever. They come across Armitage, a naturalImperium officer forever. They come across Armitage, a natural
place for them to land where Rill can’t legally touch them. Armitageplace for them to land where Rill can’t legally touch them. Armitage
welcomes the Cavalier, as it welcomes all visitors. The meteor citywelcomes the Cavalier, as it welcomes all visitors. The meteor city
is a gleaming, beautiful metropolis in space devoted to academicis a gleaming, beautiful metropolis in space devoted to academic
study of the cosmos with a bustling trading district around thestudy of the cosmos with a bustling trading district around the
university. When the crew of the Cavalier lands here, they will finduniversity. When the crew of the Cavalier lands here, they will find
the place friendly, but will also discover that its doors are open tothe place friendly, but will also discover that its doors are open to
Captain Rill. The Imperium naval ship will also dock at Armitage.Captain Rill. The Imperium naval ship will also dock at Armitage.

 Jill devises a number of locations in Armitag Jill devises a number of locations in Armitage for the Cavaliere for the Cavalier
crew to explore. She cooks up some places in the tcrew to explore. She cooks up some places in the t rading districtrading district
where they can buy parts for where they can buy parts for the engine to help repair damagethe engine to help repair damage
done in the pursuit, a done in the pursuit, a few bars and taverns, maybe a muggingfew bars and taverns, maybe a mugging
encounter to give Jarella and Reegan someone to fight.encounter to give Jarella and Reegan someone to fight.

One of the mugging encounters will involve Rin. Leyla willOne of the mugging encounters will involve Rin. Leyla will
witness the attack, and will use her singing powers to sooth thewitness the attack, and will use her singing powers to sooth the
would be attackers. She’ll take an interest in Rin, wishing towould be attackers. She’ll take an interest in Rin, wishing to
accompany the crew of the accompany the crew of the Cavalier as she wants to move onCavalier as she wants to move on
from Armitage. When she discovers they are on the rfrom Armitage. When she discovers they are on the run from theun from the
Imperium, it makes her want to join them more as she is no friendImperium, it makes her want to join them more as she is no friend
of the government. This also makes her distrustful of tof the government. This also makes her distrustful of their stowawayheir stowaway
engineer, Grissom, since he’s a former employee of the Imperium.engineer, Grissom, since he’s a former employee of the Imperium.

Since Rill and the Cavalier crew will be in the same area,Since Rill and the Cavalier crew will be in the same area,
but Rill won’but Rill won’t be able to act t be able to act because of legal restrictions, thebecause of legal restrictions, the
GM also allows for the possibility of Reegan and GM also allows for the possibility of Reegan and Rill meetingRill meeting
at some point at some point and talking. This would and talking. This would give Reegan’give Reegan’s Player as Player a
chance to role-play the captain, and it gives Jill an opportunitychance to role-play the captain, and it gives Jill an opportunity
to flesh out Rill’s motivations for chasing his former friend.to flesh out Rill’s motivations for chasing his former friend.

 Jill creates the new Plotline “Stay safe at Armita Jill creates the new Plotline “Stay safe at Armitage” and writesge” and writes
it on the Plotlines List.it on the Plotlines List.

NotesNotes

PLOT PLOT POINTS POINTS CHARACTERS CHARACTERS INVOKEDINVOKED

11

22

33

44

55

TTUURRNNIINNG  G  PPOOIINNTT PPLLOOTTLLIINNEE

New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion

 A pwerful persn  A pwerful persn 
 Nne  Nne 
 Nne  Nne 
Precr Precr 
 Characer cnnecin  Characer cnnecin 

 x  x 

Rill Rill 

 Armi�age  Armi�age 
Rin / Leyla Rin / Leyla 

 4  4  Say safe a Armi�age Say safe a Armi�age 

 Escape frm Cap Escape frm Capain Rill ain Rill 
 Escape frm Cap Escape frm Capain Rill ain Rill 
 Escape frm Cap Escape frm Capain Rill ain Rill 
Say safe a Armi�age Say safe a Armi�age 

 Capain Reegan  Capain Reegan 
SciencScience Offe Off icer Rin icer Rin 

 Majr Jarella  Majr Jarella 
 Cavalier  Cavalier 
 Capain Rill  Capain Rill 
Reegan Reegan 

 Jarella  Jarella 
Skeeve Skeeve 
Rin Rin 

 Jarella  Jarella 
 Grissm  Grissm 
Rin Rin 

 Cavalier  Cavalier 
Rill Rill 
Rill Rill 

 Armi�age  Armi�age 
 Leyla  Leyla 

 Jill Jill’’s Ads Adventurventure has e has two runtwo running Pning Plotlilotlines nones noww, and , and sheshe’’s has happyppy
with the progress. There is enough adventuring material in Armitagewith the progress. There is enough adventuring material in Armitage
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to keep the Player Characters busy for a while and to develop theirto keep the Player Characters busy for a while and to develop their
Characters more. Jill considers ending the development of tCharacters more. Jill considers ending the development of thishis
 Adve Adventure nture right right here, here, since since she fshe figureigures thes these 4 se 4 TTurning urning PoPoints ints givegive
her about two hours of actual game time with her Players.her about two hours of actual game time with her Players.

 Just in case, she pushes on further Just in case, she pushes on further, deciding to generate the, deciding to generate the
fifth Tfifth Turning Point. Rolling for urning Point. Rolling for the Plotline, the Plotline, she gets “Chooseshe gets “Choose
The Most Logical Plotline”. She decides to The Most Logical Plotline”. She decides to go with “Escape fromgo with “Escape from
Captain Rill” since the Captain Rill” since the last Tlast Turning Point likely was a urning Point likely was a long one,long one,
with the Player Characters kicking around Armitage. That partwith the Player Characters kicking around Armitage. That part
of the Adventure was a break from the pursuit, of the Adventure was a break from the pursuit, but at some pointbut at some point
Rill will have to make his next move.Rill will have to make his next move.

 Jill doesn Jill doesn’’t make another entry for “Escape from Captain Rill”t make another entry for “Escape from Captain Rill”
on the Plotlines List because it on the Plotlines List because it already has three entries.already has three entries.

She starts rolling Plot She starts rolling Plot Points. For the first Plot Point, she rollsPoints. For the first Plot Point, she rolls
a Theme of “Personal”, but that a Theme of “Personal”, but that doesndoesn’t matter since the ’t matter since the PlotPlot
Point is a Meta Plot Point. Rolling on the Meta Table, she getsPoint is a Meta Plot Point. Rolling on the Meta Table, she gets
“Character Steps Down“Character Steps Down”. Rolling for which ”. Rolling for which Character this refersCharacter this refers
to, Jill gets “Choose Most Logical Character”.to, Jill gets “Choose Most Logical Character”.

Thinking about this, Jill considers having Grissom step downThinking about this, Jill considers having Grissom step down
a notch, which would a notch, which would remove him from the Characters List. She’remove him from the Characters List. She’ss
thinking maybe she’ll kill him off and set thinking maybe she’ll kill him off and set up a murder mystery.up a murder mystery.
 After  After consiconsidering dering this, this, Jill Jill deciddecides thes thereere’’s alrs already eady enougenough goih going onng on
without adding a wrinkle like that, and she decides to use this as anwithout adding a wrinkle like that, and she decides to use this as an
opportunity to house clean. opportunity to house clean. She applies the “Character Steps DownShe applies the “Character Steps Down””
result to Skeeve, the underresult to Skeeve, the underworld boss who runs world boss who runs the Morgane. Thisthe Morgane. This
removes Skeeve completely from the list, which is fine with removes Skeeve completely from the list, which is fine with Jill asJill as
she doesn’she doesn’t expect him to t expect him to be a factor any be a factor any further in the further in the Adventure.Adventure.
 Jill  Jill scrawlscrawls a lis a line thrne through ough SkeeSkeeve ove on the n the CharaCharacters cters List.List.

 Jill decides this will have no in-Adv Jill decides this will have no in-Adventure impact, it’enture impact, it’s just Lists just List
management on her part. She writes the management on her part. She writes the entries in for Plot Pointentries in for Plot Point
1 of this Turning Point and goes on.1 of this Turning Point and goes on.

For the second Plot Point, she gets For the second Plot Point, she gets “None”“None”..
For Plot Point 3, Jill rolls a Theme of Tension and a Plot Point ofFor Plot Point 3, Jill rolls a Theme of Tension and a Plot Point of

“Dead”. Hmm. She rolls to Invoke a Character to see “Dead”. Hmm. She rolls to Invoke a Character to see who ends upwho ends up
dead, and gets Jarella. Major Jarella is a Player Character, so Jill can’tdead, and gets Jarella. Major Jarella is a Player Character, so Jill can’t
 just ki just kill hell her offr off. Ji. Jill decll decides ides this this resulresult doet doesnsn’’t makt make any e any sensesense, so , so sheshe
discards it which discards it which automatically makes this Plot automatically makes this Plot Point “NonePoint “None”.”.

She’s got three Plot Points done for this Turning Point andShe’s got three Plot Points done for this Turning Point and
none having produced any Adventure material yet. Jill hopes thenone having produced any Adventure material yet. Jill hopes the
next two rolls give her some meat to work wnext two rolls give her some meat to work with.ith.

Rolling for Plot Rolling for Plot Point 4, she gets Tension as the Theme andPoint 4, she gets Tension as the Theme and
“Travel Setting” as the Plot Point. Jill doesn’t know what this“Travel Setting” as the Plot Point. Jill doesn’t know what this
means yet, so she goes on to the final means yet, so she goes on to the final Plot Point to see if it bringsPlot Point to see if it brings
any ideas to the table.any ideas to the table.

She rolls a Theme of Action and She rolls a Theme of Action and a Plot Point of “A Momenta Plot Point of “A Moment
Of Peace”.Of Peace”.

 Jill decides to make an encounter in Armitage where at least Jill decides to make an encounter in Armitage where at least

one Player Character is traveling on a monorail train in tone Player Character is traveling on a monorail train in the cityhe city
when Captain Rill attempts to arrest them, wwhen Captain Rill attempts to arrest them, which is againsthich is against
the law since Armitage is a neutral citthe law since Armitage is a neutral city state. Jill allows for they state. Jill allows for the
possibility of the encounter to get heated, possibility of the encounter to get heated, perhaps with combatperhaps with combat
between the Player Characters between the Player Characters involved and Rill’s soldiers. Atinvolved and Rill’s soldiers. At
some point, Armitage security forces will break it up some point, Armitage security forces will break it up and remindand remind
Rill that he is not allowed to apprehend the Rill that he is not allowed to apprehend the crew of the Cavalier.crew of the Cavalier.

 Jill decides  Jill decides to use this to use this TTurning Purning Point as an opoint as an opportunity to shoportunity to showw
how desperate Rill is to capture the Characters, but also how safehow desperate Rill is to capture the Characters, but also how safe
they are at Armitage. The Player Characters now know that Rillthey are at Armitage. The Player Characters now know that Rill
can’t touch them and they can stay as long as they like in the city.can’t touch them and they can stay as long as they like in the city.

 Jill figures, when she plays this Adv Jill figures, when she plays this Adventure with her Players,enture with her Players,
she’ll likely conclude the Adventure right here. She decides toshe’ll likely conclude the Adventure right here. She decides to
keep developing Tkeep developing Turning Points though, just urning Points though, just to see where to see where thethe
Plotlines lead and to perhaps use them as a Plotlines lead and to perhaps use them as a second part to thissecond part to this
 Adventure for when she meets with her group of Players a Adventure for when she meets with her group of Players again.gain.

NotesNotes

PLOT PLOT POINTS POINTS CHARACTERS CHARACTERS INVOKEDINVOKED
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44
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TTUURRNNIINNG  G  PPOOIINNTT PPLLOOTTLLIINNEE

New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion

 Characer seps down  Characer seps down 
 None  None 
 None  None 
 Travel seting Travel seting
 A momen o A momen o f peace f peace 

 x  x 

Skeeve Skeeve 

 5  5   Escape from Capain Rill  Escape from Capain Rill 

 Escape from Capain Rill  Escape from Capain Rill 
 Escape from Capain Rill  Escape from Capain Rill 
 Escape from Capain Rill  Escape from Capain Rill 
Say safe a Armi�age Say safe a Armi�age 
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 Capain Reegan  Capain Reegan 
SciencScience Offe Off icer Rin icer Rin 

 Majr Jarella  Majr Jarella 
 Cavalier  Cavalier 
 Capain Rill  Capain Rill 
Reegan Reegan 

 Jarella  Jarella 
Skeeve Skeeve 
Rin Rin 

 Jarella  Jarella 
 Grissm  Grissm 
Rin Rin 

 Cavalier  Cavalier 
Rill Rill 
Rill Rill 

 Armi�age  Armi�age 
 Leyla  Leyla 

 Jill goes on to T Jill goes on to Turning Point 6. The Plotline rolled urning Point 6. The Plotline rolled is “Stayis “Stay
safe at Armitage”. She writes this into another entry on thesafe at Armitage”. She writes this into another entry on the
Plotlines List.Plotlines List.

Plot Point 1 is a Theme Plot Point 1 is a Theme of Tof Tension and a ension and a Plot PointPlot Point
“Disarmed”. She rolls to Invoke a Character to apply to “Disarmed”. She rolls to Invoke a Character to apply to thisthis
Plot Point and gets “Cavalier”.Plot Point and gets “Cavalier”.

For Plot Point 2, she rolls For Plot Point 2, she rolls “Conclusion“Conclusion” on the ” on the Plot PointPlot Point
Table. This means this Turning Point ends the Plotline ofTable. This means this Turning Point ends the Plotline of
“Stay safe at Armitage”. There’“Stay safe at Armitage”. There’s only tws only two ways Jill can o ways Jill can see thatsee that
Plotline ending: the Cavalier leaves Armitage, or Plotline ending: the Cavalier leaves Armitage, or the place is nothe place is no

longer safe for the longer safe for the crew. She decides to roll more Plot Pointscrew. She decides to roll more Plot Points
before she decides.before she decides.

Plot Point 3 is a Theme of Action Plot Point 3 is a Theme of Action and a Plot Point of “Defendand a Plot Point of “Defend
Or Not TOr Not To Defend”. She rolls to o Defend”. She rolls to Invoke a Character to see Invoke a Character to see whowho
needs defending, and gets “Science Officer needs defending, and gets “Science Officer Rin”Rin”. Rin is already on. Rin is already on
the Characters List the Characters List three times, so Jill doesn’three times, so Jill doesn’t add him t add him to anotherto another
entry. She Invokes another Character to see entry. She Invokes another Character to see who will have towho will have to
choose whether to defend choose whether to defend him or not and him or not and gets “Rill”. That’gets “Rill”. That’ss
interesting. Jill reserves judgement interesting. Jill reserves judgement on this for on this for nownow..

Plot Point 4 is Theme of “Tension” and Plot Point of “APlot Point 4 is Theme of “Tension” and Plot Point of “A
Problem Returns”.Problem Returns”.

These results are These results are churning ideas in churning ideas in Jill’Jill’s head. She’s thinkings head. She’s thinking
that, during that, during the previous Tthe previous Turning Point, the crew urning Point, the crew of theof the
Cavalier enjoyed a short period of Cavalier enjoyed a short period of peace on the Armitagepeace on the Armitage
with a couple of opportunities for encounters and Characterwith a couple of opportunities for encounters and Character
development. Now that peace development. Now that peace is ending. Although is ending. Although Rill can’Rill can’tt
legally arrest the crew, she decides that bounty legally arrest the crew, she decides that bounty hunters havehunters have
arrived in Armitage to try and capture the crew of the Cavalierarrived in Armitage to try and capture the crew of the Cavalier
and collect on the price on their heads set by the Imperium.and collect on the price on their heads set by the Imperium.
The bounty The bounty hunters don’hunters don’t care t care about Armitage’about Armitage’s laws.s laws.

The “problem returning” in this case The “problem returning” in this case would be the would be the crew’crew’ss
lack of safety, which would also conclude this Plotlinlack of safety, which would also conclude this Plotlin e ofe of
staying safe at Armitage.staying safe at Armitage.

 Jill has  Jill has one moone more Plot re Plot Point to Point to roll. roll. She getShe gets a Theme s a Theme ofof
“T“Tension” and a Plot ension” and a Plot Point of “Something Exotic”.Point of “Something Exotic”.

 Jill de Jill decides cides this Tthis Turninurning Point mg Point means teans this: The his: The crew crew of theof the
Cavalier have been safe on Armitage for a Cavalier have been safe on Armitage for a week. Rill and hisweek. Rill and his
men have been shadowing them, discreetly following althoughmen have been shadowing them, discreetly following although
they aren’they aren’t allowed to t allowed to arrest them. Captain arrest them. Captain Reegan and his Reegan and his crewcrew
know that Rill is just waiting for the Cavalier to take off, andknow that Rill is just waiting for the Cavalier to take off, and
he will pounce.he will pounce.

 While  While out oout one day, Sciene day, Science Once Officefficer Rin r Rin is attis attacked acked by aby a
cloaked figure who turns out to be a bounty hunter robot (thiscloaked figure who turns out to be a bounty hunter robot (this
is the “Something exotic” that Jill decided on). is the “Something exotic” that Jill decided on). Rin tries to fleeRin tries to flee
from the robot. Rill and from the robot. Rill and his men, who have been following thehis men, who have been following the
Cavalier crew, see this attack and intervene, Cavalier crew, see this attack and intervene, rescuing Rin andrescuing Rin and
destroying the robot. Rill felt he had no choice; he wants todestroying the robot. Rill felt he had no choice; he wants to
bring in the Cavalier crew, and not have the bring in the Cavalier crew, and not have the shame of a bountyshame of a bounty
hunter completing his job for him.hunter completing his job for him.

The crew of the The crew of the Cavalier survive this encounter, but theyCavalier survive this encounter, but they
now know that Armitage is no now know that Armitage is no longer safe. There will be morelonger safe. There will be more
bounty hunters coming, and staying at the scholar city willbounty hunters coming, and staying at the scholar city will
only make them sitting ducks. If they check on their ship, theyonly make them sitting ducks. If they check on their ship, they
will discover that the weapon system will discover that the weapon system has been sabotaged, mosthas been sabotaged, most
likely by the bounty hunter before it was destroyed. Not onlylikely by the bounty hunter before it was destroyed. Not only
must the crew flee from Armitage, but they must do it with amust the crew flee from Armitage, but they must do it with a
weaponless ship and Rill waiting for them.weaponless ship and Rill waiting for them.
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 Jill scratches the Plotline of “Stay s Jill scratches the Plotline of “Stay safe at Armitage” from theafe at Armitage” from the
Plotlines List. She’s pleased with this plot development, as Plotlines List. She’s pleased with this plot development, as nownow
the crew of the Cavalier are in more danger the crew of the Cavalier are in more danger than ever.than ever.

NotesNotes

PLOT PLOT POINTS POINTS CHARACTERS CHARACTERS INVOKEDINVOKED

11

22

33

44

55

TTUURRNNIINNG  G  PPOOIINNTT PPLLOOTTLLIINNEE

New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion

 Disarmed  Disarmed 
 Cnclusin  Cnclusin 
 Defend r n  Defend r n  defend  defend 
 A prblem reurns A prblem reurns
Smehing exic Smehing exic 

 x  x 

 Cavalier  Cavalier 

Rin / Rill Rin / Rill 

 6 6 Say safe a Armi�age Say safe a Armi�age 

 Escape frm Cap Escape frm Capain Rill ain Rill 
 Escape frm Cap Escape frm Capain Rill ain Rill 
 Escape frm Cap Escape frm Capain Rill ain Rill 
Say safe a Armi�age Say safe a Armi�age 
Say safe a Armi�age Say safe a Armi�age 

 Capain Reegan  Capain Reegan 
SciencScience Offe Off icer Rin icer Rin 

 Majr Jarella  Majr Jarella 
 Cavalier  Cavalier 
 Capain Rill  Capain Rill 
Reegan Reegan 

 Jarella  Jarella 
Skeeve Skeeve 
Rin Rin 

 Jarella  Jarella 
 Grissm  Grissm 
Rin Rin 

 Cavalier  Cavalier 
Rill Rill 
Rill Rill 

 Armi�age  Armi�age 
 Leyla  Leyla 

The action of the last Turning Point further reinforces Jill’sThe action of the last Turning Point further reinforces Jill’s
idea that she was going to end the Adventure after Turningidea that she was going to end the Adventure after Turning
Point 5, and she would use Turning Point 6 as the start of thePoint 5, and she would use Turning Point 6 as the start of the
follow-up Adventure. It would make a nice, dramatic way follow-up Adventure. It would make a nice, dramatic way to getto get
going, with the peace at going, with the peace at Armitage broken and bounty huntersArmitage broken and bounty hunters
now hot on their now hot on their heels too.heels too.

 Jill decides to turn up the heat on the Player Characters, Jill decides to turn up the heat on the Player Characters,
filtering rumors to them that the filtering rumors to them that the word is out that there is aword is out that there is a
bounty on their heads. Maybe Armitage security forces willbounty on their heads. Maybe Armitage security forces will
inform them, with a not so subtle hint that they want the crew ofinform them, with a not so subtle hint that they want the crew of
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the Cavalier to depart their peaceful city the Cavalier to depart their peaceful city before more bloodshedbefore more bloodshed
ensues. The Cavalier has run out its welcome.ensues. The Cavalier has run out its welcome.

 Jill mo Jill moves on to ves on to TTurning Purning Point 7, rolling oint 7, rolling the crossed the crossed outout
Plotline of “Stay safe at Armitage”. Since that Plotline has beenPlotline of “Stay safe at Armitage”. Since that Plotline has been
removed, this becomes a result of “Choose Most Logical Plotline”.removed, this becomes a result of “Choose Most Logical Plotline”.
There is only one Plotline left, “Escape from Captain Rill”.There is only one Plotline left, “Escape from Captain Rill”.

Plot Point 1 is a Theme of Action Plot Point 1 is a Theme of Action and a Plot and a Plot Point of “SuddenPoint of “Sudden
CessationCessation”. Jill doesn’”. Jill doesn’t know t know what this means what this means yet, but yet, but decidesdecides
she’ll figure it out after a few more Plot Points.she’ll figure it out after a few more Plot Points.

Plot Point 2 is “Conclusion”. So, this Plotline will enPlot Point 2 is “Conclusion”. So, this Plotline will end in thisd in this
TTurning Point. Since this is urning Point. Since this is the last Plotline of the last Plotline of her Adventure, thisher Adventure, this
will end the will end the Adventure completelyAdventure completely..

For Plot Point 3, she rolled a For Plot Point 3, she rolled a 10 for the Theme. This is10 for the Theme. This is
the second time she’s rolled a 10 when rolling Themes for the second time she’s rolled a 10 when rolling Themes for thisthis
 Adventure, which means she choos Adventure, which means she chooses the second 10 result,es the second 10 result,
the fifth the fifth priority Theme of “Social”. The Plot priority Theme of “Social”. The Plot Point is “APoint is “A
Celebration”.Celebration”.

Plot Point 4 is “None”.Plot Point 4 is “None”.
Plot Point 5 is a Theme of “Action” and a Plot Point ofPlot Point 5 is a Theme of “Action” and a Plot Point of

“Victory!” She Invokes two Characters to see who is victorious“Victory!” She Invokes two Characters to see who is victorious
over whom, and over whom, and gets “Captain Reegan” and “Rin”. These aregets “Captain Reegan” and “Rin”. These are
both Player Characters, so it both Player Characters, so it doesndoesn’’t make much t make much sense to Jill thatsense to Jill that
Reegan would have a victory over Rin. If she thought about itReegan would have a victory over Rin. If she thought about it
long enough, she could probably come up with something, butlong enough, she could probably come up with something, but
she decides to discard the result instead and she decides to discard the result instead and use “None”.use “None”.

 Jill considers the elements in front of her Jill considers the elements in front of her. The Plotline of. The Plotline of
“Escape from Captain “Escape from Captain Rill” ends in Rill” ends in this Tthis Turning Point. Thaturning Point. That
means, most likely, that they either escape fmeans, most likely, that they either escape f rom him for good orrom him for good or
they are captured.they are captured.

 Jill decides that Armitage is coming upon its largest annual Jill decides that Armitage is coming upon its largest annual
festival, the Rite Of Domiscus. This is a celebration of the scholarfestival, the Rite Of Domiscus. This is a celebration of the scholar
city’city’s founder, the s founder, the monk Domiscus, who monk Domiscus, who established the meteorestablished the meteor
city three hundred years earlier as a haven of cosmic study city three hundred years earlier as a haven of cosmic study andand
peace. The celebration involves parades in the streets and activitypeace. The celebration involves parades in the streets and activity
all over the cityall over the city. This is the perfect distraction for the . This is the perfect distraction for the crew of thecrew of the
Cavalier to try and slip away without Cavalier to try and slip away without Rill noticing.Rill noticing.

 Jill constructs this part of the Adventure to give the Player Jill constructs this part of the Adventure to give the Player
Characters a chance to plan a way to Characters a chance to plan a way to use the festival as ause the festival as a
diversion. They may use crowds to lose diversion. They may use crowds to lose the men following them.the men following them.
Maybe their are fleets of starships in formation during parts ofMaybe their are fleets of starships in formation during parts of
the celebration, and the crew could the celebration, and the crew could disguise the Cavalier as one ofdisguise the Cavalier as one of
these parade ships to depart Armitage unnoticed.these parade ships to depart Armitage unnoticed.

This Turning Point will conclude the Plotline of “Escape fromThis Turning Point will conclude the Plotline of “Escape from
Captain Rill” with either the Cavalier crew being successful inCaptain Rill” with either the Cavalier crew being successful in
their attempts to escape, or their plans fail their attempts to escape, or their plans fail and Rill finally capturesand Rill finally captures
them. Either way, the Plotline is over, and so is the Adventure.them. Either way, the Plotline is over, and so is the Adventure.

NotesNotes

PLOT PLOT POINTS POINTS CHARACTERS CHARACTERS INVOKEDINVOKED
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22
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44

55

TTUURRNNIINNG  G  PPOOIINNTT PPLLOOTTLLIINNEE

New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion

Sudden cessain Sudden cessain 
 Cnclusin  Cnclusin 
 A celebrain  A celebrain 
 Nne  Nne 
 Nne  Nne 

 x  x 7 7   Escape frm Capain Rill  Escape frm Capain Rill 

 Jill is pleased with the entire Adventure. I Jill is pleased with the entire Adventure. It gives her plenty oft gives her plenty of
room to embellish where she wishes, such as creating encountersroom to embellish where she wishes, such as creating encounters
at Morgane and Armitage. She may decide to toss in a few at Morgane and Armitage. She may decide to toss in a few moremore
bounty hunters intbounty hunters into To Turning Point 6 if the urning Point 6 if the Player CharactersPlayer Characters
delaydelay. The length of the . The length of the Adventure gives Jill the option ofAdventure gives Jill the option of
breaking it into two separate Adventures, depending on howbreaking it into two separate Adventures, depending on how
quickly her quickly her Player Characters speed Player Characters speed through the Tthrough the Turning Points.urning Points.

The Non-Player Characters of Grissom and Leyla The Non-Player Characters of Grissom and Leyla add someadd some
interesting twists and gives Jill some creative license if she wantsinteresting twists and gives Jill some creative license if she wants
those Characters to do actions that help move the story those Characters to do actions that help move the story along.along.
She allows for the possibility that one of them may become aShe allows for the possibility that one of them may become a
casualty, dying in a bounty hunter attack.casualty, dying in a bounty hunter attack.

 AN ADVENTURE SEED AN ADVENTURE SEED

Hysteria At Stillwater Hysteria At Stillwater 

 Jorge wants to prepare a fantasy A Jorge wants to prepare a fantasy Adventure for a group ofdventure for a group of
Players. The Characters are fairly new, having only had onePlayers. The Characters are fairly new, having only had one
 Adventure so far Adventure so far. Their first Adventure ha. Their first Adventure had a lot of pirate actiond a lot of pirate action
on the high seas and served as a won the high seas and served as a way to bring the Charactersay to bring the Characters
together. together. That Adventure ended with the party That Adventure ended with the party in the coastalin the coastal
town of town of StillwaterStillwater. Jorge doesn’. Jorge doesn’t have much t have much of a cof a campaign goingampaign going
yet, but he views this as an opportunity to see what ideas Theyet, but he views this as an opportunity to see what ideas The
 Adventure Crafter will come up with. He wants to design his own Adventure Crafter will come up with. He wants to design his own
 Adventure, but he chooses to have  Adventure, but he chooses to have The Adventure Crafter developThe Adventure Crafter develop
a seed idea.a seed idea.

 Jorge pulls out an Adventure Sheet and bla Jorge pulls out an Adventure Sheet and blank Lists. He couldnk Lists. He could
add items to the Lists from the add items to the Lists from the previous Adventure, but he wantsprevious Adventure, but he wants
a fresh start so he decides not a fresh start so he decides not to. Howeverto. However, he does write down, he does write down
the names of the four Player Characters onto the names of the four Player Characters onto the Characters Listthe Characters List
since he knows at least that much.since he knows at least that much.
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 Nahaniel, fi Nahaniel, figher gher 
 Jazeel, wizard  Jazeel, wizard 
Rindghas, rgue Rindghas, rgue 

 Gr, barbarian  Gr, barbarian 

 Jorge starts rolling for the  Jorge starts rolling for the Themes. He rolls a 1, “Themes. He rolls a 1, “ActionAction”. That”. That
seems fitting since their last Adventure was also very actseems fitting since their last Adventure was also very act ionion
oriented. Next he rolls oriented. Next he rolls 6, “Mystery”. The third Them6, “Mystery”. The third Theme is an e is an 8, for8, for
“Social”. He rolls a 5 for t“Social”. He rolls a 5 for the fourth Theme, but since he fourth Theme, but since “Mystery” is“Mystery” is
already taken he goes down the Theme list to the next availablealready taken he goes down the Theme list to the next available
Theme, which is Theme, which is “Persona“Personal”. Finallyl”. Finally, the , the only Theme remaining isonly Theme remaining is
“T“Tensionension”, so that ”, so that fills the fills the fifth slot.fifth slot.

It looks like thisIt looks like this
 Adventure idea will mostly Adventure idea will mostly
be an Action Mystery ofbe an Action Mystery of
some kind. That soundssome kind. That sounds
good to Jorge.good to Jorge.

He starts rolling for theHe starts rolling for the
first Turning Point. Sincefirst Turning Point. Since
there’there’s no s no Plotline on tPlotline on thehe
Plotlines List, Plotlines List, the Tthe Turningurning
Point automatically is aPoint automatically is a
“New Plotline”.“New Plotline”.

Rolling for the first Plot Point, Jorge gets a Theme of “Action”,Rolling for the first Plot Point, Jorge gets a Theme of “Action”,
and a Plot Point of “Beat You To It”. Who beat whom to what? Thisand a Plot Point of “Beat You To It”. Who beat whom to what? This
calls for Invoking two Characters, Jorge decides. He rolls on calls for Invoking two Characters, Jorge decides. He rolls on thethe
Characters List and gets Characters List and gets “New Character” “New Character” and “New Character”and “New Character”..

He rolls for the first new Character He rolls for the first new Character and gets that the Characterand gets that the Character
is an individual. The Character has an Identity of “Thief” andis an individual. The Character has an Identity of “Thief” and
“Villain” and a Descriptor of “Rough”. Thi“Villain” and a Descriptor of “Rough”. This sounds like s sounds like anan
interesting Character.interesting Character.

 Jorge decides that this new Character beat someone to Jorge decides that this new Character beat someone to
something. He’something. He’s thinking right s thinking right now that the Character now that the Character is an orc,is an orc,
a leftover from a recent war that the a leftover from a recent war that the hamlet of Stillwater had withhamlet of Stillwater had with
a roving raider band from the hills. The town wiped out most ofa roving raider band from the hills. The town wiped out most of
the orcs, but this one is still the orcs, but this one is still lurking in the woods, stealing foodlurking in the woods, stealing food
and supplies from townsfolk.and supplies from townsfolk.

 Jorge rolls for the second new Character involved in this Plo Jorge rolls for the second new Character involved in this Plott
Point. He rolls that the new Character is helpful to the Point. He rolls that the new Character is helpful to the resolutionresolution
of the of the Plotline. The Character’Plotline. The Character’s Identity s Identity is “Farmer” and hisis “Farmer” and his
Descriptor is Descriptor is “Impulsive“Impulsive”.”.

 Jorge de Jorge decides cides that tthat the peophe people of le of StillwaStillwater arter are aware e aware of thof thee
orc dwelling in the forest and are annoyed by his frequentorc dwelling in the forest and are annoyed by his frequent
thefts. The people have been on guard, includinthefts. The people have been on guard, including a localg a local
farmer. Nevfarmer. Nevertheless, the orc ransacks ertheless, the orc ransacks his barn one night. Thehis barn one night. The
farmer, hearing the commotion of his animals, runs out farmer, hearing the commotion of his animals, runs out toto
check but the orc makes his escape.check but the orc makes his escape.

 Jorge names the orc Gna Jorge names the orc Gnash and the farmer Divin and recordssh and the farmer Divin and records
them both on the Characters List.them both on the Characters List.

 Jorge doesn Jorge doesn’’t know yet what the Plotline is going to be but ant know yet what the Plotline is going to be but an
idea is starting to form that involves the orc and the farmer.idea is starting to form that involves the orc and the farmer.

He rolls for Plot Point 2 and gets “Action” for the ThemeHe rolls for Plot Point 2 and gets “Action” for the Theme
again, and a Plot Point of “A Character Is Attacked To Abduct”.again, and a Plot Point of “A Character Is Attacked To Abduct”.
 Jorge I Jorge Invokes Chanvokes Characters to see wracters to see who is getting ho is getting attacked by whattacked by whom.om.
He rolls “Choose Most Logical Character” for the person beingHe rolls “Choose Most Logical Character” for the person being
attacked, and decides on Divin. For the attacker, Jorge rollsattacked, and decides on Divin. For the attacker, Jorge rolls
“Choose Most Logical Character” again. The only other Character“Choose Most Logical Character” again. The only other Character
on the List that makes sense is Gnash. Jorge writes the Invokedon the List that makes sense is Gnash. Jorge writes the Invoked
Characters on the Adventure Sheet, but he doesn’t write them ontoCharacters on the Adventure Sheet, but he doesn’t write them onto
the Characters List again because both of those Characters alreadythe Characters List again because both of those Characters already
got a slot on the List during this Turning Point.got a slot on the List during this Turning Point.

The Plot Points are building a chain of events. Gnash raidsThe Plot Points are building a chain of events. Gnash raids
DivinDivin’’s farm and s farm and gets away with it, gets away with it, then Gnash attacks Divin inthen Gnash attacks Divin in
an attempt to kidnap him.an attempt to kidnap him.

 Jorge goes on to Plot P Jorge goes on to Plot Point 3, rolling a Theme of Moint 3, rolling a Theme of Mysteryystery
and a Plot Point of Conspiracy Theory. Jorge rolls to Invokeand a Plot Point of Conspiracy Theory. Jorge rolls to Invoke
a Character to see a Character to see who believes in the conspiracy, and getswho believes in the conspiracy, and gets
New Character. This TNew Character. This Turning Point is urning Point is generating lots of generating lots of newnew
Characters. Jorge rolls to see who he gets, coming up withCharacters. Jorge rolls to see who he gets, coming up with
the new Character being an organization. Jorge rolls a 19 forthe new Character being an organization. Jorge rolls a 19 for
IdentityIdentity, which means this , which means this Character has two Identities. Character has two Identities. He rollsHe rolls
“Subverter” and “Student”. Subverter seems perfect for someone“Subverter” and “Student”. Subverter seems perfect for someone
with a paranoid conspiracy with a paranoid conspiracy theorytheory. For a Descriptor, Jorge rolls. For a Descriptor, Jorge rolls
“Intrusive”.“Intrusive”.

 Jorge decides that the new Character is a young acolyte of Jorge decides that the new Character is a young acolyte of
the local temple, a Cleric of the the local temple, a Cleric of the goddess Ishanti. The acolyte,goddess Ishanti. The acolyte,
Zianda, is only a young student but Zianda, is only a young student but she is charismatic and has ashe is charismatic and has a
forceful personalityforceful personality. She rose to local fame during the recent . She rose to local fame during the recent orcorc
battles when she waded into battle using her battles when she waded into battle using her powers to ignite herpowers to ignite her
sword and slay a number of the marauders. This Character will besword and slay a number of the marauders. This Character will be
representative of the temple as a whole, serving as the representative of the temple as a whole, serving as the voice andvoice and
personality of it for this Adventure.personality of it for this Adventure.

These results paint this picture to Jorge: The community ofThese results paint this picture to Jorge: The community of
Stillwater is anxious about Stillwater is anxious about GnashGnash’’s frequent s frequent thefts of thefts of goods. Onegoods. One

ThemesThemes

11 1-41-4

22 5-75-7

33 8-98-9

44 1010

55 1010

 Acin  Acin 
 Mysery Mysery
Scial Scial 
Persnal Persnal 

 Tensin  Tensin 
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night, he robs Divin’night, he robs Divin’s farm. Divin goes after s farm. Divin goes after Gnash in the forestGnash in the forest
and the orc and the orc waylays the farmer, abducting him. The next day,waylays the farmer, abducting him. The next day,
the village is in an uproar about the apparent rthe village is in an uproar about the apparent raid and assault onaid and assault on
Divin. Zianda increases the tension by publicly theorizing thatDivin. Zianda increases the tension by publicly theorizing that
this is not just the work of one orc, but it signals the return ofthis is not just the work of one orc, but it signals the return of
more orcs from the hills to wage war on Stillwater again. Thismore orcs from the hills to wage war on Stillwater again. This
increases local fears increases local fears even higher, and paranoia sweeps even higher, and paranoia sweeps StillwaterStillwater..

 Jorge still has two more Plo Jorge still has two more Plot Points to go for this t Points to go for this TTurningurning
Point but he’Point but he’s liking how this s liking how this is shaping up. As an is shaping up. As an Adventure seedAdventure seed
it’s giving him an idea for what he’s going to do.it’s giving him an idea for what he’s going to do.

 Jorge ro Jorge rolls folls for Plot r Plot Point 4, Point 4, gettingetting a Theme g a Theme of Actiof Action anon and ad a
Plot Point of Defend Plot Point of Defend Or Not TOr Not To Defend. This Plot Point callso Defend. This Plot Point calls
for three Characters to be Invoked; two who are in a conflictfor three Characters to be Invoked; two who are in a conflict
with each other, and a third who observes the conflwith each other, and a third who observes the confl ict and mustict and must
choose whether to get involved or nchoose whether to get involved or not. Jorge rolls for the threeot. Jorge rolls for the three
Characters on the Characters List Characters on the Characters List and gets New Character,and gets New Character,
New Character, and Gnash.New Character, and Gnash.

For the first new Character, Jorge rolls that the CharacterFor the first new Character, Jorge rolls that the Character
is not part of the is not part of the Plotline, has an Identity of “Explorer”, andPlotline, has an Identity of “Explorer”, and
Descriptors of “Helpful” and Descriptors of “Helpful” and “Frightened”.“Frightened”.

The second new Character is an The second new Character is an individual, has an Identity ofindividual, has an Identity of
“Driver/Pilot”“Driver/Pilot”, and a , and a Descriptor of “Bold”.Descriptor of “Bold”.

 Jorge decides that this Plot P Jorge decides that this Plot Point means a wandering strangeroint means a wandering stranger,,
Gardun, stumbles into town while temperaments in the villageGardun, stumbles into town while temperaments in the village
are heating up. Gardun is well meaning but naive. The strangerare heating up. Gardun is well meaning but naive. The stranger
observes the mounting paranoia in the village and attempts toobserves the mounting paranoia in the village and attempts to
talk some sense into the people before they do something rashtalk some sense into the people before they do something rash

and dangerous. This leads to a confrontation with a belligerentand dangerous. This leads to a confrontation with a belligerent
local, a carriage driver named Castin. Gnash has been observinglocal, a carriage driver named Castin. Gnash has been observing
events in the village over the past week, becoming aware of theevents in the village over the past week, becoming aware of the
rising tensions. He’rising tensions. He’s been getting s been getting alarmed that the hamlet alarmed that the hamlet maymay
form a party and come after him, so form a party and come after him, so he’he’s been lurking nears been lurking near
the town edges to keep an eye on the town edges to keep an eye on things. He’things. He’s surprised to sees surprised to see
someone in the public square trying tsomeone in the public square trying to talk them into being moreo talk them into being more
calm. When he sees the stranger attacked by the calm. When he sees the stranger attacked by the man, he stepsman, he steps
forward and defends forward and defends him much to thim much to the stranger’he stranger’s surprise.s surprise.

 Jorge decides that this event is just going to escalate tensions Jorge decides that this event is just going to escalate tensions
in the village more. Zianda will seize upon this confrontation toin the village more. Zianda will seize upon this confrontation to
show that orcs are gathering at the very borders of the town show that orcs are gathering at the very borders of the town andand
will openly assault anyone who publicly stands up twill openly assault anyone who publicly stands up to them. She’llo them. She’ll
expand on her fear-mongering by implying that there are villagersexpand on her fear-mongering by implying that there are villagers
who may be in league with the orcs. The tensions in the smallwho may be in league with the orcs. The tensions in the small
country town will rise even country town will rise even higher as neighbor suspects neighborhigher as neighbor suspects neighbor
of being an of being an orc sympathizer.orc sympathizer.

 Jorge writes Gardun and Castin onto the Characters List. Jorge writes Gardun and Castin onto the Characters List.
 Jorge has one more P Jorge has one more Plot Point to generate, rolling a lot Point to generate, rolling a ThemeTheme

of Mystery and a Plot Point of An Old Deal. Jorge decides toof Mystery and a Plot Point of An Old Deal. Jorge decides to
use this to reinforce the idea of locals conspiring by saying inuse this to reinforce the idea of locals conspiring by saying in
the previous war with the orcs several years ago, there was athe previous war with the orcs several years ago, there was a
small group of villagers who betrayed everyone and helped thesmall group of villagers who betrayed everyone and helped the
orcs. Zianda raises the spectre of that old betrayal to feed orcs. Zianda raises the spectre of that old betrayal to feed herher
conspiracy theory that conspiracy theory that it’it’s happening again and s happening again and that another warthat another war
with the orcs is imminent.with the orcs is imminent.

 Jorge lo Jorge looks over oks over his Plohis Plot Points. Tht Points. This Tis Turninurning Point gog Point gott
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more complicated than he thought it would, but it gives himmore complicated than he thought it would, but it gives him
lots of grist for an lots of grist for an Adventure seed. The Player Characters,Adventure seed. The Player Characters,
recovering from their previous Adventure and thinkingrecovering from their previous Adventure and thinking
Stillwater will be a calm place to hunker down for a while,Stillwater will be a calm place to hunker down for a while,
find themselves in a community on the brink of hysteria. Asfind themselves in a community on the brink of hysteria. As
strangers in town it’s likely that they will be strangers in town it’s likely that they will be treated coldly astreated coldly as
Stillwater residents become more and more fearful, Stillwater residents become more and more fearful, stoked bystoked by
the rhetoric of Zianda.the rhetoric of Zianda.

 What’ What’s actually going on is the workings of a single orc. Hs actually going on is the workings of a single orc. Hee
keeps Divin in captivity, afraid now to release him lest the farmerkeeps Divin in captivity, afraid now to release him lest the farmer
run back and tell run back and tell more wild tales of the orc. He can’more wild tales of the orc. He can’t kill him,t kill him,
either, as that would just either, as that would just reinforce the villager’s fears.reinforce the villager’s fears.

 Jorge’ Jorge’s Lists look like this:s Lists look like this:

NotesNotes
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New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion

 Bea yu  i�  Bea yu  i� 
 A characer is atacked  abduc   A characer is atacked  abduc  
 Cnspiracy hery Cnspiracy hery
 Defend r n  Defend r n  defend  defend 
 An ld deal  An ld deal 

 x  x 

 Gnash / Divin  Gnash / Divin 
 Gnash / Divin  Gnash / Divin 
 Zianda  Zianda 
 Gardin / Casin / Gnash  Gardin / Casin / Gnash 

1 1 

 Nahaniel, fi Nahaniel, figher gher 
 Jazeel, wizard  Jazeel, wizard 
Rindghas, rgue Rindghas, rgue 

 Gr, barbarian  Gr, barbarian 
 Gnash  Gnash 
 Divin  Divin 
 Zianda  Zianda 
 Gardun  Gardun 
 Casin  Casin 

 Jorge decides that his Adv Jorge decides that his Adventure will involve encouraging theenture will involve encouraging the
Player Characters to resolve this mess. Player Characters to resolve this mess. Perhaps they receive somePerhaps they receive some
extra information that Zianda’extra information that Zianda’s wild theories are s wild theories are all wrong. If theyall wrong. If they
enter the forest, locate Gnash, and rescue Divin, they may be enter the forest, locate Gnash, and rescue Divin, they may be ableable
to get the truth to get the truth out and stop the hysteria in tout and stop the hysteria in the village beforehe village before
everyone grabs their pitchforks and burns down the enteveryone grabs their pitchforks and burns down the ent ire forest,ire forest,
endangering everyone in the process. The degree of paranoia inendangering everyone in the process. The degree of paranoia in
Stillwater is starting to tear the social fabric of Stillwater is starting to tear the social fabric of the place apart, asthe place apart, as
neighbors become more and more suspicious of neighbors become more and more suspicious of each other.each other.

 Jorge considers generating another  Jorge considers generating another TTurning Point to flesh outurning Point to flesh out
more information, but decides that he got so much detmore information, but decides that he got so much detail fromail from
this Tthis Turning Point that urning Point that it’it’s enough of s enough of an Adventure seed an Adventure seed to craftto craft
his Adventure from. This Adventure from. To give the o give the Player Characters more reasonPlayer Characters more reason
to get involved, he to get involved, he decides that while tdecides that while they’hey’ve been in ve been in StillwaterStillwater
they’they’ve been staying at ve been staying at the home of a the home of a local merchant and havelocal merchant and have
befriended him and his befriended him and his familyfamily. This family has come under . This family has come under thethe
suspicion of Zianda and her supporters and have experiencedsuspicion of Zianda and her supporters and have experienced
vandalism at their shop. Fearing for their vandalism at their shop. Fearing for their safetysafety, they beseech the, they beseech the
Player Characters to help.Player Characters to help.

 Jorge comes up with a couple of confrontation events within Jorge comes up with a couple of confrontation events within
Stillwater to illustrate the rising tensions. The Characters willStillwater to illustrate the rising tensions. The Characters will
observe arguments, a fight at a tavern, and observe arguments, a fight at a tavern, and villagers being targetedvillagers being targeted
by other villagers. Some of these confrontations give the Playerby other villagers. Some of these confrontations give the Player
Characters a chance to get involved. Jorge focuses his attentionCharacters a chance to get involved. Jorge focuses his attention
on the forest, however, which is where the bulk of the Adventureon the forest, however, which is where the bulk of the Adventure
will play out. He places several encounters within will play out. He places several encounters within the forest,the forest,
including a wild wolf that Gnash has tamed and tincluding a wild wolf that Gnash has tamed and t rained to guardrained to guard
the woods. He’the woods. He’s also placed several traps s also placed several traps throughout the forest inthroughout the forest in
anticipation of villagers coming after him.anticipation of villagers coming after him.

 Jorge creates a cave to serve as G Jorge creates a cave to serve as Gnashnash’’s lair for when the Players lair for when the Player
Characters eventually find it. The cavern is fairly extensive,Characters eventually find it. The cavern is fairly extensive,
having once served as a base for the orcs in having once served as a base for the orcs in the previous war.the previous war.
 Jorge maps out the cavern, making s Jorge maps out the cavern, making several encounters inside of iteveral encounters inside of it
which consist mostly of traps laid by Gnash. He also places a cellwhich consist mostly of traps laid by Gnash. He also places a cell
deep inside where Divin is being held and Jorge creates statisticsdeep inside where Divin is being held and Jorge creates statistics
for Gnash. Jorge decides that Gnash is tfor Gnash. Jorge decides that Gnash is terrified of the errified of the villagers’villagers’
hysteria and will throw himself on the mercy of the hysteria and will throw himself on the mercy of the PlayerPlayer
Characters when they finally find him.Characters when they finally find him.

 Jorge figures that the Adventure will likely conclude with the Jorge figures that the Adventure will likely conclude with the
Player Characters returning to Stillwater with Divin, shaken butPlayer Characters returning to Stillwater with Divin, shaken but
alive. Gnash will either be dead at this point or in alive. Gnash will either be dead at this point or in the Characters’the Characters’
custodycustody. Divin will . Divin will explain that this explain that this was all Gnash’was all Gnash’s doing, a s doing, a singlesingle
orc, deflating orc, deflating ZiandaZianda’s wild theories of ’s wild theories of imminent orc invasionimminent orc invasion
and calming tensions in the hamlet. The family whom the Playerand calming tensions in the hamlet. The family whom the Player
Characters are helping will be grateful for their assistance.Characters are helping will be grateful for their assistance.
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 AN OPENING SCENE AN OPENING SCENE

War’s EndWar’s End

Mark is constructing an Adventure for a campaign where theMark is constructing an Adventure for a campaign where the
main Player Character is an uber-genius alien who travels throughmain Player Character is an uber-genius alien who travels through
space and time having adventures with his erstwhile humanspace and time having adventures with his erstwhile human
companion by his side. One of the things Mark loves best aboutcompanion by his side. One of the things Mark loves best about
these Adventures is not knowing what, when, and where will these Adventures is not knowing what, when, and where will bebe
behind the doors of behind the doors of the explorer’the explorer’s craft when s craft when they slide open. they slide open. HeHe
decides that he doesn’decides that he doesn’t need to t need to sequence out an sequence out an entire Adventure,entire Adventure,
 just an opening Scene. He’ll take it from there. just an opening Scene. He’ll take it from there.

Mark pulls out a blank Adventure Sheet and a fresh set Mark pulls out a blank Adventure Sheet and a fresh set ofof
Lists. He knows Lists. He knows he’he’s likely s likely only going to only going to need a need a single Tsingle Turningurning
Point so he won’Point so he won’t be using t be using the Adventure Sheets much for the Adventure Sheets much for this.this.

The only thing he kThe only thing he knows ahead of time are the two nows ahead of time are the two PlayerPlayer
Characters, the alien Dr. Kazoo, and his human companionCharacters, the alien Dr. Kazoo, and his human companion
Matilda. He writes those names onto the Matilda. He writes those names onto the Characters List.Characters List.
There’There’s no need s no need to roll for to roll for the Plotline of the Plotline of the first Tthe first Turningurning
Point since there is no Point since there is no Plotline yet. Plotline yet. He won’He won’t even need t even need toto
record one, since record one, since he’he’s only using The s only using The Adventure Crafter toAdventure Crafter to
make an opening moment.make an opening moment.

Mark knows The Adventure Crafter Mark knows The Adventure Crafter wonwon’t specifically say what’t specifically say what
they see when the doors open, but they see when the doors open, but it will paint a scenario that it will paint a scenario that hehe
can extrapolate a location out of. With this in mind, he can extrapolate a location out of. With this in mind, he startsstarts
rolling to generate the Themes. He rolls an 8 for Social for therolling to generate the Themes. He rolls an 8 for Social for the
Primary Theme. For the second Theme he rolls 1 for Primary Theme. For the second Theme he rolls 1 for Action.Action.
Next is 2, but since Action is already taken he moves on down toNext is 2, but since Action is already taken he moves on down to
the next available Theme, which is Tthe next available Theme, which is Tension. He rolls 3, ension. He rolls 3, but sincebut since
TTension is taken ension is taken he moves down to Mystery for Theme 4. Thathe moves down to Mystery for Theme 4. That
leaves only Personal for the last Theme.leaves only Personal for the last Theme.

This Turning Point,This Turning Point,
which Mark will use towhich Mark will use to
construct an openingconstruct an opening
Scene of his Adventure,Scene of his Adventure,
will most likely combinewill most likely combine
Social and ActionSocial and Action
elements, with perhapselements, with perhaps
some Tension thrown insome Tension thrown in
as well.as well.

Getting to work onGetting to work on
the Tthe Turning Point, he rolls for urning Point, he rolls for the first Plot the first Plot Point and gets 8 forPoint and gets 8 for
a Theme of Ta Theme of Tension, and 61 fension, and 61 for a Plot Point of A or a Plot Point of A Crucial LifeCrucial Life
Support System Begins To Fail.Support System Begins To Fail.

For Plot Point 2, he rolls 5 for a Theme of Action and 12 forFor Plot Point 2, he rolls 5 for a Theme of Action and 12 for
the Plot Point, which is None. He writes that into the Adventurethe Plot Point, which is None. He writes that into the Adventure
Sheet and moves on.Sheet and moves on.

For Plot Point 3 he rolls 10. Since this is the first 10 he’s rolled,For Plot Point 3 he rolls 10. Since this is the first 10 he’s rolled,
he goes with Theme 4, Mystery. For the Plot Point, he rolled 65,he goes with Theme 4, Mystery. For the Plot Point, he rolled 65,
for A Crucial Life Support System Begins To Fail. Again.for A Crucial Life Support System Begins To Fail. Again.

Getting that result twice makes him think. Whatever hisGetting that result twice makes him think. Whatever his
Character sees beyond the doors, it involves either two crucialCharacter sees beyond the doors, it involves either two crucial
system failures of some kind, system failures of some kind, or one system failure or one system failure that’that’s failings failing
really, really badly. Right now, Mark is leaning toward the secondreally, really badly. Right now, Mark is leaning toward the second
option, and is thinking that having two option, and is thinking that having two results of A Crucial Liferesults of A Crucial Life
Support System Begins TSupport System Begins To Fail indicates some o Fail indicates some kind of kind of apocalypseapocalypse
world or setting in a world or setting in a cataclysmic state. He goes on to the rest ofcataclysmic state. He goes on to the rest of
the Plot Points to see what ideas they generate.the Plot Points to see what ideas they generate.

For Plot Point 4, Mark rolls a 1 for a Theme of Social, andFor Plot Point 4, Mark rolls a 1 for a Theme of Social, and
55 for a Plot Point of Not Their Master. This requires Invoking55 for a Plot Point of Not Their Master. This requires Invoking
a Character. Mark rolls on the Characters List, getting 68 a Character. Mark rolls on the Characters List, getting 68 forfor
New Character. Rolling for the new Character, Mark gets thatNew Character. Rolling for the new Character, Mark gets that
the Character is helpful toward resolving the Plotline. Forthe Character is helpful toward resolving the Plotline. For
Identity, Mark rolls 8 which means two Identities. Rolling forIdentity, Mark rolls 8 which means two Identities. Rolling for
those, he gets 35 for Healer, 32 which he ignores since it’s Rollthose, he gets 35 for Healer, 32 which he ignores since it’s Roll
For Two Identities again, and 91 for Killer. For Descriptor,For Two Identities again, and 91 for Killer. For Descriptor,
Mark rolls 32 for Trained.Mark rolls 32 for Trained.

Mark thinks about tMark thinks about this for a his for a moment. He doesn’moment. He doesn’t knowt know
yet what the Plotline is going to be for this Scene, but he doesyet what the Plotline is going to be for this Scene, but he does
know that this new Character will be helpful toward resolvingknow that this new Character will be helpful toward resolving
it. Mark figures this means the new Character will be anit. Mark figures this means the new Character will be an
information source for the information source for the Player Characters as opposed to aPlayer Characters as opposed to a
villain of some kind. The Identities of Healer and villain of some kind. The Identities of Healer and Killer areKiller are
interesting. Mark is thinking that perhaps this is a battlefield.interesting. Mark is thinking that perhaps this is a battlefield.
This new Character may be This new Character may be a soldier and medic. Thea soldier and medic. The
Descriptor of TDescriptor of Trained reinforces for rained reinforces for Mark that this Mark that this Character isCharacter is
a professional, so medic makes sense.a professional, so medic makes sense.

Combining this Character with tCombining this Character with the Plot Point of Not Theirhe Plot Point of Not Their
Master makes Mark think. Since this is only an opening Scene,Master makes Mark think. Since this is only an opening Scene,
and there is and there is very little information very little information to go on, to go on, he doesn’he doesn’t know whot know who
the Character serves or might serve. But, the Character serves or might serve. But, going with the conceptgoing with the concept
of a war, he thinks that it makes sense for it of a war, he thinks that it makes sense for it to be unclear whoseto be unclear whose
side this new Character is on. side this new Character is on. Maybe when he encounters KazooMaybe when he encounters Kazoo
and Matilda he is leery of tand Matilda he is leery of them, not knowing which faction theyhem, not knowing which faction they
are with, so he keeps it unare with, so he keeps it unclear who he is loyal to.clear who he is loyal to.

Mark names the new Mark names the new Character TCharacter Teon and writes eon and writes him onto thehim onto the
Characters List.Characters List.

Mark has one more Plot Point to generate. He rolls 1 forMark has one more Plot Point to generate. He rolls 1 for
a Theme of Social, and 29 fa Theme of Social, and 29 for a Plot Point of Retaliation. or a Plot Point of Retaliation. AnAn
element of retaliation makes sense with what Mark is thinkingelement of retaliation makes sense with what Mark is thinking
regarding this being a war zone.regarding this being a war zone.

Putting all this together, Mark comes up with the followingPutting all this together, Mark comes up with the following
interpretation: When the doors of the Doctor’s craft open,interpretation: When the doors of the Doctor’s craft open,
they see a smoldering cityscape of devastation. They are in thethey see a smoldering cityscape of devastation. They are in the

ThemesThemes

11 1-41-4

22 5-75-7
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midst of a metropolis that has been blasted and blown to bits.midst of a metropolis that has been blasted and blown to bits.
Buildings are crumbling and smoking, billows of dust cloakingBuildings are crumbling and smoking, billows of dust cloaking
the sky. The place looks alien. the sky. The place looks alien. It doesn’It doesn’t appear tt appear to be Earth o be Earth ofof
any time period but a world they have not yet visited. They seeany time period but a world they have not yet visited. They see
bodies laying in the street, people in military style uniforms ofbodies laying in the street, people in military style uniforms of
two distinct varieties. Most likely these are dead soldiers fromtwo distinct varieties. Most likely these are dead soldiers from
two warring sides.two warring sides.

 As they walk forward, gazing in horror at the devastation, they As they walk forward, gazing in horror at the devastation, they
see a man step see a man step from hiding. He is dirfrom hiding. He is dirtyty, and he , and he isn’isn’t wearing at wearing a
uniform so it’s not obvious which faction he’s with. After makinguniform so it’s not obvious which faction he’s with. After making
contact, the man contact, the man explains that he is Texplains that he is Teon, a military eon, a military medic. Themedic. The
war the explorers have stepped into is the last war the explorers have stepped into is the last salvos betweensalvos between
two enemy nations. The opposing powers have been two enemy nations. The opposing powers have been at eachat each
other for generations, with each war getting other for generations, with each war getting more vicious thanmore vicious than
the last. This final battle brought on such heavy retaliation thatthe last. This final battle brought on such heavy retaliation that
sophisticated and terrible weapons were used that have ravagedsophisticated and terrible weapons were used that have ravaged
the entire planet. Teon is looking for soldiers in the the entire planet. Teon is looking for soldiers in the street to help,street to help,
but he has found no one but he has found no one alive. As far as he knows, he’alive. As far as he knows, he’s the lasts the last
man on their world still standing man on their world still standing and he suspects it won’and he suspects it won’t be longt be long
until the entire planet until the entire planet succumbs to the impact of this last, greatsuccumbs to the impact of this last, great
war and implodes.war and implodes.

Mark is happy with this opening Scene. It sets up anMark is happy with this opening Scene. It sets up an
interesting and dramatic environment for the two interesting and dramatic environment for the two PlayerPlayer
Characters to Characters to explore, there’explore, there’s a bit s a bit of mystery of mystery about who Tabout who Teon is,eon is,
it’it’s unknown what forces were used that ns unknown what forces were used that now threaten the planetow threaten the planet
setting up the possibility that the Doctor and setting up the possibility that the Doctor and his companion mayhis companion may
be able to reverse be able to reverse some of the damage. Perhaps there are sursome of the damage. Perhaps there are survivorsvivors
somewhere they can still save.somewhere they can still save.

Mark is only using The Adventure Crafter to make thisMark is only using The Adventure Crafter to make this
opening Scene, so the rest of topening Scene, so the rest of the Adventure he will determinehe Adventure he will determine
through play and other means.through play and other means.

NotesNotes
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New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion

 A crucial life suppr sysem begins  fail  A crucial life suppr sysem begins  fail 
 Nne  Nne 
 A crucial life suppr sysem begins  fail  A crucial life suppr sysem begins  fail 
 N Their Maser  N Their Maser 
Realiain Realiain 

 x  x 

 Ten  Ten 

1 1 

 Dr. Kazo Dr. Kazo
 Mailda  Mailda 
 Ten  Ten 

 AS INSPIRATION AS INSPIRATION

The Whispering SandThe Whispering Sand

 Jesse is Gamem Jesse is Gamemastering a horror campaign for his Playeastering a horror campaign for his Players andrs and
has come up with an Adventure he thinks they’ll like. The Playerhas come up with an Adventure he thinks they’ll like. The Player
Characters have been working through an Characters have been working through an ongoing campaignongoing campaign
related to a South American cult that has expanded related to a South American cult that has expanded into Newinto New
Orleans. Murders and strange goings on have taken place,Orleans. Murders and strange goings on have taken place,
drawing the Player Characters deeper into the mysterious web.drawing the Player Characters deeper into the mysterious web.

The Adventures take place in the 1920s. The PlayerThe Adventures take place in the 1920s. The Player
Characters are an art historian who specializes in exoticCharacters are an art historian who specializes in exotic
antiquities, a retired police officer, and an heiress who bankrollsantiquities, a retired police officer, and an heiress who bankrolls
their more extravagant explorations.their more extravagant explorations.

 Jesse is fashioning an A Jesse is fashioning an Adventure that he intends to be thedventure that he intends to be the
culmination of the previous culmination of the previous two Adventures. The mummifiedtwo Adventures. The mummified
remains of a South American sorcerer have been shipped to aremains of a South American sorcerer have been shipped to a
museum in New Orleans. The sorcerer, once worshipped as amuseum in New Orleans. The sorcerer, once worshipped as a
god, is all but dust in god, is all but dust in an ornate stone box. Jesse has built mostan ornate stone box. Jesse has built most
of his Adventure already, which involves the not-quite-fully-deadof his Adventure already, which involves the not-quite-fully-dead
sorcerer animating the dust of his body, grains of the fine sandsorcerer animating the dust of his body, grains of the fine sand
infiltrating the bodies of infiltrating the bodies of those who come near. The sorcerer isthose who come near. The sorcerer is
slowly driving his victims mad in an attempt to control tslowly driving his victims mad in an attempt to control them andhem and
gather more artifacts necessary for his full gather more artifacts necessary for his full resurrection.resurrection.

 Jesse has establis Jesse has established a chain of events, from the sarcophagushed a chain of events, from the sarcophagus
arriving at the museum, to the head curarriving at the museum, to the head curator starting to act funny,ator starting to act funny,
some mysterious crimes taking place some mysterious crimes taking place around the city, a cadre ofaround the city, a cadre of
cultists who are keeping an eye on events, cultists who are keeping an eye on events, and several locations ofand several locations of
importance such as the museum itself, the room housing theimportance such as the museum itself, the room housing the
mummy remains, the apartment of the curator, and a jazzmummy remains, the apartment of the curator, and a jazz
speakeasy that the cultists use as a base.speakeasy that the cultists use as a base.

 Jesse thinks it’ Jesse thinks it’s a pretty good Adventure, but he wants tos a pretty good Adventure, but he wants to
throw an additional wrinkle throw an additional wrinkle into it and into it and he isn’he isn’t sure what t sure what itit
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should be. He decides to tap The Adventure Crafter and see if itshould be. He decides to tap The Adventure Crafter and see if it
generates an interesting idea to slip in somewhere.generates an interesting idea to slip in somewhere.

He pulls out a He pulls out a blank Adventure Sheet and Lists and startsblank Adventure Sheet and Lists and starts
putting the Themes together. Since he’s already constructed mostputting the Themes together. Since he’s already constructed most
of the Adventure, he knows the tone he’s striking and he decidesof the Adventure, he knows the tone he’s striking and he decides
that the Primary Theme is Tension. He writes that in withoutthat the Primary Theme is Tension. He writes that in without
rolling for it. Mystery is also important for his Adventure, so herolling for it. Mystery is also important for his Adventure, so he
writes that in as the second Theme. The remaining Themes Jessewrites that in as the second Theme. The remaining Themes Jesse
will roll for. Using a d10, he rolls 7 for Social, making that Themewill roll for. Using a d10, he rolls 7 for Social, making that Theme
3. Next, he rolls 4 for Tension, which he already has, so he goes3. Next, he rolls 4 for Tension, which he already has, so he goes
down the list to the next available Theme, which is Personal. Thedown the list to the next available Theme, which is Personal. The
last remaining Theme is Action, which he makes Theme 5.last remaining Theme is Action, which he makes Theme 5.

Since he’s making TSince he’s making Turning urning Points for an Points for an Adventure he’s alreadyAdventure he’s already
mostly finished constructing, Jesse thinks about the Plotlines he hasmostly finished constructing, Jesse thinks about the Plotlines he has
already created, names them, and places them in the Plotlines List.already created, names them, and places them in the Plotlines List.
His Adventure revolves around two mysteries, “What is the cult’sHis Adventure revolves around two mysteries, “What is the cult’s
goal?” and “Why are people starting to act strangely?” He lists thegoal?” and “Why are people starting to act strangely?” He lists the
second one twice since it’s important to his Adventure.second one twice since it’s important to his Adventure.

 Jesse populates the Characters List with the Player Cha Jesse populates the Characters List with the Player Charactersracters
and important NPCs of his Adventure, listing each anywhereand important NPCs of his Adventure, listing each anywhere
from one to three times, depending on how important from one to three times, depending on how important they are tothey are to
his Adventure. His Lists look like this:his Adventure. His Lists look like this:

Wha is Wha is he culhe cul’s gal? ’s gal? 
Why are peple acing srange? Why are peple acing srange? 
Why are peple acing srange? Why are peple acing srange? 

 Eduard Eduard, ar , ar hisrian hisrian 
 Eduard Eduard, ar , ar hisrian hisrian 
Pee, reired cpPee, reired cp
Pee, reired cpPee, reired cp

 Lisa,heiress Lisa,heiress
 Lisa,heiress Lisa,heiress
 Z’Kal, dead srcerer  Z’Kal, dead srcerer 
 Z’Kal, dead srcerer  Z’Kal, dead srcerer 
 Berrand, curar  Berrand, curar 
 Berrand, curar  Berrand, curar 
 Culiss Culiss
 Nicky, museum jani�r  Nicky, museum jani�r 

It’s time to generate Turning Points and see what we get. EvenIt’s time to generate Turning Points and see what we get. Even
though he starts though he starts with Twith Turning Point 1, he rolls urning Point 1, he rolls on the Plotlineson the Plotlines
List because there are Plotlines there unlike a List because there are Plotlines there unlike a completely freshcompletely fresh
 Adventure where there would have been none. Adventure where there would have been none.

 Jesse r Jesse rolls 37 for tholls 37 for the Plotline, Ne Plotline, New Plotline. Goew Plotline. Good, he wasod, he was
hoping for a new twist hoping for a new twist in the Adventure and a fresh Plotline wouldin the Adventure and a fresh Plotline would
help. This may be a subplot he can weave around the other events.help. This may be a subplot he can weave around the other events.

Moving on to the first Moving on to the first Plot Point, he rolls 9 for Plot Point, he rolls 9 for the Theme,the Theme,
Social, and 66 for the Plot Point, Injustice.Social, and 66 for the Plot Point, Injustice.

For Plot Point 2, he rolls 9 For Plot Point 2, he rolls 9 again for the Theme of Social, andagain for the Theme of Social, and
a Plot Point of 53, A Group Is In Trouble.a Plot Point of 53, A Group Is In Trouble.

 Jesse’ Jesse’s thinking that these two Plot Points sos thinking that these two Plot Points sound like theyund like they
should go together. Whatever injustice is happening should go together. Whatever injustice is happening is probablyis probably
occurring to a group, placing it in occurring to a group, placing it in trouble.trouble.

For Plot Point 3, he rolls 10 For Plot Point 3, he rolls 10 for the Theme, which makesfor the Theme, which makes
it Personal since this is tit Personal since this is the first 10 rolled. The Plot he first 10 rolled. The Plot Point isPoint is
46, Headquarters. He rolls to Invoke a Character to see whose46, Headquarters. He rolls to Invoke a Character to see whose
headquarters the Plot Point is referring to, and he rolls 76 headquarters the Plot Point is referring to, and he rolls 76 forfor
Choose Most Logical Character. The only Character in theChoose Most Logical Character. The only Character in the
Characters List with a real headquarters are tCharacters List with a real headquarters are the cultists, sohe cultists, so
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 Jesse Invokes them fo Jesse Invokes them for this Plot Point. He writes them or this Plot Point. He writes them on then the
Characters List again.Characters List again.

For Plot Point 4, he rolls 1 For Plot Point 4, he rolls 1 for the Theme, Tfor the Theme, Tension, and 85 forension, and 85 for
the Plot Point, Bad News.the Plot Point, Bad News.

For Plot Point 5, Jesse rolls 2 for the Theme, Tension, and 90For Plot Point 5, Jesse rolls 2 for the Theme, Tension, and 90
for the for the Plot Point, Creepy TPlot Point, Creepy Tone. That’one. That’s perfect s perfect for this Adventure.for this Adventure.

 Jesse thinks about this. He decides tha Jesse thinks about this. He decides that the group that ant the group that an
injustice is being done to is injustice is being done to is the cultists, believe it or not. They arethe cultists, believe it or not. They are
loyal to the dead sorcerer and are trloyal to the dead sorcerer and are trying to bring him back, butying to bring him back, but
the sorcerer is going to betray them. Jesse decides that somethingthe sorcerer is going to betray them. Jesse decides that something
horrible happens at the cultist headquarters, horrible happens at the cultist headquarters, the jazz club. Itthe jazz club. It
should be something creepy, so Jesse decides that one of should be something creepy, so Jesse decides that one of thethe
cultists got a handful of tcultists got a handful of the evil sand and ingested it. The evil sand and ingested it. Taking suchaking such
a large dose of a large dose of the sorcerer’the sorcerer’s tainted substance s tainted substance has warped andhas warped and
mutated the cultist into mutated the cultist into a hideous, deformed creature. It lurks ina hideous, deformed creature. It lurks in
the basement of the speakeasy, preying on other cultists as well asthe basement of the speakeasy, preying on other cultists as well as
unwary patrons unwary patrons who wander down below.who wander down below.

The Bad News Plot Point is going The Bad News Plot Point is going to be how Jesse introducesto be how Jesse introduces
this new Plotline to the this new Plotline to the Player Characters. If they are alreadyPlayer Characters. If they are already
aware that the club is the cuaware that the club is the cultist’ltist’s headquarters, then they hears headquarters, then they hear
that some deaths have happened at the location and the that some deaths have happened at the location and the cultistscultists
are trying tare trying to cover it up. If o cover it up. If the Player Characters don’the Player Characters don’t know it’st know it’s
the headquarters, then they hear the headquarters, then they hear through other channels about athrough other channels about a
body that turned up near the club, horribly mauled.body that turned up near the club, horribly mauled.

This forms a new Plotline for the Player Characters, aThis forms a new Plotline for the Player Characters, a
monster they can destroy if they choose. Jesse calls the Plotlinemonster they can destroy if they choose. Jesse calls the Plotline
“Destroy the lurker at the club.” He writes that onto the“Destroy the lurker at the club.” He writes that onto the
Plotlines List.Plotlines List.

This is exactly the This is exactly the kind of subplot kind of subplot Jesse was hoping for. HisJesse was hoping for. His
 Adventure was complete already Adventure was complete already, but he wanted to add some extra, but he wanted to add some extra
spice to it. The main part of his Adventure already involves somespice to it. The main part of his Adventure already involves some
strange events going on through the town, caused by a couple ofstrange events going on through the town, caused by a couple of
people infected by the sorcerer. A monster in a jazz club basementpeople infected by the sorcerer. A monster in a jazz club basement
makes for another strange event in the makes for another strange event in the citycity..

 Jesse co Jesse considernsiders whets whether he her he wants wants to deto develop tvelop this Plohis Plotlinetline
further. He could generate further. He could generate more Tmore Turning Points for it urning Points for it and seeand see
what the Plotline grows into. However, he already has a fullwhat the Plotline grows into. However, he already has a full
 Adventu Adventure; he re; he deciddecides that es that expandexpanding ting this Plohis Plotline tline any fuany furtherrther
would just be too much. It makes a good singular encounterwould just be too much. It makes a good singular encounter
the Player Characters can engage in at the jazz club. Dependingthe Player Characters can engage in at the jazz club. Depending
on when the Characters discover that the club is the cultiston when the Characters discover that the club is the cultist
lair, the cultist degenerating may be at lair, the cultist degenerating may be at different stages ofdifferent stages of
corruption. Jesse decides what those stages are and when theycorruption. Jesse decides what those stages are and when they
take place during the Adventure.take place during the Adventure.

 Jesse’ Jesse’s happy with this addition to his Adventure as it addss happy with this addition to his Adventure as it adds
a little extra something to the jazz clua little extra something to the jazz club location he had alreadyb location he had already
written up.written up.

 Jesse’ Jesse’s Adventure Sheet and Lists look like this after finishing:s Adventure Sheet and Lists look like this after finishing:

NotesNotes

PLOT PLOT POINTS POINTS CHARACTERS CHARACTERS INVOKEDINVOKED

11

22

33

44

55

TTUURRNNIINNG  G  PPOOIINNTT PPLLOOTTLLIINNEE
New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion

 Injusice  Injusice 
 A grup is in ruble  A grup is in ruble 
HeadquarersHeadquarers
 Bad News Bad News
 Creepy ne  Creepy ne 

 x  x 

 Culis   Culis  

1 1 

Wha is Wha is he culhe cul’s gal? ’s gal? 
Why are peple acing srange? Why are peple acing srange? 
Why are peple acing srange? Why are peple acing srange? 

 Desry he lurker a  Desry he lurker a he clubhe club

 Eduard Eduard, ar , ar hisrian hisrian 
 Eduard Eduard, ar , ar hisrian hisrian 
Pee, reired cpPee, reired cp
Pee, reired cpPee, reired cp

 Lisa,heiress Lisa,heiress
 Lisa,heiress Lisa,heiress
 Z’Kal, dead srcerer  Z’Kal, dead srcerer 
 Z’Kal, dead srcerer  Z’Kal, dead srcerer 
 Berrand, curar  Berrand, curar 
 Berrand, curar  Berrand, curar 
 Culis   Culis  
 Nicky, museum jani�r  Nicky, museum jani�r 
 Culis   Culis  
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 AS YOU GO AS YOU GO

The Corrupt GrimoireThe Corrupt Grimoire

Karl wants to start Karl wants to start a new solo role playing experience witha new solo role playing experience with
a modern, urban fantasy setting. He sketches out a modern, urban fantasy setting. He sketches out a secret,a secret,
underground world of magic and intrigue underground world of magic and intrigue that takes place inthat takes place in
the shadows of our contemporary world, where magicians andthe shadows of our contemporary world, where magicians and
monsters lurk and live within their own communities.monsters lurk and live within their own communities.

This is going to be a solo game for Karl. He has a role This is going to be a solo game for Karl. He has a role playingplaying
system he’system he’s going to use s going to use that should emulate tthat should emulate the mechanicshe mechanics
that he needs for his urban fantasy settthat he needs for his urban fantasy sett ing. He plans to use Theing. He plans to use The
 Adventure Crafter as he goes to create the eve Adventure Crafter as he goes to create the events of his story thatnts of his story that
his Character will play his Character will play in. Since this is in. Since this is a solo venture, Karl a solo venture, Karl isnisn’’tt
worried about the speed worried about the speed with which each Twith which each Turning Point getsurning Point gets
generated, making The Adventure Crafter a good choice for this.generated, making The Adventure Crafter a good choice for this.

Karl pulls out a blank Karl pulls out a blank Adventure Sheet and Lists. SinceAdventure Sheet and Lists. Since
he’he’s starting completely s starting completely fresh, he has only fresh, he has only one detail to one detail to enterenter
on his Lists: the on his Lists: the name of his Player Character, Christopher.name of his Player Character, Christopher.
Christopher is a modern mage with a touch of elf Christopher is a modern mage with a touch of elf blood fromblood from
a distant relative who spent time in the a distant relative who spent time in the elven kingdom that is aelven kingdom that is a
displaced dimension alongside our own. displaced dimension alongside our own. In Karl’s fantasy setting,In Karl’s fantasy setting,
Christopher is an outcast, not trusted Christopher is an outcast, not trusted by human mages for hisby human mages for his
mystic ancestry and not accepted mystic ancestry and not accepted by elves for his human blood.by elves for his human blood.

Karl decides that Christopher operates a bookstore in NewKarl decides that Christopher operates a bookstore in New
 Y York Cityork City. Although Christopher’. Although Christopher’s bookstore sells standard bookss bookstore sells standard books
to regular customers, it also has a secret back room where he sellsto regular customers, it also has a secret back room where he sells
very special books to magic wielding clients. Karl decides very special books to magic wielding clients. Karl decides thatthat
this is Christopher’this is Christopher’s main focus as s main focus as a Character: he is a Character: he is constantly inconstantly in
search of new tomes to add to his search of new tomes to add to his inventory and he is an expertinventory and he is an expert
on mystic lore and the volumes that contain them. on mystic lore and the volumes that contain them. Karl figuresKarl figures
this should give The Adventure Crafter plenty this should give The Adventure Crafter plenty of possible hooksof possible hooks
for his off-the-cuff Adventure to grow into.for his off-the-cuff Adventure to grow into.

 After coming up with this backstory After coming up with this backstory, Karl decides to add a, Karl decides to add a
second Character to the Characters List: bookstore clients. Hesecond Character to the Characters List: bookstore clients. He
considers putting the bookstore itself as a Character, but decidesconsiders putting the bookstore itself as a Character, but decides
that the clients would suffice for that.that the clients would suffice for that.

Karl has his Lists ready,Karl has his Lists ready,
a blank Adventure Sheet,a blank Adventure Sheet,
and his role playing gameand his role playing game
ready to adjudicate hisready to adjudicate his
 Adventure. He rolls for the Adventure. He rolls for the
Themes. Karl rolls a 3 forThemes. Karl rolls a 3 for
Tension, making this hisTension, making this his
First Priority Theme. Next,First Priority Theme. Next,
he rolls a 2 for Action.he rolls a 2 for Action.
Tension and Action asTension and Action as

his first two Themes should make this an exciting Adventure,his first two Themes should make this an exciting Adventure,
perhaps a horror story. For his third roll, he perhaps a horror story. For his third roll, he gets 10 for Personal.gets 10 for Personal.
His fourth roll is 9, Personal again, so he proceeds back to the topHis fourth roll is 9, Personal again, so he proceeds back to the top
of the Random Themes Tof the Random Themes Table moving along until he able moving along until he finds thefinds the
next untaken Theme, next untaken Theme, which is Mystery. There’which is Mystery. There’s only s only one Themeone Theme
left, Social, which takes up the fleft, Social, which takes up the f ifth slot.ifth slot.

Karl’Karl’s ready to s ready to generate his first Turning Poigenerate his first Turning Point, which nt, which willwill
likely be the opening Scene of likely be the opening Scene of his Adventure. There are nohis Adventure. There are no
Plotlines yet, so tPlotlines yet, so the Plotline for the Plotline for this first This first Turning Point isurning Point is
automatically New Plotline.automatically New Plotline.

He rolls, getting a He rolls, getting a 1 for Theme, T1 for Theme, Tension, and 8 ension, and 8 for Plot Point.for Plot Point.
Normally this would be a result of Conclusion, but since Normally this would be a result of Conclusion, but since this isthis is
a new Plotline it can’a new Plotline it can’t be Concluded yet, t be Concluded yet, so this result turns intoso this result turns into
None. Karl writes that onto the Adventure Sheet and moves on.None. Karl writes that onto the Adventure Sheet and moves on.

For Plot Point 2, Karl rolls 7 For Plot Point 2, Karl rolls 7 for the Theme, Action, and 91for the Theme, Action, and 91
for the Plot for the Plot Point, ProtectorPoint, Protector. A Character . A Character is actively protectingis actively protecting
something in this Plot Point. Karl rolls on the Characters Listsomething in this Plot Point. Karl rolls on the Characters List
to see who the protector is, gettto see who the protector is, gett ing 95 for Choose Most Logicaling 95 for Choose Most Logical
Character. Karl decides that he wants his Adventure to start offCharacter. Karl decides that he wants his Adventure to start off
with a bang, with a bang, so he chooses his Player Character, Christopher, asso he chooses his Player Character, Christopher, as
the protector. Karl doesn’the protector. Karl doesn’t know what t know what Christopher is going toChristopher is going to
have to protect in have to protect in this Tthis Turning Point, but he figures urning Point, but he figures the other Plotthe other Plot
Points will suss that out for him.Points will suss that out for him.

Karl writes Christopher onto another slot on tKarl writes Christopher onto another slot on the Charactershe Characters
List since the Character was Invoked for a List since the Character was Invoked for a Plot Point.Plot Point.

For Plot Point 3, Karl rolls 6 For Plot Point 3, Karl rolls 6 for Theme, Action, and 37 forfor Theme, Action, and 37 for
Plot Point, Distraction. A Character is Plot Point, Distraction. A Character is distracted in tdistracted in this This Turningurning
Point in a way that’s important. Karl rolls on Point in a way that’s important. Karl rolls on the Characters Listthe Characters List
to Invoke a Character for this Plot Point, rolling 90 for Chooseto Invoke a Character for this Plot Point, rolling 90 for Choose
Most Logical Character. Karl chooses Christopher again toMost Logical Character. Karl chooses Christopher again to
Invoke for this Plot Invoke for this Plot Point. Now Karl knows that ChristopherPoint. Now Karl knows that Christopher
needs to protect needs to protect something in this Tsomething in this Turning Point and Christopherurning Point and Christopher
is dangerously distracted by is dangerously distracted by something. Karl still doesn’something. Karl still doesn’t knowt know
what Christopher is protecting, or what distracts him, what Christopher is protecting, or what distracts him, but he’llbut he’ll
figure it out figure it out when he’when he’s done generating Plot s done generating Plot Points.Points.

Since Christopher was Since Christopher was already Invoked in already Invoked in this Tthis Turning Pointurning Point
previouslypreviously, Karl doesn’, Karl doesn’t write the t write the Character into another slot Character into another slot onon
the Characters List.the Characters List.

For Plot Point 4, Karl rolls 8 For Plot Point 4, Karl rolls 8 for Theme, Personal, and 25for Theme, Personal, and 25
for the Plot Point, Persuasion. One Character is going to tryfor the Plot Point, Persuasion. One Character is going to try
to persuade another Character to do something. Karl to persuade another Character to do something. Karl needs toneeds to
Invoke two Characters, the persuader and the persuaded. Invoke two Characters, the persuader and the persuaded. He rollsHe rolls
on the Characters List and gets on the Characters List and gets 22 for New Character and 57 for22 for New Character and 57 for
Choose Most Logical Choose Most Logical Character.Character.

Rolling to see who the new Character is, Rolling to see who the new Character is, Karl rolls 35 forKarl rolls 35 for
the Character being an the Character being an individual. For Identityindividual. For Identity, Karl rolls , Karl rolls 9393
for Driver/Pilot and for Descriptor he rolls 20 for Roll for tfor Driver/Pilot and for Descriptor he rolls 20 for Roll for twowo

ThemesThemes

11 1-41-4

22 5-75-7

33 8-98-9

44 1010

55 1010

 Tensin  Tensin 
 Acin  Acin 
Persnal Persnal 
 Mysery Mysery
Scial Scial 
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Descriptors, 67 for Harmful and 33 for Rude.Descriptors, 67 for Harmful and 33 for Rude.
For the second Character to Invoke, since Karl must choose,For the second Character to Invoke, since Karl must choose,

he chooses Christopher to be the target of the he chooses Christopher to be the target of the persuasion.persuasion.
Karl interprets all of this to Karl interprets all of this to mean that this new Charactermean that this new Character

is going to is going to be Christopher’be Christopher’s distraction in s distraction in this Tthis Turning Point.urning Point.
 Judging from the Character’ Judging from the Character’s Descriptors this is not a nices Descriptors this is not a nice
person: harmful and rude. Karl decides that the Character actsperson: harmful and rude. Karl decides that the Character acts
belligerently toward belligerently toward ChristopherChristopher..

Karl decides that the new Character is Kristoff, the chauffeurKarl decides that the new Character is Kristoff, the chauffeur
and servant of and servant of a local New York mage. Kristoff has come downa local New York mage. Kristoff has come down
to Christopher’to Christopher’s store to inquire s store to inquire about a tome his mistressabout a tome his mistress
ordered weeks ago that hasn’ordered weeks ago that hasn’t come in t come in yet. Kristoff will yet. Kristoff will becomebecome
angry, even pushing Christopher and threatening him, becauseangry, even pushing Christopher and threatening him, because
the book hasn’t appeared. This isn’t going to be the Plotline,the book hasn’t appeared. This isn’t going to be the Plotline,
which Karl decides will focus on which Karl decides will focus on what Christopher is protecting,what Christopher is protecting,
but Kristoff’s intrusion into the shop will make it harder forbut Kristoff’s intrusion into the shop will make it harder for
Christopher to protect whatever it is he has to Christopher to protect whatever it is he has to protect in thisprotect in this
Turning Point.Turning Point.

Karl writes Kristoff onto the Karl writes Kristoff onto the Characters List and moves on toCharacters List and moves on to
the final Plot the final Plot Point.Point.

He rolls 7 for a Theme of Action, and 75 for a Plot Point ofHe rolls 7 for a Theme of Action, and 75 for a Plot Point of
Dealing With A Calamity. Karl rolls to Invoke a Character Dealing With A Calamity. Karl rolls to Invoke a Character toto
attach to this Plot Point, rolling 31 on the Characters List forattach to this Plot Point, rolling 31 on the Characters List for
Choose Most Logical Character. Karl cChoose Most Logical Character. Karl chooses Christopherhooses Christopher..

Karl interprets this to mean that tKarl interprets this to mean that the calamity Christopher ishe calamity Christopher is
dealing with connects with the dealing with connects with the Protector Plot Point. ChristopherProtector Plot Point. Christopher
must protect something from must protect something from a calamitya calamity. Karl decides . Karl decides that thisthat this
will form the will form the New Plotline of this TNew Plotline of this Turning Point, effectivelyurning Point, effectively
becoming the purpose of this Adventure.becoming the purpose of this Adventure.

Karl has a lot of creative leeway here in Karl has a lot of creative leeway here in how to interprethow to interpret
these results. All he knows is that Karl these results. All he knows is that Karl must protect somethingmust protect something
from a calamity. He decides that, upon entfrom a calamity. He decides that, upon entering his shop oneering his shop one
morning, Christopher notices that one of his magical warningmorning, Christopher notices that one of his magical warning
systems is flashing red. He keeps several amulets in the shopsystems is flashing red. He keeps several amulets in the shop
that detect mystical dangers, such as cthat detect mystical dangers, such as curses and intrusions fromurses and intrusions from
other dimensions. Upon investigating, he realizes that one other dimensions. Upon investigating, he realizes that one of hisof his
newest acquisitions, The Destitute Grimoire, is curnewest acquisitions, The Destitute Grimoire, is cur sed. The booksed. The book
is emanating a powerful evil force and its magic is is emanating a powerful evil force and its magic is seeping intoseeping into
the other the other volumes in Christopher’s collection. If he volumes in Christopher’s collection. If he doesndoesn’t get’t get
rid of the cursed book its rid of the cursed book its dark power will overwhelm his entiredark power will overwhelm his entire
collection absorbing their magic into it. Because of the collection absorbing their magic into it. Because of the powerpower
of the curse the Grimoire cannot be moved and neither can of the curse the Grimoire cannot be moved and neither can thethe
other books in Christopher’s collection. He will need tother books in Christopher’s collection. He will need to break theo break the
curse soon or he’ll lose everything.curse soon or he’ll lose everything.

 While Christopher is dealing with this catastrophe, a lim While Christopher is dealing with this catastrophe, a limoo
pulls up to the curb and Kristoff enters the store. He is on anpulls up to the curb and Kristoff enters the store. He is on an
errand from his mage boss to collect a book she ordered. Thaterrand from his mage boss to collect a book she ordered. That

volume is in Christopher’s special book room under the thrall volume is in Christopher’s special book room under the thrall ofof
the cursed tome, the cursed tome, so Christopher can’so Christopher can’t turn t turn the book over.the book over.

Since Karl is playing this Adventure solo, generating eventsSince Karl is playing this Adventure solo, generating events
as he goes, he uses the third-party RPG system he as he goes, he uses the third-party RPG system he chose tochose to
adjudicate Christopher’s actions. His Player Character madeadjudicate Christopher’s actions. His Player Character made
several successful skill tests allowing him to figure out what wasseveral successful skill tests allowing him to figure out what was
going on with his books.going on with his books.

 When Kristoff enters the store, Christopher attempts to talk When Kristoff enters the store, Christopher attempts to talk
him down but fails in his diplomacy rolls. Kristoff gets violent,him down but fails in his diplomacy rolls. Kristoff gets violent,
pushing Christopher around his store. Christopher is forced topushing Christopher around his store. Christopher is forced to
resort to magic, using a spell to paralyze Kristoff for resort to magic, using a spell to paralyze Kristoff for a momenta moment
to calm him down. Christopher is able to eventually convinceto calm him down. Christopher is able to eventually convince
Kristoff to leave. However, now Christopher not only has Kristoff to leave. However, now Christopher not only has an evilan evil
book devouring his store to worry about, but a book devouring his store to worry about, but a ticked off wealthyticked off wealthy
customer and her customer and her angryangry, violent servant., violent servant.

Karl plays Karl plays out this Tout this Turning Point unturning Point unt il he il he feels it’sfeels it’s
concluded. He writes onto the Plotlines List the new Plotlineconcluded. He writes onto the Plotlines List the new Plotline
of “Break the evil curse.”of “Break the evil curse.”

Karl’Karl’s Adventure Sheet and Lists s Adventure Sheet and Lists look like this now:look like this now:

NotesNotes

PLOT PLOT POINTS POINTS CHARACTERS CHARACTERS INVOKEDINVOKED

11

22

33

44

55

TTUURRNNIINNG  G  PPOOIINNTT PPLLOOTTLLIINNEE
New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion

 Nne  Nne 
Precr Precr 
 Disraced  Disraced 
Persuasin Persuasin 
 Dealing wi�h a calami�y Dealing wi�h a calami�y

 x  x 

 Chrispher  Chrispher 
 Chrispher  Chrispher 
 Krisff / Chrispher  Krisff / Chrispher 
 Chrispher  Chrispher 

1 1 

 Break he evil curse  Break he evil curse 

 Chrispher  Chrispher 
 Boksre cliens Boksre cliens
 Chrispher  Chrispher 
 Krisf Krisf f  f  
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That took Karl about thirty That took Karl about thirty minutes of real time to play out;minutes of real time to play out;
about ten minutes about ten minutes to work up to work up the details of the details of the Tthe Turning Pointurning Point
and about twenty and about twenty to play it to play it through. Now that the Tthrough. Now that the Turning Pointurning Point
is done he moves on to the next Scene.is done he moves on to the next Scene.

Karl knows what his Character is going to do. He needs toKarl knows what his Character is going to do. He needs to
figure out how to figure out how to break the curse. break the curse. He can’He can’t use his own t use his own booksbooks
as a resource since they’as a resource since they’re in the process of being corrupted, re in the process of being corrupted, soso
he decides Christopher will need to visit another mystic he decides Christopher will need to visit another mystic librarylibrary
in New Yin New York. Karl decides that this will likely ork. Karl decides that this will likely be what the nextbe what the next
Turning Point is about.Turning Point is about.

Rolling on the Plotlines List, Karl rolls 38 for Rolling on the Plotlines List, Karl rolls 38 for New Plotline forNew Plotline for
TTurning Point 2. It looks like urning Point 2. It looks like the plot is the plot is going to thicken.going to thicken.

For Plot Point 1, Karl rolls 6 For Plot Point 1, Karl rolls 6 for a Theme of Action and for a Theme of Action and 9191
for a Plot Point of Protector. Once again, someone has tfor a Plot Point of Protector. Once again, someone has to protecto protect
something. Karl rolls on the Characters List to invoke a something. Karl rolls on the Characters List to invoke a CharacterCharacter
for this Plot Point, rolling 52 for this Plot Point, rolling 52 for New Character. Rolling forfor New Character. Rolling for
the new the new Character, Karl rolls 96 Character, Karl rolls 96 on the on the Character Special TCharacter Special Traitrait
Table for The Character Is Connected To An Existing Character.Table for The Character Is Connected To An Existing Character.
Karl rolls on the Characters List and Karl rolls on the Characters List and gets Choose Most Likelygets Choose Most Likely
Character. He chooses Kristoff, meaning that this new Character. He chooses Kristoff, meaning that this new CharacterCharacter
is connected to is connected to that one. For Identity, Karl rolls 13 for that one. For Identity, Karl rolls 13 for Roll ForRoll For
TTwo Identities. He wo Identities. He rolls 52 for rolls 52 for Socialite and 76 Socialite and 76 for Deceiver. Forfor Deceiver. For
Descriptors, Karl rolls 49 for Interesting.Descriptors, Karl rolls 49 for Interesting.

Karl decides that this new Character is the mistress ofKarl decides that this new Character is the mistress of
Kristoff. She is a wealthy woman who spends Kristoff. She is a wealthy woman who spends all of herall of her
time delving into magic. She’s also well known as a liar andtime delving into magic. She’s also well known as a liar and
a sociopath. She’a sociopath. She’s an interesting, s an interesting, intelligent woman wintelligent woman withith
expensive tastes. For the expensive tastes. For the Plot Point, what she’s protecting arePlot Point, what she’s protecting are
her own interests. She not only her own interests. She not only wants the book she ordered,wants the book she ordered,
she needs it for something. she needs it for something. Since Christopher was able toSince Christopher was able to
repel Kristoff in repel Kristoff in the previous Tthe previous Turning Point with magic, urning Point with magic, hishis
employeremployer, Lady Lydia, has per, Lady Lydia, has per sonally come to csonally come to collect.ollect.

Karl decides that Lydia is not directly connected to the Karl decides that Lydia is not directly connected to the newnew
Plotline developing in this Turning Point. She’s another distractionPlotline developing in this Turning Point. She’s another distraction
ChristopheChristopher must deal with. r must deal with. Karl decides that whatever the newKarl decides that whatever the new
Plotline is will be guided by the other Plot Points in this TurningPlotline is will be guided by the other Plot Points in this Turning
Point. He’s thinking it’ll still likely be library related.Point. He’s thinking it’ll still likely be library related.

Karl writes Lady Lydia onto the Characters List and moves onKarl writes Lady Lydia onto the Characters List and moves on
to Plot Point 2. He rolls 10 for Theme. Since this is the first 10to Plot Point 2. He rolls 10 for Theme. Since this is the first 10
Karl has rolled Karl has rolled for a Tfor a Turning Point Theme in this urning Point Theme in this Adventure theAdventure the
result is Mystery, Theme Priority 4. However, he rolled an result is Mystery, Theme Priority 4. However, he rolled an 11 for11 for
the Plot Point, which is None, so the Plot Point, which is None, so the Theme is irrelevant anyway.the Theme is irrelevant anyway.
Karl makes a mental note that he did Karl makes a mental note that he did roll a 10. The next time heroll a 10. The next time he
rolls it, he’ll have to go rolls it, he’ll have to go with the Priority 5 Theme.with the Priority 5 Theme.

For Plot Point 3, Karl rolls 9 For Plot Point 3, Karl rolls 9 for the Theme, Personal. He rollsfor the Theme, Personal. He rolls
14 for the Plot 14 for the Plot Point, another None.Point, another None.

For Plot Point 4, Karl For Plot Point 4, Karl rolls 2 for rolls 2 for the Theme, Tthe Theme, Tension, andension, and

47 for the Plot Point, A Character 47 for the Plot Point, A Character Is Incapacitated. Karl rollsIs Incapacitated. Karl rolls
on the Characters List to Invoke a Character for this Ploton the Characters List to Invoke a Character for this Plot
Point, rolling 18, Lady Point, rolling 18, Lady Lydia. Hmm, that’Lydia. Hmm, that’s interesting. Karl s interesting. Karl isis
going to reserve judgement on that result for the moment untilgoing to reserve judgement on that result for the moment until
he gets his final Plot he gets his final Plot Point.Point.

Rolling for Plot Point 5, Karl rolls 5 for Theme, Action, andRolling for Plot Point 5, Karl rolls 5 for Theme, Action, and
66 for the Plot Point, Crash. This means a vehicle crashes in this66 for the Plot Point, Crash. This means a vehicle crashes in this
Turning Point, endangering a Character. Karl rolls on the CharacterTurning Point, endangering a Character. Karl rolls on the Character
List to Invoke who that Character is, and gets 80 for Choose MostList to Invoke who that Character is, and gets 80 for Choose Most
Logical Character. He considers making it Lady Lydia, since a crashLogical Character. He considers making it Lady Lydia, since a crash
would explain her incapacitation. However, there hasn’t been a Plotwould explain her incapacitation. However, there hasn’t been a Plot
Point yet in this Turning Point that suggests a new Plotline to Karl,Point yet in this Turning Point that suggests a new Plotline to Karl,
so he decides to Invoke Christopher as the Crash recipient since itso he decides to Invoke Christopher as the Crash recipient since it
generates an idea for him.generates an idea for him.

Karl writes Christopher onto another entry on the CharactersKarl writes Christopher onto another entry on the Characters
List since he List since he just Invoked him in just Invoked him in this Tthis Turning Point.urning Point.

Considering these Plot Points, Karl comes up with thisConsidering these Plot Points, Karl comes up with this
scenario for scenario for the Tthe Turning Point: Given urning Point: Given Christopher’Christopher’s extensives extensive
knowledge of eldritch knowledge of eldritch tomes in New York Citytomes in New York City, he knows of, he knows of
a special library in town that a special library in town that is open to mages (Karl made ais open to mages (Karl made a
knowledge roll for his knowledge roll for his Character using the RPCharacter using the RPG system he’G system he’ss
using for this Adventure to determine that using for this Adventure to determine that Christopher had thisChristopher had this
option). Christopher doesn’t often go there since he isn’t welloption). Christopher doesn’t often go there since he isn’t well
liked, but liked, but he’he’s on s on a timetable and a timetable and doesndoesn’’t have many t have many choices.choices.

Christopher gets into his car and makes his way across town. AsChristopher gets into his car and makes his way across town. As
he wends his way through traffic, the air in the car shimmers andhe wends his way through traffic, the air in the car shimmers and
Lady Lydia appears in the passenger seat having teleported to him.Lady Lydia appears in the passenger seat having teleported to him.
 As Chri As Christophestopher fights r fights traffic, traffic, Lady LLady Lydia vydia verbally erbally berates berates him abhim aboutout
how he treated Kristoff that morning and demands her book.how he treated Kristoff that morning and demands her book.

Christopher has no choice but to come clean and Christopher has no choice but to come clean and explain toexplain to
Lady Lydia what is happening. Christopher is hoping to enlistLady Lydia what is happening. Christopher is hoping to enlist
her help at this point. Making persuasion rolls in ther help at this point. Making persuasion rolls in the RPG systemhe RPG system
Karl is using, Christopher makes some headway with talkingKarl is using, Christopher makes some headway with talking
Lydia into helping him to break the curse.Lydia into helping him to break the curse.

UnfortunatelyUnfortunately, as Christopher is , as Christopher is driving his brakes suddenlydriving his brakes suddenly
go out. Swerving out of control, he slams into go out. Swerving out of control, he slams into a light post,a light post,
totalling his car. Making damage rolls, Christopher takes sometotalling his car. Making damage rolls, Christopher takes some
harm, but Lady harm, but Lady Lydia is hurt so badly Lydia is hurt so badly she’she’s out of s out of commission.commission.

Since Karl is playing this Adventure solo, he role plays outSince Karl is playing this Adventure solo, he role plays out
the careening out of control car the careening out of control car and the aftermath of the crash.and the aftermath of the crash.
 After an ambulance takes Lydia away After an ambulance takes Lydia away, Christopher has a mechanic, Christopher has a mechanic
inspect the wreckage of his vehicle. The mechanic determines thatinspect the wreckage of his vehicle. The mechanic determines that
Christopher’Christopher’s car s car was deliberately sabotaged by was deliberately sabotaged by someone. Thesomeone. The
crash was not an accident, someone tried crash was not an accident, someone tried to kill Christopher.to kill Christopher.

Karl decides that this is the new Plotline: “Who wantsKarl decides that this is the new Plotline: “Who wants
Christopher dead?” Karl writes that onto tChristopher dead?” Karl writes that onto the Plotlines List.he Plotlines List.

That whole TThat whole Turning Point also took about a urning Point also took about a half hour tohalf hour to
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determine and play determine and play through for Karl. through for Karl. He’He’s happy with s happy with how thehow the
 Adventure is going so far; his Chara Adventure is going so far; his Character has a cursed book tocter has a cursed book to
contend with that threatens to contend with that threatens to ruin his livelihood and a mysteryruin his livelihood and a mystery
person is trying to kperson is trying to kill him. Christopher is having a bad day.ill him. Christopher is having a bad day.

Karl’Karl’s Lists right s Lists right now look like this:now look like this:

NotesNotes

PLOT PLOT POINTS POINTS CHARACTERS CHARACTERS INVOKEDINVOKED

11

22

33

44

55

TTUURRNNIINNG  G  PPOOIINNTT PPLLOOTTLLIINNEE

New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion

Precr Precr 
 Nne  Nne 
 Nne  Nne 
 A characer is incapaci�aed  A characer is incapaci�aed 
 Crash  Crash 

 x  x 

 Lady Lydia  Lady Lydia 

 Lady Lydia  Lady Lydia 
 Chrispher  Chrispher 

 2  2 

 Break he evil curse  Break he evil curse 
Wh wans Chrispher dead? Wh wans Chrispher dead? 

 Chrispher  Chrispher 
 Boksre cliens Boksre cliens
 Chrispher  Chrispher 
 Krisf Krisff  f  
 Lady Lydia  Lady Lydia 
 Chrispher  Chrispher 

Karl’Karl’s been playing his s been playing his solo Adventure for an solo Adventure for an hour andhour and
considers calling it for the moment and considers calling it for the moment and picking up again later,picking up again later,
but he decides but he decides to play through one to play through one more Tmore Turning Point to seeurning Point to see
what happens next. Christopher still needs to what happens next. Christopher still needs to find his way to afind his way to a
library. Although someone is trying to kill library. Although someone is trying to kill him, there’him, there’s little hes little he
can do about that while the can do about that while the cursed book is a known threat that hecursed book is a known threat that he
can do something about.can do something about.

Karl decides that Christopher phones in an order Karl decides that Christopher phones in an order of flowersof flowers
to be sent to be sent to Lady Lydia’to Lady Lydia’s hospital room, then rents hospital room, then rents a taxi to s a taxi to visitvisit
a book client of a book client of his who is also a his who is also a fellow New Yfellow New York mage andork mage and
owns a decent librarowns a decent libraryy. It’. It’s late at s late at night now, and the public magenight now, and the public mage
library is closed. library is closed. Christopher doesn’Christopher doesn’t want to t want to waste time waitingwaste time waiting
until tomorrow, even though his until tomorrow, even though his friend’friend’s library s library will be will be inferior.inferior.
He hopes to find an answer to his cursed He hopes to find an answer to his cursed book there during thebook there during the
night, and hopefully destroy the evil book by morning.night, and hopefully destroy the evil book by morning.

Karl begins work on Turning PKarl begins work on Turning Point 3. He rolls oint 3. He rolls for thefor the
Plotline, getting 17 for Choose Most Logical Plotline. Given thatPlotline, getting 17 for Choose Most Logical Plotline. Given that
Christopher is heading to a library to solve his evil book problem,Christopher is heading to a library to solve his evil book problem,
Karl decides the most logical Plotline is “Break the evil curse.”Karl decides the most logical Plotline is “Break the evil curse.”
Since he’Since he’s Invoking this s Invoking this Plotline for Plotline for this Tthis Turning Point, he urning Point, he writeswrites
it into another slot on the it into another slot on the Plotlines List.Plotlines List.

Now it’s time to generate Plot Points. For his Character’sNow it’s time to generate Plot Points. For his Character’s
sake, Karl is hoping Christopher catches a break in this Turningsake, Karl is hoping Christopher catches a break in this Turning
Point. It’s been one problem after another for Christopher thisPoint. It’s been one problem after another for Christopher this
day, he needs a win.day, he needs a win.

Karl rolls for Plot Point 1, getting 1 for the Theme, makingKarl rolls for Plot Point 1, getting 1 for the Theme, making
it Tension. He rolls 53 for the Plot Point, Dead. Well that’s notit Tension. He rolls 53 for the Plot Point, Dead. Well that’s not
good. Karl rolls to Invoke a Character to see who ends up dead,good. Karl rolls to Invoke a Character to see who ends up dead,
and gets 93, Choose Most Logical Character. Karl considers goingand gets 93, Choose Most Logical Character. Karl considers going
with Lydia, since she’s already suffering injuries in the hospital, butwith Lydia, since she’s already suffering injuries in the hospital, but
he doesn’t see how that would impact the current Turning Point.he doesn’t see how that would impact the current Turning Point.
 What would ma What would make more senke more sense is if the pese is if the person Christoprson Christopher is goingher is going
to meet is dead. The owner of the to meet is dead. The owner of the personal library is a client ofpersonal library is a client of
Christopher’s, and “Bookstore clients” is already on the CharactersChristopher’s, and “Bookstore clients” is already on the Characters
List, making this a valid Character choice to Invoke. Karl goesList, making this a valid Character choice to Invoke. Karl goes
with that. He writes “Bookstore clients” onto the Characters Listwith that. He writes “Bookstore clients” onto the Characters List
again since he’s Invoking this Character for this Plot Point.again since he’s Invoking this Character for this Plot Point.

Even though Christopher is going to meet an individual, KarlEven though Christopher is going to meet an individual, Karl
is abstracting this Character as a generic “bookstore client”. Inis abstracting this Character as a generic “bookstore client”. In
 Adventure Crafter terms, this Character isn Adventure Crafter terms, this Character isn’’t important enought important enough
to have their own name and slot on the to have their own name and slot on the Characters List. ThisCharacters List. This
Character serves more as a Character serves more as a plot device for plot device for this Tthis Turning Point.urning Point.

For Plot Point 2, Karl rolls 8 for Theme, Personal, and 100 forFor Plot Point 2, Karl rolls 8 for Theme, Personal, and 100 for
Plot Point, a Meta Plot Point. Rolling on the Meta Plot Point Table,Plot Point, a Meta Plot Point. Rolling on the Meta Plot Point Table,
Karl gets 24 for Character Returns. Since no Characters have left theKarl gets 24 for Character Returns. Since no Characters have left the
 Adv Adventure enture to reto return, thturn, this reis result tsult turns iurns into a nto a New CNew Characharacter reter result.sult.

Karl rolls Karl rolls for the for the new Character’s Special Tnew Character’s Special Trait and rait and gets thatgets that
the Character is an object. Karl rolls fthe Character is an object. Karl rolls for this new Character’sor this new Character’s
Identity and gets 60 for Servant. For Descriptors, Karl rolls 69 forIdentity and gets 60 for Servant. For Descriptors, Karl rolls 69 for
Erratic and 62 for Different.Erratic and 62 for Different.

Karl thinks about it for a Karl thinks about it for a moment. The idea of this Charactermoment. The idea of this Character
being an object and “different” really sticks out to him, givingbeing an object and “different” really sticks out to him, giving
Karl an idea. He decides that the Character Karl an idea. He decides that the Character is actually anotheris actually another
copy of the evil Grimoire itself. It would be connected tocopy of the evil Grimoire itself. It would be connected to
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the Plotline of “Break the evil curse”, and it wants the Plotline of “Break the evil curse”, and it wants to hinderto hinder
Christopher’Christopher’s efforts to s efforts to resolve this Plotline. That would certainlyresolve this Plotline. That would certainly
be a “different” kind of Character, being a malignant book, be a “different” kind of Character, being a malignant book, andand
“erratic“erratic” could be used to d” could be used to describe the kind of magic it wields.escribe the kind of magic it wields.

Karl writes Grimoire onto the Characters List and continues.Karl writes Grimoire onto the Characters List and continues.
Rolling for Plot Point 3, Karl gets 6 for the Theme, Action,Rolling for Plot Point 3, Karl gets 6 for the Theme, Action,

and 53 for the Plot Point of Mass Battle. He writes that on theand 53 for the Plot Point of Mass Battle. He writes that on the
 Adventure Sheet and continues. Karl has an idea for this but Adventure Sheet and continues. Karl has an idea for this but
decides to wait until the decides to wait until the last two Plot Points are done beforelast two Plot Points are done before
making up his mind.making up his mind.

For Plot Point 4, Karl rolls 9 for the Theme, Personal, and 42For Plot Point 4, Karl rolls 9 for the Theme, Personal, and 42
for the Plot Point, A Character Is Incapacitated. Karl rolls to Invokefor the Plot Point, A Character Is Incapacitated. Karl rolls to Invoke
a Character for this Plot Point and gets 81 for New Character.a Character for this Plot Point and gets 81 for New Character.
Rolling for the new Character, Karl gets that the Character isRolling for the new Character, Karl gets that the Character is
helpful toward resolving the Plotline, has an Identity of Guard, andhelpful toward resolving the Plotline, has an Identity of Guard, and
Descriptors of Commanding and Curious. Karl decides that theDescriptors of Commanding and Curious. Karl decides that the
new Character is Flynn, the dead client’s personal bodyguard.new Character is Flynn, the dead client’s personal bodyguard.

Karl works up Karl works up the last Plot Point of tthe last Plot Point of this This Turning Point, rollingurning Point, rolling
10 for the Theme. Since this is the second 10 rolled in this10 for the Theme. Since this is the second 10 rolled in this
 Adventure for a Th Adventure for a Theme, Karl goes with the Priority 5 eme, Karl goes with the Priority 5 Theme ofTheme of
Social. He rolled 82 for the Plot Point, Alliance. Karl considersSocial. He rolled 82 for the Plot Point, Alliance. Karl considers
rolling to Invoke a Character to attach to this Plot Point, but herolling to Invoke a Character to attach to this Plot Point, but he

decides he already knows what it means: Flynn will offer decides he already knows what it means: Flynn will offer to helpto help
work with Christopher, assuming he survives the Scene.work with Christopher, assuming he survives the Scene.

Putting all of Putting all of this together, Karl decides this together, Karl decides that this Tthat this Turningurning
Point pans out like this: Christopher is anxious to get answers toPoint pans out like this: Christopher is anxious to get answers to
the book devouring his collection, so he pays a late night cthe book devouring his collection, so he pays a late night call to aall to a
client of his who client of his who owns a large, personal mystic owns a large, personal mystic librarylibrary. The man is. The man is
an eccentric recluse who lives in a secludan eccentric recluse who lives in a secluded area in a dilapidated,ed area in a dilapidated,
ruined old house. ruined old house. It’It’s near midnight s near midnight as Christopher walks up as Christopher walks up thethe
stone steps of the falling down old place stone steps of the falling down old place that looks something likethat looks something like
a classic haunted house. The front door is open, and is hanginga classic haunted house. The front door is open, and is hanging
from one hinge as if it was broken down.from one hinge as if it was broken down.

Stepping inside the Stepping inside the house’house’s dusty s dusty foyerfoyer, Christopher c, Christopher can smellan smell
magic in the air. Wicked magic. The place is a magic in the air. Wicked magic. The place is a shambles, as if itshambles, as if it
had been ransacked by a mob.had been ransacked by a mob.

 As Ch As Christoristopher mpher makes akes his whis way toay toward ward the lthe library ibrary a figa figure sure shufflehuffless
from the darkness, lurching toward him. Christopher realizes with afrom the darkness, lurching toward him. Christopher realizes with a
shock that it’s a zombishock that it’s a zombie, and there are e, and there are more behind it.more behind it.

Karl decides to turn this Karl decides to turn this encounter into a mass combat betweenencounter into a mass combat between
Christopher and a group of zombies that had invaded the house atChristopher and a group of zombies that had invaded the house at
the summons of the evil book. The battle itself can be the summons of the evil book. The battle itself can be drawn out,drawn out,
involving Christopher using his magic to defend himself as well asinvolving Christopher using his magic to defend himself as well as
running around the house to hide running around the house to hide when he is overwhelmed.when he is overwhelmed.

EventuallyEventually, Christopher prevails , Christopher prevails and destroys all and destroys all of theof the
zombies. Shaken and wounded, but alive, he heads to the libraryzombies. Shaken and wounded, but alive, he heads to the library
and finds the client laying dead and finds the client laying dead on the floor and his bodyguard,on the floor and his bodyguard,
Flynn, injured. A book sits on a desk, Flynn, injured. A book sits on a desk, and it looks exactly like theand it looks exactly like the
cursed Grimoire that is cursed Grimoire that is troubling Christopher.troubling Christopher.

Christopher goes to the aid of the wounded Christopher goes to the aid of the wounded man, weaving aman, weaving a
spell around him to help bring him back from the brink of death.spell around him to help bring him back from the brink of death.
 When he regains consciousness, Flynn explains tha When he regains consciousness, Flynn explains that his employert his employer
had been examining a new volume when it suddenly had been examining a new volume when it suddenly began tobegan to
throw off a great deal throw off a great deal of magical energy. Within the hour a smallof magical energy. Within the hour a small
horde of zombies, raised from a nearby horde of zombies, raised from a nearby cemetery, was battering atcemetery, was battering at
the front door of the house. The creatures broke in and his bossthe front door of the house. The creatures broke in and his boss
was killed. Flynn tried to save him but was killed. Flynn tried to save him but was mauled by the undeadwas mauled by the undead
mob until he collapsed, surviving only because Christophermob until he collapsed, surviving only because Christopher
entered the house and distracted the entered the house and distracted the creatures.creatures.

Christopher uses his powers to examine the Grimoire, and itChristopher uses his powers to examine the Grimoire, and it
appears to be a duplicate of his own. It is also cursed, appears to be a duplicate of his own. It is also cursed, but in abut in a
different way.different way.

Someone in New YSomeone in New York appears to be ork appears to be feeding the mysticfeeding the mystic
community a number of these cursed volumes, placing them intocommunity a number of these cursed volumes, placing them into
established libraries and collections to ... do what? Destroy theestablished libraries and collections to ... do what? Destroy the
collections? Kill their owners?collections? Kill their owners?

 Although Flynn is still wounded and is barely able to walk, he Although Flynn is still wounded and is barely able to walk, he
offers his aid to Christopher. Flynn wants to know who killed hisoffers his aid to Christopher. Flynn wants to know who killed his
employer and to put a stop to it.employer and to put a stop to it.
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Christopher accepts his offer, thinking he’s going to need allChristopher accepts his offer, thinking he’s going to need all
the help he can get tthe help he can get to survive this.o survive this.

 Although the house is a wreck, Christopher decides to stay Although the house is a wreck, Christopher decides to stay
and peruse through the library and peruse through the library looking for the answers he seeks.looking for the answers he seeks.
He needs to find some clues as to He needs to find some clues as to the nature of the Grimoires andthe nature of the Grimoires and
how to break their curses.how to break their curses.

Karl is happy with Karl is happy with how his solo Adventure is playing out.how his solo Adventure is playing out.
Christopher is embroiled in a dangerous mystery. The CharacterChristopher is embroiled in a dangerous mystery. The Character
has had an attempt on his life and is rhas had an attempt on his life and is running against the clockunning against the clock
to disenchant an evil book. On top of that, this appears to beto disenchant an evil book. On top of that, this appears to be
part of a campaign against New York City mages. Christopherpart of a campaign against New York City mages. Christopher
not only has to dispel the curse, but not only has to dispel the curse, but discover who wants him,discover who wants him,
and others like him, dead.and others like him, dead.

Karl’Karl’s been playing his s been playing his Adventure for almost an hour Adventure for almost an hour andand
a half now, and decides to end this session. He can come backa half now, and decides to end this session. He can come back
to it and to it and resume with the next Turning Presume with the next Turning Point. By making taskoint. By making task
resolution rolls against resolution rolls against Christopher’Christopher’s mystic s mystic knowledge, usingknowledge, using
the RPG system Karl chose for his Adventure, he deterthe RPG system Karl chose for his Adventure, he determinedmined
that Christopher gleans useful that Christopher gleans useful information from the dead information from the dead manman’’ss
collection. Christopher will need collection. Christopher will need to locate materials for to locate materials for a spell he’sa spell he’s
going to try to break the curse, and Karl figures that will be thegoing to try to break the curse, and Karl figures that will be the
focus of the focus of the next Tnext Turning Point when he resumes turning Point when he resumes the Adventure.he Adventure.

His Adventure Sheet and Lists look like this now:His Adventure Sheet and Lists look like this now:

NotesNotes

PLOT PLOT POINTS POINTS CHARACTERS CHARACTERS INVOKEDINVOKED

11

22

33

44

55

TTUURRNNIINNG  G  PPOOIINNTT PPLLOOTTLLIINNEE
New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion

 Dead  Dead 
 New characer  New characer 
 Mass batle  Mass batle 
 A characer is incapaci�aed  A characer is incapaci�aed 
 Alliance  Alliance 

 x  x 

 Boksre cliens Boksre cliens
 Grimire  Grimire 

 Flynn  Flynn 

 3 3  Break he evil curse  Break he evil curse 

 Break he evil curse  Break he evil curse 
Wh wans Chrispher dead? Wh wans Chrispher dead? 

 Break he evil curse  Break he evil curse 

 Chrispher  Chrispher 
 Boksre cliens Boksre cliens
 Chrispher  Chrispher 
 Krisf Krisf f  f  
 Lady Lydia  Lady Lydia 
 Chrispher  Chrispher 
 Boksre cliens Boksre cliens
 Grimire  Grimire 
 Flynn  Flynn 

BACKGROUND GENERATOR BACKGROUND GENERATOR 

The Kingdom of Kardusk The Kingdom of Kardusk 

Keith is GMing a fantasy campaign in a homebrew world ofKeith is GMing a fantasy campaign in a homebrew world of
his own creation. He wants to base the campaign in the kingdomhis own creation. He wants to base the campaign in the kingdom
of Kardusk, where all of the Player Characters are from and wof Kardusk, where all of the Player Characters are from and wherehere
most of the action will take place. most of the action will take place. He wants Kardusk to haveHe wants Kardusk to have
a distinct and a distinct and original flavor. He decides to let The Adventureoriginal flavor. He decides to let The Adventure
Crafter have a crack Crafter have a crack at constructing at constructing Kardusk’Kardusk’s history so s history so he canhe can
extrapolate from that what the kingdom is like in extrapolate from that what the kingdom is like in the present day.the present day.

Keith decides he’Keith decides he’s not going to prejudice the s not going to prejudice the process with anyprocess with any
prior information, so he starts with blank Lists. prior information, so he starts with blank Lists. He figures he’llHe figures he’ll
keep making Tkeep making Turning Points until he furning Points until he feels he has a ceels he has a cohesive andohesive and
complete history, then stop.complete history, then stop.

Making a backgroundMaking a background
is just like any otheris just like any other
 Adventure storyline, so Adventure storyline, so
Keith starts by rolling theKeith starts by rolling the
Themes. He rolls 5 forThemes. He rolls 5 for
Mystery as the PrimaryMystery as the Primary
Theme. Next, he rolls aTheme. Next, he rolls a
4 for Tension for Theme4 for Tension for Theme
Priority 2. For the thirdPriority 2. For the third

ThemesThemes

11 1-41-4

22 5-75-7

33 8-98-9

44 1010

55 1010

 Mysery Mysery
 Tensin  Tensin 
Scial Scial 
Persnal Persnal 

 Acin  Acin 
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Theme, he rolls 4 again, so he goes down the list to Theme, he rolls 4 again, so he goes down the list to the nextthe next
available Themavailable Theme, which is e, which is Social. The fourth roll is 9 Social. The fourth roll is 9 for Personal.for Personal.
That leaves Action as the That leaves Action as the last Theme.last Theme.

Moving on to the first Turning Point, he doesn’t roll for aMoving on to the first Turning Point, he doesn’t roll for a
Plotline since there are none yet, defaulting Plotline since there are none yet, defaulting to New Plotline.to New Plotline.

For Plot Point 1, he rolls 8 For Plot Point 1, he rolls 8 for the Theme, which is for the Theme, which is Social, andSocial, and
95 for the Plot 95 for the Plot Point, which is Servant. This Plot Point involvesPoint, which is Servant. This Plot Point involves
a servant of someone, so Keith decides to Invoke a Character ta servant of someone, so Keith decides to Invoke a Character too
see whom the servant serves. Since the Characters List is blanksee whom the servant serves. Since the Characters List is blank
and there is no one to roll, and there is no one to roll, it defaults to a result of it defaults to a result of New CharacterNew Character
because that’s the only possible result right now.because that’s the only possible result right now.

Rolling for the Rolling for the new Character, Keith gets new Character, Keith gets a Special Ta Special Traitrait
of Individual, Identity of Entertof Individual, Identity of Entert ainer, and Descriptors ofainer, and Descriptors of
Common and Inept.Common and Inept.

Keith thinks about this for a moment, and decides that theKeith thinks about this for a moment, and decides that the
Character is a traveling actor from the days before the kingdomCharacter is a traveling actor from the days before the kingdom
was founded. This actor and his roving troupe are ordinarywas founded. This actor and his roving troupe are ordinary
for their time, nothing remarkable. In fact, he is a for their time, nothing remarkable. In fact, he is a somewhatsomewhat
incompetent actor and incompetent actor and troupe leader, just barely getting troupe leader, just barely getting byby..

Keith names the Character Ronaldo and writes him ontoKeith names the Character Ronaldo and writes him onto
the Characters List. The the Characters List. The Plot Point involves one of Plot Point involves one of Ronaldo’Ronaldo’ss
servants, which Keith decides would be a servants, which Keith decides would be a member of his troupe ofmember of his troupe of
traveling entertainers. Keith at this point has ntraveling entertainers. Keith at this point has no idea what theseo idea what these
people have to do with the history of people have to do with the history of Kardusk, but he figures it’llKardusk, but he figures it’ll
become clear soon enough.become clear soon enough.

For Plot Point 2, For Plot Point 2, Keith rolls 7 Keith rolls 7 for Theme, which is Tension,for Theme, which is Tension,
and 74 for the Plot Point, which is A Need To Hide. He rolls onand 74 for the Plot Point, which is A Need To Hide. He rolls on
the Characters List to Invoke a Character to see who needs tothe Characters List to Invoke a Character to see who needs to
hide, getting 68 for hide, getting 68 for New Character.New Character.

The new Character’s Special Trait is Hinders ResolvingThe new Character’s Special Trait is Hinders Resolving
This Plotline, has an Identity of Socialite, and Descriptor ofThis Plotline, has an Identity of Socialite, and Descriptor of
Commanding. Keith decides that this Character is Gasteen, aCommanding. Keith decides that this Character is Gasteen, a
moderately successful merchant who is a patron of the moderately successful merchant who is a patron of the arts and aarts and a
frequent bankroller of frequent bankroller of RonaldoRonaldo’’s plays. Gasteen is s plays. Gasteen is a commandinga commanding
man with his fingers in lots of entman with his fingers in lots of enterprises. For some reason,erprises. For some reason,
probably resulting from a complication of one of his businessprobably resulting from a complication of one of his business
ventures, Gasteen needs to hide. Keith decides to ventures, Gasteen needs to hide. Keith decides to combine thiscombine this
Plot Point with the first one; the merchant has gotten himselfPlot Point with the first one; the merchant has gotten himself
into trouble and into trouble and approaches a member of Ronlaldo’approaches a member of Ronlaldo’s troupes troupe
for help in hiding him, probably having him masquerade as afor help in hiding him, probably having him masquerade as a
member of the cast. Since Gasteen’s Special Trait is he hinders themember of the cast. Since Gasteen’s Special Trait is he hinders the
resolution of the Plotline, Keith figures whatever trouble Gasteenresolution of the Plotline, Keith figures whatever trouble Gasteen
is in may be the cause of the is in may be the cause of the growing Plotline.growing Plotline.

Keith writes Gasteen onto the Characters List.Keith writes Gasteen onto the Characters List.
For Plot Point 3, Keith rolls 10 for the Theme. This is his firstFor Plot Point 3, Keith rolls 10 for the Theme. This is his first

10, so he goes with Theme Priority 4, which is Personal. For the10, so he goes with Theme Priority 4, which is Personal. For the
Plot Point, he Plot Point, he rolled 69, Willing To Trolled 69, Willing To Talk. Keith alk. Keith Invokes a CharacterInvokes a Character

to see who wants to talk, and rolls 44 for New Character.to see who wants to talk, and rolls 44 for New Character.
The new The new Character has a Character has a Special TSpecial Trait of rait of Hinders ResolvingHinders Resolving

The Plotline, an Identity of Fighter and Student, and DescriptorThe Plotline, an Identity of Fighter and Student, and Descriptor
of Elegant. Keith decides of Elegant. Keith decides that “fighter” and “student” impliesthat “fighter” and “student” implies
this Characters is a soldier in training, probably young. Elegantthis Characters is a soldier in training, probably young. Elegant
implies that he’s educated, maybe from implies that he’s educated, maybe from a wealthy or a wealthy or noble family.noble family.
He names the Character Nigel.He names the Character Nigel.

 A picture is starting to form in Keith A picture is starting to form in Keith’s ’s mind about what’mind about what’ss
going on. Gasteen angers someone, probably someone powerful,going on. Gasteen angers someone, probably someone powerful,
and uses his influence and uses his influence with Ronaldo’with Ronaldo’s troupe to s troupe to talk them intotalk them into
letting him hide with them. A young soldier in letting him hide with them. A young soldier in training learns oftraining learns of
this, and turns Gasteen in to this, and turns Gasteen in to gain favor for himself.gain favor for himself.

Keith has two more Plot Points to generate to flesh thisKeith has two more Plot Points to generate to flesh this
fledgling Plotline out more. fledgling Plotline out more. He still doesn’He still doesn’t know what t know what GasteenGasteen
has done, or who he has angered.has done, or who he has angered.

For Plot Point 4 Keith rolls 10. This is his second 10 resultFor Plot Point 4 Keith rolls 10. This is his second 10 result
when rolling for the Theme, so he when rolling for the Theme, so he goes with Theme Prioritygoes with Theme Priority
5, Action. For the Plot Point, he rolled 36, Hunted. He rolls5, Action. For the Plot Point, he rolled 36, Hunted. He rolls
on the Character List ton the Character List to Invoke the Character who is o Invoke the Character who is beingbeing
hunted, and gets 35 for New Character. For this new Character,hunted, and gets 35 for New Character. For this new Character,
Keith rolls a Special Trait of The Character Assists In ResolvingKeith rolls a Special Trait of The Character Assists In Resolving
This Plotline, an Identity of Scientist, and This Plotline, an Identity of Scientist, and CharacteristicsCharacteristics
of Respectful, and Wild. Since this is of Respectful, and Wild. Since this is a fantasy world, Keitha fantasy world, Keith
decides that “scientist” in this regard actually means mystic anddecides that “scientist” in this regard actually means mystic and
sorcerer. He interprets these results to mean this Character issorcerer. He interprets these results to mean this Character is
a community of druids. They are respected by a community of druids. They are respected by the locals whothe locals who
receive periodic aid from them, even though the receive periodic aid from them, even though the druids live indruids live in
the wilds of the the wilds of the forests and are somewhat feral and uncivilized.forests and are somewhat feral and uncivilized.
Keith calls them the Margan Druids.Keith calls them the Margan Druids.

Since the druids are being hunted, Since the druids are being hunted, Keith decides that a localKeith decides that a local
warlord who holds power over the region warlord who holds power over the region has a campaign againsthas a campaign against
them to wipe them out, perhaps because he perceives them as athem to wipe them out, perhaps because he perceives them as a
threat to his control.threat to his control.

The druids are helpful toward resolving the Plotline. KeithThe druids are helpful toward resolving the Plotline. Keith
decides this means Gasteen seeks help from decides this means Gasteen seeks help from them for histhem for his
problem. The picture this paints for Keith is problem. The picture this paints for Keith is that Gasteen gotthat Gasteen got
in trouble with the in trouble with the local warlord. When Nigel discovers wherelocal warlord. When Nigel discovers where
he’he’s hiding, the young soldier s hiding, the young soldier informs on him to the informs on him to the warlord.warlord.
Needing more protection, Gasteen goes to the drNeeding more protection, Gasteen goes to the druids, sinceuids, since
they and the warlord are enemies.they and the warlord are enemies.

Keith has one last Plot Point to generate, rolling a Theme of 7,Keith has one last Plot Point to generate, rolling a Theme of 7,
for Tension, and a Plot Point of 50, for At Night.for Tension, and a Plot Point of 50, for At Night.

Keith interprets all of this to mean: Keith interprets all of this to mean: in the prehistory ofin the prehistory of
Kardusk, the land was wild and inhabited by Kardusk, the land was wild and inhabited by commoners workingcommoners working
lonely farmsteads and a handful of warlords and barons operatinglonely farmsteads and a handful of warlords and barons operating
independent feudal zones. The Margan Druids lived among theindependent feudal zones. The Margan Druids lived among the
woods and sometimes gave aid to woods and sometimes gave aid to the poor, but were oppressedthe poor, but were oppressed
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by the local warlord because he feared they were a tby the local warlord because he feared they were a threat to hishreat to his
control of the region.control of the region.

During one of his During one of his trips to a trips to a small town, Ronaldo’small town, Ronaldo’s troupe ofs troupe of
roving entertainers was approached by the merchant Gasteen, aroving entertainers was approached by the merchant Gasteen, a
financial backer of the actor and financial backer of the actor and his plays. Gasteen was in a panic:his plays. Gasteen was in a panic:
he had angered the local warlord because of a business deal thathe had angered the local warlord because of a business deal that
went badly. Soldiwent badly. Soldiers were coming for Gasteen, and he needed ers were coming for Gasteen, and he needed toto
hide, fearing for his life.hide, fearing for his life.

Ronaldo and his troupe agreed to hide the merchant,Ronaldo and his troupe agreed to hide the merchant,
disguising him as a member of their acting troupe. Since theydisguising him as a member of their acting troupe. Since they
were such a bad group of actors to begin were such a bad group of actors to begin with, an unskilledwith, an unskilled
member in their midst was hardly noticed.member in their midst was hardly noticed.

The warlord had put a bounty out The warlord had put a bounty out for Gasteen. One night,for Gasteen. One night,
during a performance, a young soldier in during a performance, a young soldier in the crowd recognizedthe crowd recognized
Gasteen and reported him to the nearest garrison of Gasteen and reported him to the nearest garrison of the warlord.the warlord.
 When Gasteen realized he was found out, he and Ronaldo When Gasteen realized he was found out, he and Ronaldo’’ss
troupe fled to the closest safety they could think of: a foresttroupe fled to the closest safety they could think of: a forest
encampment of Margan Druids.encampment of Margan Druids.

Keith likes the drama that this Turning Point has generated. HeKeith likes the drama that this Turning Point has generated. He
decides that the Plotline created in this Turning Point is “Escapedecides that the Plotline created in this Turning Point is “Escape
from the warlord”, and writes that onto the from the warlord”, and writes that onto the Plotlines List. KeithPlotlines List. Keith
isn’t exactly sure yet what this means for the history of Kardusk,isn’t exactly sure yet what this means for the history of Kardusk,
but he thinks it’s likely that this conflict will result in a but he thinks it’s likely that this conflict will result in a large scalelarge scale
showdoshowdown between the wn between the warlord and the druids, warlord and the druids, perhaps droppingperhaps dropping
the countryside into a war. Keith can see order arising from thisthe countryside into a war. Keith can see order arising from this
chaos, that may give birth to the chaos, that may give birth to the Kardusk nation.Kardusk nation.

Keith decides he nKeith decides he needs at least one eeds at least one more Tmore Turning Point tourning Point to
develop this storyline develop this storyline further. So far, his Lists look like this:further. So far, his Lists look like this:

NotesNotes

PLOT PLOT POINTS POINTS CHARACTERS CHARACTERS INVOKEDINVOKED

11

22

33

44

55
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New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion

Servan  Servan  
 A need  hide  A need  hide 
Willing  alk Willing  alk 
Huned Huned 
 A nigh   A nigh  

 x  x 

RnaldRnald
 Gaseen  Gaseen 
 Nigel  Nigel 
 Margan Druids Margan Druids

1 1 

 Escape frm he warlrd  Escape frm he warlrd 

RnaldRnald
 Gaseen  Gaseen 
 Nigel  Nigel 
 Margan druids Margan druids

Keith moves on to Turning Point 2. Rolling for this TurningKeith moves on to Turning Point 2. Rolling for this Turning
Point’s Plotline, he gets 58 for Choose Most Logical Plotline. SincePoint’s Plotline, he gets 58 for Choose Most Logical Plotline. Since
there is only one Plotline, there is only there is only one Plotline, there is only one choice, so Keith has toone choice, so Keith has to
go with “Escape from the warlord”. Since this existing Plotline isgo with “Escape from the warlord”. Since this existing Plotline is
being Invoked, he writes it onto the Plotlines List again.being Invoked, he writes it onto the Plotlines List again.

Moving on to the first Moving on to the first Plot Point, Keith rolls 5 for Plot Point, Keith rolls 5 for the Theme,the Theme,
TTension, and 41 for ension, and 41 for the Plot Point, Hunted. Invoking a Characterthe Plot Point, Hunted. Invoking a Character
to see who is being Hunted, Keith rolls 41 on the to see who is being Hunted, Keith rolls 41 on the Characters ListCharacters List
for New for New Character.Character.

Rolling the neRolling the new Character, Keith gets w Character, Keith gets a Special Ta Special Trait of Therait of The
Character Is An Organization, an Identity of Criminal, andCharacter Is An Organization, an Identity of Criminal, and
Descriptors of Powerful and Intrusive.Descriptors of Powerful and Intrusive.

Keith decides that this is Keith decides that this is a criminal organization ofa criminal organization of
smugglers who works within the warlord’s territory. They are asmugglers who works within the warlord’s territory. They are a
large and powerful large and powerful clan of clan of organized crime, aggressive enoughorganized crime, aggressive enough
to intrude into the warlord’s domain and avoid paying taxesto intrude into the warlord’s domain and avoid paying taxes
and dues to and dues to him. This makes the criminal organization anotherhim. This makes the criminal organization another
group whom the warlord hunts in an attempt to eradicate.group whom the warlord hunts in an attempt to eradicate.
Keith names the organization The Legion Hand and writes itKeith names the organization The Legion Hand and writes it
onto the Characters List.onto the Characters List.

Keith sees this as an opportunity to Keith sees this as an opportunity to escalate the drama fromescalate the drama from
the first Tthe first Turning Point. Maybe the Margan Druids team urning Point. Maybe the Margan Druids team up withup with
another enemy of the another enemy of the warlord, The Legion Hand. This has thewarlord, The Legion Hand. This has the
makings for a full scale war that all started with a failed businessmakings for a full scale war that all started with a failed business
deal, a scared merchant, deal, a scared merchant, and a mediocre actor.and a mediocre actor.

Keith moves on to Plot Keith moves on to Plot Point 2, rolling 8 for tPoint 2, rolling 8 for the Theme ofhe Theme of
Social, and 18 for a Social, and 18 for a Plot Point of None.Plot Point of None.

For Plot Point 3, Keith rolls 5 For Plot Point 3, Keith rolls 5 for a Theme of Tfor a Theme of Tension, and 21ension, and 21
for a Plot Point of None.for a Plot Point of None.

For Plot Point 4, he rolls 5 again for a Theme of Tension,For Plot Point 4, he rolls 5 again for a Theme of Tension,
and 100 for a Meta Plot Point. Rolling on the Meta Plot Pointand 100 for a Meta Plot Point. Rolling on the Meta Plot Point
Table, Keith gets 27 for Character Returns. No Characters haveTable, Keith gets 27 for Character Returns. No Characters have
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been removed from this Adventure so far, so this result turnsbeen removed from this Adventure so far, so this result turns
into New Character.into New Character.

Keith rolls for the new Character, getting 64 for the SpecialKeith rolls for the new Character, getting 64 for the Special
TTrait of The rait of The Character Is An Character Is An Object, Identity of Object, Identity of PerformerPerformer, and, and
Descriptor of Strong.Descriptor of Strong.

Keith decides this is Keith decides this is a magic object. He’s going with his initiala magic object. He’s going with his initial
estimation of what is happening, that events are escalating andestimation of what is happening, that events are escalating and
the druids have sought to band together with the druids have sought to band together with the Legion Handthe Legion Hand
to defend themselves against the warlord and fight back. This hasto defend themselves against the warlord and fight back. This has
turned into a war. Ronaldo and his acting troupe unexpectedlyturned into a war. Ronaldo and his acting troupe unexpectedly
find themselves in the midst of all of tfind themselves in the midst of all of this, becoming unlikelyhis, becoming unlikely
heroes. The rag tag alliance army is in need of any tool they heroes. The rag tag alliance army is in need of any tool they cancan
get their hands on to fight the warlord and his soldiers. Ronaldoget their hands on to fight the warlord and his soldiers. Ronaldo
knows of a legend about a mythic guitar, crafted in the ancientknows of a legend about a mythic guitar, crafted in the ancient
days of Deep Magic. Hidden in a distant tomb, the guitar, nameddays of Deep Magic. Hidden in a distant tomb, the guitar, named
Strings of Aria, when played in the midst of a Strings of Aria, when played in the midst of a marching army willmarching army will
grant the soldiers fantastic strength.grant the soldiers fantastic strength.

Keith rolls for the last Plot Point and gets 2 for Keith rolls for the last Plot Point and gets 2 for a Themea Theme
of Mystery and 35 for a Plot Point of A Resource Disappears.of Mystery and 35 for a Plot Point of A Resource Disappears.
He decides that this means Ronaldo and a band of adventurersHe decides that this means Ronaldo and a band of adventurers
succeed in delving into the tsucceed in delving into the tomb and recovering the artifact,omb and recovering the artifact,
only to find it stolen only to find it stolen the night before their greatest battle withthe night before their greatest battle with
the warlord’s forces. The tyrant’the warlord’s forces. The tyrant’s agents had s agents had become aware of become aware of thethe
magic object and took it in the magic object and took it in the night.night.

Keith could generate another Turning Point to continue thisKeith could generate another Turning Point to continue this
story, but he thinks he has enough now to turn this into a foundingstory, but he thinks he has enough now to turn this into a founding
history of Kardusk. He comes up with the following summary:history of Kardusk. He comes up with the following summary:

 A hun A hundred ydred years agears ago the o the land land was popwas populateulated by fd by feudineudingg
warlords and barons, overseeing independent farmsteadswarlords and barons, overseeing independent farmsteads
and small, rural villages. A merchant, Gasteen, conducted aand small, rural villages. A merchant, Gasteen, conducted a
business arrangement with business arrangement with the area’the area’s most powerful s most powerful warlord,warlord,
and the deal went bad when the merchant lost the goods heand the deal went bad when the merchant lost the goods he
was selling. Enraged, was selling. Enraged, the warlord demanded the warlord demanded GasteenGasteen’’s head.s head.
Desperate to save his life, the Desperate to save his life, the man sought aid from a wanderingman sought aid from a wandering
band of performers band of performers whom he was a whom he was a patron of. Ronaldo’patron of. Ronaldo’s troupes troupe
hid the merchant for months as the warlord put out a bountyhid the merchant for months as the warlord put out a bounty
on the man.on the man.

One night, during a perfOne night, during a performance in a village, a young soldierormance in a village, a young soldier
recognized Gasteen on stage. The soldier, eager to collect trecognized Gasteen on stage. The soldier, eager to collect thehe
reward and make his mark with the warlord, informed onreward and make his mark with the warlord, informed on
Gasteen. Ronaldo learned in the nick of tGasteen. Ronaldo learned in the nick of t ime that the warlord’ime that the warlord’ss
forces were on their way to apprehend Gasteen. In haste, they forces were on their way to apprehend Gasteen. In haste, they fledfled
the village and into the woods, encountering the village and into the woods, encountering a group of Margana group of Margan
Druids and begging for their help.Druids and begging for their help.

 As they were persecuted mercilessly by the warlord, the druids As they were persecuted mercilessly by the warlord, the druids
aided Gasteen and Ronaldo, keeping them safe in their hiddenaided Gasteen and Ronaldo, keeping them safe in their hidden
forest sanctuaries.forest sanctuaries.

More enraged than ever, the warlord began sending soldiers intoMore enraged than ever, the warlord began sending soldiers into
the woods to harass the druids and flush out Gasteen. As the conflictthe woods to harass the druids and flush out Gasteen. As the conflict
escalated the druids knew they could not fend off the warlord forescalated the druids knew they could not fend off the warlord for
long. Instead of handing Gasteen over and giving in to the tyrantlong. Instead of handing Gasteen over and giving in to the tyrant
they hated, they contacted another enemy of the warlord: thethey hated, they contacted another enemy of the warlord: the
ruthless criminal organization known as The Legion Hand.ruthless criminal organization known as The Legion Hand.

TTogether, the druids and the ogether, the druids and the Legion began marshalling theirLegion began marshalling their
numbers, attracting locals wnumbers, attracting locals who were also opposed to ho were also opposed to the warlord’the warlord’ss
tyranny. tyranny. They began to grow intThey began to grow into an actual army, although theyo an actual army, although they
were rarely a match were rarely a match for the warlord’s more organized troops.for the warlord’s more organized troops.

 As events unfolded toward a showdo As events unfolded toward a showdown battle, desperate forwn battle, desperate for
resources the allies turned to the resources the allies turned to the legend of the Strings of Aria,legend of the Strings of Aria,
a mystical guitar said to have the power to increase the strengtha mystical guitar said to have the power to increase the strength
and power of an army. Ronaldo the Actor and a group of stalwartand power of an army. Ronaldo the Actor and a group of stalwart
heroes braved the Theroes braved the Tomb of Aria and retrieved omb of Aria and retrieved the magical guitarthe magical guitar
on the eve of the battle.on the eve of the battle.

However, the warlord’s spies were aware of the druid’s secretHowever, the warlord’s spies were aware of the druid’s secret
weapon and stole it weapon and stole it in the night. The next day, the forces of thein the night. The next day, the forces of the
druids and the Legion met the army of the warlord, with the Stringsdruids and the Legion met the army of the warlord, with the Strings
of Aria in their of Aria in their possession. The warlord defeated the combinedpossession. The warlord defeated the combined
forces of the druids and the Legion with ease, crushing the rebellion.forces of the druids and the Legion with ease, crushing the rebellion.

The battle solidified the The battle solidified the warlord’warlord’s power in the s power in the region. Withregion. With
this victory under his belt, this victory under his belt, his army more organized than everhis army more organized than ever,,
and the power of the Strings of Aria at his cand the power of the Strings of Aria at his command, the warlordommand, the warlord
conquered the other barons in the area and conquered the other barons in the area and cemented his powercemented his power
as the sole sovereign of the entire countryside. He founded as the sole sovereign of the entire countryside. He founded thethe
city of Kardusk to be his capitol.city of Kardusk to be his capitol.

Over the course of the next 100 years, Kardusk has grownOver the course of the next 100 years, Kardusk has grown
in power and influence. The Margan Druids have all but beenin power and influence. The Margan Druids have all but been
wiped out, with only remnants of the order remaining inwiped out, with only remnants of the order remaining in
distant hovels of the woods. The Legion Hand was also crushed,distant hovels of the woods. The Legion Hand was also crushed,
represented today only by the Guild of the Hand in Kardusk; arepresented today only by the Guild of the Hand in Kardusk; a
small, weak thieve’s organization that smuggles goods in and outsmall, weak thieve’s organization that smuggles goods in and out
of the kingdom.of the kingdom.

The magic guitar has become the symbol of Kardusk, with theThe magic guitar has become the symbol of Kardusk, with the
royal crest dominated by a sigil of the power instrument. royal crest dominated by a sigil of the power instrument. KarduskKardusk
soldiers are fabled for their strength in battle.soldiers are fabled for their strength in battle.

Since their source of pride is the magic guitar, Kardusk hasSince their source of pride is the magic guitar, Kardusk has
become a mecca for the arts. The kingdom holds several annualbecome a mecca for the arts. The kingdom holds several annual
music festivals and is thick with entertainers of all music festivals and is thick with entertainers of all stripes. Evenstripes. Even
though Ronaldo was executed as a traitor to the land, he is held inthough Ronaldo was executed as a traitor to the land, he is held in
high regard by the commoners today as the recoverer of the Stringshigh regard by the commoners today as the recoverer of the Strings
of Aria, and even the of Aria, and even the descendents of the warlord have come todescendents of the warlord have come to
accept Ronaldo Day as a time of accept Ronaldo Day as a time of merriment and celebration.merriment and celebration.

This history isn’This history isn’t what Keith t what Keith expected, but original is expected, but original is what hewhat he
wanted for Kardusk and original is what wanted for Kardusk and original is what he got. He likes the tonehe got. He likes the tone
and flavor this gives to his capitol city, and it even suggests to himand flavor this gives to his capitol city, and it even suggests to him
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some potential plot hooks for future Adventures for his Playersome potential plot hooks for future Adventures for his Player
Characters. Who knows, maybe the druids plan their revengeCharacters. Who knows, maybe the druids plan their revenge
from the shadows, or maybe Aria’s Tomb contains another magicfrom the shadows, or maybe Aria’s Tomb contains another magic
artifact as yet undiscovered?artifact as yet undiscovered?

 After T After Turning Point 2, Keithurning Point 2, Keith’’s Lists look like this:s Lists look like this:

NotesNotes

PLOT PLOT POINTS POINTS CHARACTERS CHARACTERS INVOKEDINVOKED

11

22

33

44

55

TTUURRNNIINNG  G  PPOOIINNTT PPLLOOTTLLIINNEE

New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion

Huned Huned 
 Nne  Nne 
 Nne  Nne 
 New Characer  New Characer 
 A resurce disappears A resurce disappears

 x  x 

 The Legin Hand  The Legin Hand 

Srings f Aria Srings f Aria 

 2  2   Escape frm he warlrd  Escape frm he warlrd 

 Escape frm he warlrd  Escape frm he warlrd 
 Escape frm he warlrd  Escape frm he warlrd 

RnaldRnald
 Gaseen  Gaseen 
 Nigel  Nigel 
 Margan druids Margan druids
 The Legin Hand  The Legin Hand 
Srings f Aria Srings f Aria 

 WITH MYTHIC WITH MYTHIC

Nathan Sorenson And The Planet Of Mystery!Nathan Sorenson And The Planet Of Mystery!

Some of you reading this book will be familiar with other titlesSome of you reading this book will be familiar with other titles
from Worfrom Word Mill Games, d Mill Games, in particularin particular Mythic Role Playing  Mythic Role Playing  and and
 Mythic Game Master Emulator  Mythic Game Master Emulator . Mythic is a solo role playing tool. Mythic is a solo role playing tool
designed to replace the decision making of a living Gamemasterdesigned to replace the decision making of a living Gamemaster
with a system that serves as the GM for with a system that serves as the GM for any role playing game.any role playing game.
 At it’ At it’s core, it answers Ys core, it answers Yes/No questions as you present them,es/No questions as you present them,
furthering the story and furthering the story and plot as you go.plot as you go.

Elements of the Mythic system include generating anElements of the Mythic system include generating an
 Adventure  Adventure as you go, coas you go, coming up with aming up with an opening Scenen opening Scene, and, and
developing Scenes as the Adventure progresses. Mythic has toolsdeveloping Scenes as the Adventure progresses. Mythic has tools
to handle all of those steps, but The Adventure Crafter can beto handle all of those steps, but The Adventure Crafter can be
plugged in with Mythic to replace some of those mechanisms.plugged in with Mythic to replace some of those mechanisms.
Specifically, The Adventure Crafter can be used to replace theSpecifically, The Adventure Crafter can be used to replace the
generation of an opening Scene for a generation of an opening Scene for a Mythic AdveMythic Adventure, and it cannture, and it can
be used to generate Interrupt and be used to generate Interrupt and Altered Scenes. The AdvAltered Scenes. The Adventureenture
Crafter will produce more specific results than Mythic, at theCrafter will produce more specific results than Mythic, at the
cost of being slower to produce them. Both systems rely on yourcost of being slower to produce them. Both systems rely on your
interpretatiointerpretation of n of the results, but the results, but combining The Advecombining The Adventure Crafternture Crafter
with Mythic gives you the option of having an alternative methodwith Mythic gives you the option of having an alternative method
for creating opening Scenes and Interrupt and Altered Scenes.for creating opening Scenes and Interrupt and Altered Scenes.

Let’Let’s give it a s give it a spin and see spin and see what happens!what happens!
Patrick is playing a solo game Patrick is playing a solo game with his Character Nathanwith his Character Nathan

Sorenson, a pulp style adventurer in the spirit Sorenson, a pulp style adventurer in the spirit of Buck Rogers orof Buck Rogers or
 John Carter John Carter. In Patrick’. In Patrick’s campaign world Nathan was a Bs campaign world Nathan was a Britishritish
 W World World War II pilot who inadvertently flew his plane into aar II pilot who inadvertently flew his plane into a
strange cloud during a storm. The cloud turned strange cloud during a storm. The cloud turned out to be a freak,out to be a freak,
dimensional rift, and Nathan flew out the other dimensional rift, and Nathan flew out the other end on an alienend on an alien
desert world populated by primitive warlords, rampaging beasts,desert world populated by primitive warlords, rampaging beasts,
nefarious serpent folk, and human-like villagers distressed andnefarious serpent folk, and human-like villagers distressed and
constantly in need of saving. Nathan Sorenson has become a heroconstantly in need of saving. Nathan Sorenson has become a hero
in this world, standing up to the tyrant Zun Marga and his cultin this world, standing up to the tyrant Zun Marga and his cult
of weird scientists.of weird scientists.

Patrick has already played two Adventures with his hero,Patrick has already played two Adventures with his hero,
including the first where he was introduced to including the first where he was introduced to the fantasy desertthe fantasy desert
world of Zyra and saved a village from an incursion of Serpentworld of Zyra and saved a village from an incursion of Serpent
Folk, and the second Adventure where he faced the forces of ZunFolk, and the second Adventure where he faced the forces of Zun
Marga and defeated his plot to usurp the Valley Of Torq in a questMarga and defeated his plot to usurp the Valley Of Torq in a quest
for Zyra Stones which his scientists use to create horrific devices.for Zyra Stones which his scientists use to create horrific devices.

Patrick is ready for a new Patrick is ready for a new Adventure with Nathan, and is goingAdventure with Nathan, and is going
to use Mythic to serve as to use Mythic to serve as the emulated Game Master along with Thethe emulated Game Master along with The
 Adv Adventure enture CraftCrafter to er to generagenerate the te the OpeniOpening Scng Scene, aene, as wels well as l as SceneScene
Interrupts and Altereds. Interrupts and Altereds. Patrick isnPatrick isn’’t going to t going to use Mythic Themes, souse Mythic Themes, so
he’ll go with Adventure Crafter Themes randomly generated.he’ll go with Adventure Crafter Themes randomly generated.
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Rolling for Themes, Patrick gets a 7 for Social as the firstRolling for Themes, Patrick gets a 7 for Social as the first
Theme, 8 for the next Theme which is also Social so he moves toTheme, 8 for the next Theme which is also Social so he moves to
the Theme of Personal. Thethe Theme of Personal. The
third Theme rolled is 3 forthird Theme rolled is 3 for
Tension, then 6 forTension, then 6 for
MysteryMystery. The last . The last remainingremaining
Theme is Action, filling upTheme is Action, filling up
the fifth slot.the fifth slot.

Next up, Patrick getsNext up, Patrick gets
his Adventure Sheet andhis Adventure Sheet and
Lists in order. He leavesLists in order. He leaves
the Plotlines List blankthe Plotlines List blank
because he’because he’s starting s starting this Adventure with this Adventure with a clean a clean slate. Howeverslate. However,,
he wants to populate the Characters List he wants to populate the Characters List with importantwith important
personalities from his previous two Adventures. He personalities from his previous two Adventures. He writeswrites
Characters in, starting with his own, Nathan Sorenson.Characters in, starting with his own, Nathan Sorenson.

His Characters List looks like this:His Characters List looks like this:

 Nahan Srensn  Nahan Srensn 
 Zyra villagers Zyra villagers
Rhnda, village queen Rhnda, village queen 
Serpen flk Serpen flk 
Randm wild beas  Randm wild beas  

 Zun Marga  Zun Marga 
 Zun’s sldiers Zun’s sldiers
 Zun’s scienis  Zun’s scienis priesspriess

Since Patrick is combining Mythic with The Adventure Crafter,Since Patrick is combining Mythic with The Adventure Crafter,
he’ll be managing his lists using The Adventure Crafter’s methods.he’ll be managing his lists using The Adventure Crafter’s methods.

Patrick is running his Adventure as a solo game, writing outPatrick is running his Adventure as a solo game, writing out
the story as he goes. Speed isn’t an issue with him, so he decidesthe story as he goes. Speed isn’t an issue with him, so he decides
to take his time with generating the Opening Scene. To getto take his time with generating the Opening Scene. To get
going, he makes a Turning Point to act as the first Scene andgoing, he makes a Turning Point to act as the first Scene and
starts rolling for Plot Points. There’s no need to check for thestarts rolling for Plot Points. There’s no need to check for the
Plotline as there are no Plotlines yet in this Adventure, defaultingPlotline as there are no Plotlines yet in this Adventure, defaulting
to a New Plotline.to a New Plotline.

For Plot Point 1, Patrick rolls 9 for the Theme of Tension,For Plot Point 1, Patrick rolls 9 for the Theme of Tension,
and 51 for a Plot Point of A Secret Weapon. He rolls to Invokeand 51 for a Plot Point of A Secret Weapon. He rolls to Invoke
a Character to see who has a secret weapon, getting 31 fora Character to see who has a secret weapon, getting 31 for
“Zun’s scientist priests”. That’s appropriate. Patrick records“Zun’s scientist priests”. That’s appropriate. Patrick records
this on the this on the Adventure Sheet and gives the priests another entryAdventure Sheet and gives the priests another entry
on the Characters List for being Invoked. He’s glad to get thison the Characters List for being Invoked. He’s glad to get this
result, as it’s always fun to see what evil weapon the scientistsresult, as it’s always fun to see what evil weapon the scientists
come up with.come up with.

For Plot Point 2, he rolls 3 For Plot Point 2, he rolls 3 for a Theme of Social, and for a Theme of Social, and 3535
for a Plot Point of People Behaving Badly. He rolls to Invoke afor a Plot Point of People Behaving Badly. He rolls to Invoke a
Character for this and Character for this and gets Choose Most Logical Character, andgets Choose Most Logical Character, and
he chooses the scientists.he chooses the scientists.

For Plot Point 3, Patrick rolls 1 for For Plot Point 3, Patrick rolls 1 for a Theme of Social anda Theme of Social and
84 for a Plot 84 for a Plot Point of Power Over Others. Again, Invoking aPoint of Power Over Others. Again, Invoking a
Character generates Choose Character generates Choose Most Logical Character. Patrick hasMost Logical Character. Patrick has
an idea an idea forming, so he forming, so he chooses Zun Marga’chooses Zun Marga’s scientists again.s scientists again.

Zun’s scientists have come up with a new, strange deviceZun’s scientists have come up with a new, strange device
that gives them power over people. They are the ones behavingthat gives them power over people. They are the ones behaving
badly, as this tool is meant to control a population, probablybadly, as this tool is meant to control a population, probably
villagers somewhere. Patrick will flesh this idea out more, but thisvillagers somewhere. Patrick will flesh this idea out more, but this
is his working theory is his working theory for now.for now.

For Plot Point 4, he rolls 9 for a Theme of Tension and 32 forFor Plot Point 4, he rolls 9 for a Theme of Tension and 32 for
a Plot Point of Shady Places.a Plot Point of Shady Places.

For Plot Point 5, Patrick rolls 2 for For Plot Point 5, Patrick rolls 2 for a Theme of Social and 38a Theme of Social and 38
for a for a Plot Point of The Observer.Plot Point of The Observer.

Patrick doesn’t have to think of this for long as he has an ideaPatrick doesn’t have to think of this for long as he has an idea
for what all of this means. He decides that his Opening Scenefor what all of this means. He decides that his Opening Scene
is this: A stranger staggers into Rhonda’s village where Nathanis this: A stranger staggers into Rhonda’s village where Nathan
is currently living. The stranger is exhausted from apparentlyis currently living. The stranger is exhausted from apparently
having run through the desert. The villagers tend to the man,having run through the desert. The villagers tend to the man,
and as he comes to, he has a strange tale to tell. The night before,and as he comes to, he has a strange tale to tell. The night before,
he was cooking in the kitchen of a tavern at a nearby townshiphe was cooking in the kitchen of a tavern at a nearby township
when a group of men in Zun Marga’s uniforms walked in.when a group of men in Zun Marga’s uniforms walked in.
The tavern went silent as the men closed and barred the door,The tavern went silent as the men closed and barred the door,
then set up a strange looking machine. As bar patrons beganthen set up a strange looking machine. As bar patrons began
to become afraid and protest, Zun’s agents turned the machineto become afraid and protest, Zun’s agents turned the machine
on, bathing the room in a weird green light. Suddenly, everyoneon, bathing the room in a weird green light. Suddenly, everyone
felt the machine taking command of their bodies. Against theirfelt the machine taking command of their bodies. Against their
wills, they began to attack each other as the scientists watched inwills, they began to attack each other as the scientists watched in
dispassionate interest.dispassionate interest.

Being in the kitchen, the Being in the kitchen, the stranger was spared from thestranger was spared from the
malicious ray and the attention of tmalicious ray and the attention of the cold scientists. He escapedhe cold scientists. He escaped
from the tavern out a back door, running into the from the tavern out a back door, running into the desert anddesert and
fleeing all night until he fleeing all night until he came to the village.came to the village.

Nathan Sorenson knows what Nathan Sorenson knows what this means: Zun’this means: Zun’s scientistss scientists
have come up with have come up with a new weapon, a new weapon, a mind control ray. They werea mind control ray. They were
clearly testing the device the nclearly testing the device the night before. Nathan has to find theight before. Nathan has to find the

ThemesThemes

11 1-41-4

22 5-75-7

33 8-98-9

44 1010

55 1010

Scial Scial 
Persnal Persnal 

 Tensin  Tensin 
 Mysery Mysery
 Acin  Acin 



105105

THE BIG CHAPTER OF EXAMPLESTHE BIG CHAPTER OF EXAMPLES

scientists and their diabolical new toy and scientists and their diabolical new toy and destroy it before theydestroy it before they
can perfect it and use it against a helpless population.can perfect it and use it against a helpless population.

Patrick plays out this Opening Scene, making Mythic checksPatrick plays out this Opening Scene, making Mythic checks
as Nathan Sorenson questions the man to try and persuade as Nathan Sorenson questions the man to try and persuade moremore
information out of information out of him. Using Mythic, Patrick determines thathim. Using Mythic, Patrick determines that
Nathan can gather a pair of hardy village warriors to accompanyNathan can gather a pair of hardy village warriors to accompany
him to track down the scientists. They have at their disposal ahim to track down the scientists. They have at their disposal a
trio of beast riding mounts which they saddle up. It’s Nathan’strio of beast riding mounts which they saddle up. It’s Nathan’s
intention to head to the intention to head to the township and investigate, starting at thetownship and investigate, starting at the
tavern where the mayhem took place.tavern where the mayhem took place.

 As Patrick concludes the Scene, he writes the Plotline of As Patrick concludes the Scene, he writes the Plotline of
“Destroy the machine” onto the Plotlines List. Since nothing“Destroy the machine” onto the Plotlines List. Since nothing
was resolved in this Opening Scene, just qwas resolved in this Opening Scene, just questions raised, Patrickuestions raised, Patrick
decides this means he decides this means he needs to increase tneeds to increase the Mythic Chaos Factorhe Mythic Chaos Factor
from 5 to 6.from 5 to 6.

His Adventure Sheet and Lists at the end of tHis Adventure Sheet and Lists at the end of this Scene lookhis Scene look
like this:like this:

NotesNotes

PLOT PLOT POINTS POINTS CHARACTERS CHARACTERS INVOKEDINVOKED

11

22

33

44

55
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New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion

 A secre weapn  A secre weapn 
Peple behaving badlyPeple behaving badly
Pwer ver hersPwer ver hers
Shady PlacesShady Places
 The bserver  The bserver 

 x  x 

 Zun’s scieniss Zun’s scieniss
 Zun’s scieniss Zun’s scieniss
 Zun’s scieniss Zun’s scieniss

 Desry he machine  Desry he machine 

 Nahan Srensn  Nahan Srensn 
 Zyra villagers Zyra villagers
Rhnda, village queen Rhnda, village queen 
Serpen flk Serpen flk 
Randm wild beas  Randm wild beas  

 Zun Marga  Zun Marga 
 Zun’s sldiers Zun’s sldiers
 Zun’s scienis  Zun’s scienis priesspriess
 Zun’s scienis  Zun’s scienis priesspriess

Patrick likes the start his pulp Adventure has gotten off Patrick likes the start his pulp Adventure has gotten off to.to.
Since he’Since he’s using Mythic to s using Mythic to guide his Adventure, he proceeds guide his Adventure, he proceeds toto
the next Scene and comes up with what he expects: Nathan ridesthe next Scene and comes up with what he expects: Nathan rides
into town in the morning with his tinto town in the morning with his two companions and finds thewo companions and finds the



106106

THE BIG CHAPTER OF EXAMPLESTHE BIG CHAPTER OF EXAMPLES

tavern in shambles. Patrick plans to tavern in shambles. Patrick plans to have Nathan search the placehave Nathan search the place
and question locals who may have seen what happened.and question locals who may have seen what happened.

Patrick rolls 1d10 against his Expected Scene Patrick rolls 1d10 against his Expected Scene to see if to see if that’that’ss
how it plays out. He rolls a 1, which is well how it plays out. He rolls a 1, which is well within the Chaoswithin the Chaos
Factor of 6, and means his Expected Scene is Altered.Factor of 6, and means his Expected Scene is Altered.

Normally in Mythic Patrick would shift his idea to somethingNormally in Mythic Patrick would shift his idea to something
similar but different, whatever the next similar but different, whatever the next most likely expectationmost likely expectation
would be. This time, he’s going to let The Adventure Crafter do it.would be. This time, he’s going to let The Adventure Crafter do it.

Creating a new Turning Point, he rolls against Creating a new Turning Point, he rolls against the Plotlinesthe Plotlines
List and gets 70 for New Plotline. This should be interesting, theList and gets 70 for New Plotline. This should be interesting, the
plot is already thickening for Nathan.plot is already thickening for Nathan.

Patrick moves to generating the Plot Patrick moves to generating the Plot Points, rolling 10 forPoints, rolling 10 for
the Theme, which gives him a Theme of Mystery since the Theme, which gives him a Theme of Mystery since this isthis is
his first 10 rolled in this Adventure. For the Plot Point, he rolledhis first 10 rolled in this Adventure. For the Plot Point, he rolled
4. Normally that would be Conclusion, but since this is 4. Normally that would be Conclusion, but since this is a Newa New
Plotline in this TPlotline in this Turning Point, the result tuurning Point, the result turns into None. Patrickrns into None. Patrick
writes None for Plot writes None for Plot Point 1 and moves on.Point 1 and moves on.

For Plot Point 2, he rolls 10 again for the Theme, whichFor Plot Point 2, he rolls 10 again for the Theme, which
is Action since this is his second is Action since this is his second 10 for a Theme rolled. For10 for a Theme rolled. For
the Plot Point, he the Plot Point, he rolled 39, for rolled 39, for A Character Is Attacked ToA Character Is Attacked To
 Abduct.  Abduct. Now thinNow things are gs are gettingetting integ interestinresting! Patrig! Patrick deck decidescides
to Invoke two Characters to see to Invoke two Characters to see who gets attacked by whom.who gets attacked by whom.
He rolls on the Characters List, He rolls on the Characters List, getting 63 for Choose Mostgetting 63 for Choose Most
Logical Character and 93 for Choose Most Logical Character.Logical Character and 93 for Choose Most Logical Character.
Patrick keeps in mind that this Patrick keeps in mind that this is an Altered Scene, it’s stillis an Altered Scene, it’s still
his original Expected Scene but his original Expected Scene but with changes. Thinking aboutwith changes. Thinking about
it a moment, he decides that it would make sense that theit a moment, he decides that it would make sense that the
scientists may have left a trscientists may have left a tr ap behind. Using the power ofap behind. Using the power of
their mysterious ray, they left some locals who have been mindtheir mysterious ray, they left some locals who have been mind
controlled to abduct anyone controlled to abduct anyone who comes by investigating thewho comes by investigating the
tavern fight. Patrick Invokes Nathan for this Plot Point as thetavern fight. Patrick Invokes Nathan for this Plot Point as the
Character attacked, and “Zyra villagers” as the other InvokedCharacter attacked, and “Zyra villagers” as the other Invoked
Character to represent the people of the town who are beingCharacter to represent the people of the town who are being
manipulated. He writes them onto the Characters List again.manipulated. He writes them onto the Characters List again.

For Plot Point 3, For Plot Point 3, Patrick rolls 8 for Patrick rolls 8 for the Theme, Tthe Theme, Tension, andension, and
79 for the Plot Point, It’s A Trap! This result makes perfect sense79 for the Plot Point, It’s A Trap! This result makes perfect sense
with what Patrick has already thought of, and he decides this Plotwith what Patrick has already thought of, and he decides this Plot
Point just reinforces his existing idea.Point just reinforces his existing idea.

For Plot Point 4, Patrick rolls 4 for For Plot Point 4, Patrick rolls 4 for a Theme of Social and 20a Theme of Social and 20
for a Plot Point of None.for a Plot Point of None.

For Plot Point 5, Patrick rolls 4 again for For Plot Point 5, Patrick rolls 4 again for the Theme, Social,the Theme, Social,
and 29 for the Plot Point Retaliation. Again, Patrick uses this Plotand 29 for the Plot Point Retaliation. Again, Patrick uses this Plot
Point to reinforce his original idea that the evil scientists have leftPoint to reinforce his original idea that the evil scientists have left
a trap behind of mind controlled villagers who will a trap behind of mind controlled villagers who will attack thoseattack those
who come snooping around. Since Patrick rolled yet another Plotwho come snooping around. Since Patrick rolled yet another Plot
Point that pushes the idea of the town being trapped, he decidesPoint that pushes the idea of the town being trapped, he decides
to make it more to make it more dramatic. There arendramatic. There aren’’t just t just a few villagers whoa few villagers who

have been mind controlled, but dozens, maybe even hundreds.have been mind controlled, but dozens, maybe even hundreds.
Nathan is going to face a Nathan is going to face a mob.mob.

Patrick plays out the Scene with Nathan and his companionsPatrick plays out the Scene with Nathan and his companions
riding into the riding into the town. People on the street stare town. People on the street stare at them strangely,at them strangely,
the place more silent the place more silent than Nathan would have thought. Theythan Nathan would have thought. They
arrive at the tavern to find it arrive at the tavern to find it a wreck, with bodies strewn abouta wreck, with bodies strewn about
the floor. It looks like the site of a riot.the floor. It looks like the site of a riot.

Using questions Patrick is putting to Using questions Patrick is putting to Mythic, he determinesMythic, he determines
that this is when a pair of villagers burst that this is when a pair of villagers burst into the tavern andinto the tavern and
attack Nathan and his companions. Nathan is attack Nathan and his companions. Nathan is aware that theseaware that these
people are likely being cpeople are likely being controlled, so he doesn’ontrolled, so he doesn’t want tt want to useo use
deadly force against them. This puts him at a disadvantage as hedeadly force against them. This puts him at a disadvantage as he
and his companions get into a fist fight with and his companions get into a fist fight with their attackers.their attackers.

More mind controlled villagers enter the fray as NathanMore mind controlled villagers enter the fray as Nathan
and his friends try to fight their way back to their mounts toand his friends try to fight their way back to their mounts to
escape. Patrick is resolving the confrontations using Mythic. Heescape. Patrick is resolving the confrontations using Mythic. He
determines that Nathan and one of the warriors with him getdetermines that Nathan and one of the warriors with him get
back to their beasts, but the back to their beasts, but the other companion is overwhelmother companion is overwhelmed anded and
dragged away. There are too many people for Nathan to fight, sodragged away. There are too many people for Nathan to fight, so
he and the remaining companion gallop swiftly out of town.he and the remaining companion gallop swiftly out of town.

Nathan isn’Nathan isn’t giving t giving up on up on his friend, his friend, howeverhowever. He rides . He rides outout
and to the rise of a hill and to the rise of a hill to watch the town below. Nathan reasoto watch the town below. Nathan reasonsns
that if the villagers have been mind controlled to abduct that if the villagers have been mind controlled to abduct intrudersintruders
then perhaps they’vthen perhaps they’ve been instructed to e been instructed to bring their prisoners tobring their prisoners to
the scientists. Nathan hopes he can observe and see where theythe scientists. Nathan hopes he can observe and see where they
bring his companion.bring his companion.

Patrick plays out his Altered Scene using Mythic. Since thingsPatrick plays out his Altered Scene using Mythic. Since things
did not go Nathan’did not go Nathan’s way in s way in this Scene, Patrick increases the this Scene, Patrick increases the ChaosChaos
Factor another point to 7.Factor another point to 7.

The new The new Plotline established in Plotline established in this Tthis Turning Point is, urning Point is, “Rescue“Rescue
captured companion.”captured companion.”

NotesNotes
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TTUURRNNIINNG  G  PPOOIINNTT PPLLOOTTLLIINNEE

New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion

 Nne  Nne 
 A characer is atacked  abduc   A characer is atacked  abduc  
 I’s a rap! I’s a rap!
 Nne  Nne 
Realiain Realiain 

 x  x 

 Nahan / Zyra villagers Nahan / Zyra villagers
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 Desry he machine  Desry he machine 
Rescue capured cmpanin Rescue capured cmpanin 

 Nahan Srensn  Nahan Srensn 
 Zyra villagers Zyra villagers
Rhnda, village queen Rhnda, village queen 
Serpen flk Serpen flk 
Randm wild beassRandm wild beass

 Zun Marga  Zun Marga 
 Zun’s sldiers Zun’s sldiers
 Zun’s scienis  Zun’s scienis priesspriess
 Zun’s scienis  Zun’s scienis priesspriess
 Nahan  Nahan 
 Zyra villagers Zyra villagers

Patrick is ready for the next chapter of his Adventure. DuringPatrick is ready for the next chapter of his Adventure. During
the previous Scene, while Nathan was perched on the hill spyingthe previous Scene, while Nathan was perched on the hill spying
on the town on the town belowbelow, through a series , through a series of Mythic roles Patrickof Mythic roles Patrick
determined that Nathan was able to observe the people whodetermined that Nathan was able to observe the people who
abducted his companion bundle him into a cart abducted his companion bundle him into a cart pulled by apulled by a
Zyran beast and Zyran beast and drive away.drive away.

The Expected Scene for the next The Expected Scene for the next Scene is Nathan followingScene is Nathan following
the cart through the desert, trying to maintain his distance so asthe cart through the desert, trying to maintain his distance so as
not to be detected, and see where they end up.not to be detected, and see where they end up.

Patrick rolls 1d10 against the Chaos Factor to tPatrick rolls 1d10 against the Chaos Factor to test hisest his
Expected Scene, and gets 8, which is Expected Scene, and gets 8, which is outside the range of theoutside the range of the
Chaos Factor so the Scene starts off just as he expects.Chaos Factor so the Scene starts off just as he expects.

Patrick plays out the Scene, using Patrick plays out the Scene, using Mythic to answer hisMythic to answer his
questions and guide events. During the questions and guide events. During the Scene, the villagersScene, the villagers
travel for two days through the desert with their prisoner intravel for two days through the desert with their prisoner in
the cart. Nathan and his the cart. Nathan and his companion shadow the travelers andcompanion shadow the travelers and
succeed in going undetected.succeed in going undetected.

During their first night camping they are attacked During their first night camping they are attacked by a pair ofby a pair of
Serpent Folk. Nathan and his warrior friend succeed in defeatingSerpent Folk. Nathan and his warrior friend succeed in defeating
the intruders, fighting as quietly the intruders, fighting as quietly as possible so as not to makeas possible so as not to make
noise that would be heard by the nearby mind controlled noise that would be heard by the nearby mind controlled agentsagents
of Zun Marga.of Zun Marga.

By the second day, the captors deliver their prisoner to whatBy the second day, the captors deliver their prisoner to what
appears to be the opening of an abandoned mine in appears to be the opening of an abandoned mine in a hillside.a hillside.
There are signs of activity outside the mine, leading Nathan toThere are signs of activity outside the mine, leading Nathan to
suspect that the scientists have converted the caverns into suspect that the scientists have converted the caverns into a lab fora lab for
themselves to work on their machine.themselves to work on their machine.

 As Patrick wraps this Scene up, he lo As Patrick wraps this Scene up, he lowers the Chaos Fawers the Chaos Factor byctor by
one point down to 6 because Nathan had events under cone point down to 6 because Nathan had events under controlontrol
for this Scene. Also, even though the Scene for this Scene. Also, even though the Scene was not generated bywas not generated by
The Adventure Crafter, for purposes of the Lists Patrick treats itThe Adventure Crafter, for purposes of the Lists Patrick treats it
like it was. He decides that the main like it was. He decides that the main Plotline of this Scene wasPlotline of this Scene was
“Rescue captured companion,” so he gives that Plotline another“Rescue captured companion,” so he gives that Plotline another
entry on the Plotlines List.entry on the Plotlines List.

 Also, since Serpent Folk made an appea Also, since Serpent Folk made an appearance in this Scene, herance in this Scene, he
considers that Character Invoked and gives them another entryconsiders that Character Invoked and gives them another entry
on the Characters List.on the Characters List.

Patrick’s Lists look like this now:Patrick’s Lists look like this now:

 Desry he machine  Desry he machine 
Rescue capured cmpanin Rescue capured cmpanin 
Rescue capured cmpanin Rescue capured cmpanin 
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 Nahan Srensn  Nahan Srensn 
 Zyra villagers Zyra villagers
Rhnda, village queen Rhnda, village queen 
Serpen flk Serpen flk 
Randm wild beas  Randm wild beas  

 Zun Marga  Zun Marga 
 Zun’s sldiers Zun’s sldiers
 Zun’s scienis  Zun’s scienis priesspriess
 Zun’s scienis  Zun’s scienis priesspriess
 Nahan  Nahan 
 Zyra villagers Zyra villagers
Serpen flk Serpen flk 

Patrick decides that Nathan and his companion are going toPatrick decides that Nathan and his companion are going to
sneak into the cavern, attempt to rescue his sneak into the cavern, attempt to rescue his friend, and destroy thefriend, and destroy the
machine and any plans machine and any plans they discover for it they discover for it inside. The Expectedinside. The Expected
Scene is entering the cavern and discovering what’s inside.Scene is entering the cavern and discovering what’s inside.

Patrick rolls against this expectation and gets 8, the Scene goesPatrick rolls against this expectation and gets 8, the Scene goes
off as expected.off as expected.

Using Mythic to play out the Scene, Nathan and his fellowUsing Mythic to play out the Scene, Nathan and his fellow
warrior successfully sneak into the mine, discovering that it warrior successfully sneak into the mine, discovering that it isis
old but shows signs of new construction. They subdue a pairold but shows signs of new construction. They subdue a pair
of guards near the entrance and tof guards near the entrance and take a rickety elevator down toake a rickety elevator down to
the lower levels. They get into all kinds of trouble down there,the lower levels. They get into all kinds of trouble down there,
encountering and fighting a few encountering and fighting a few patrols and even defeatingpatrols and even defeating
a lizard creature that had been trained as a lethal a lizard creature that had been trained as a lethal watchdog.watchdog.
NathanNathan’’s companion is wounded s companion is wounded in the battle, in the battle, but they are able but they are able toto
rescue the warrior who was abducted. They found him locked inrescue the warrior who was abducted. They found him locked in
a cell. The man tells Nathan that the scientists were going to usea cell. The man tells Nathan that the scientists were going to use
him for experiments with him for experiments with their Mentatum Vtheir Mentatum Vortex device, which ortex device, which isis
what they call the mind control machine.what they call the mind control machine.

Patrick decides that rescuing the companion is the end ofPatrick decides that rescuing the companion is the end of
this Scene. He reviews the events of the Scene this Scene. He reviews the events of the Scene and decides thatand decides that
the Chaos Factor goes down another point the Chaos Factor goes down another point since Nathan madesince Nathan made
headway in this Scene. The Chaos headway in this Scene. The Chaos Factor is now back to 5.Factor is now back to 5.

Since they rescued the companion, Patrick crosses out theSince they rescued the companion, Patrick crosses out the
Plotline “Rescue captured companion” from the Plotlines List.Plotline “Rescue captured companion” from the Plotlines List.

Patrick decides that this Scene saw three CharactersPatrick decides that this Scene saw three Characters
prominently Invoked: Nathan’s rescued companion, Zun’sprominently Invoked: Nathan’s rescued companion, Zun’s
soldiers who were guards in the underground complex, andsoldiers who were guards in the underground complex, and
the introduction of a new the introduction of a new Character in “trained attack lizardsCharacter in “trained attack lizards”.”.
Patrick gives another entry Patrick gives another entry on the Characters List on the Characters List to Zun’to Zun’ss
soldiers and adds the companion (which he decides to soldiers and adds the companion (which he decides to justjust
generalize as “warrior companions”) and lizards.generalize as “warrior companions”) and lizards.

Patrick’s Lists look like this:Patrick’s Lists look like this:

 Desry he machine  Desry he machine 
Rescue capured cmpanin Rescue capured cmpanin 
Rescue capured cmpanin Rescue capured cmpanin 

 Nahan Srensn  Nahan Srensn 
 Zyra villagers Zyra villagers
Rhnda, village queen Rhnda, village queen 
Serpen flk Serpen flk 
Randm wild beas  Randm wild beas  

 Zun Marga  Zun Marga 
 Zun’s sldiers Zun’s sldiers
 Zun’s scienis  Zun’s scienis priesspriess
 Zun’s scienis  Zun’s scienis priesspriess
 Nahan  Nahan 
 Zyra villagers Zyra villagers
Serpen flk Serpen flk 

 Zun’s sldiers Zun’s sldiers
 Nahan’s warrir cmpanins Nahan’s warrir cmpanins
 Atack lizards Atack lizards
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By asking By asking Mythic Questions, Patrick Mythic Questions, Patrick decides that decides that NathanNathan’s’s
captured companion saw enough of the underground captured companion saw enough of the underground complexcomplex
and heard enough of what the villagers and scientists said tand heard enough of what the villagers and scientists said that hehat he
has a good idea of where the Mentatum machine is being kept.has a good idea of where the Mentatum machine is being kept.
Patrick decides that the next Expected Scene is Nathan and hisPatrick decides that the next Expected Scene is Nathan and his
group making their way through the caverns to the group making their way through the caverns to the machine in anmachine in an
attempt to destroy it.attempt to destroy it.

Patrick rolls against the Chaos Factor of 5 to see if this is howPatrick rolls against the Chaos Factor of 5 to see if this is how
it plays out, and gets it plays out, and gets 2, an Interrupt. Not only does the Expected2, an Interrupt. Not only does the Expected
Scene not occur, but something new and unexpected Scene not occur, but something new and unexpected happens.happens.

Patrick turns to The Adventure Crafter again to come up withPatrick turns to The Adventure Crafter again to come up with
this new Scene. Rolling for the this new Scene. Rolling for the Plotline, he gets a roll of 45 forPlotline, he gets a roll of 45 for
Choose Most Logical Plotline. Since there is only one PlotlineChoose Most Logical Plotline. Since there is only one Plotline
left, “Destroy the machine,” tleft, “Destroy the machine,” that’hat’s the Plotline s the Plotline he goes with.he goes with.

Patrick starts rolling the Plot Points, starting with the firstPatrick starts rolling the Plot Points, starting with the first
one and getting 7 for a Theme of Personal and 15 for a Plotone and getting 7 for a Theme of Personal and 15 for a Plot
Point of None.Point of None.

Plot Point 2 is 10 for Theme. Since this is the third timePlot Point 2 is 10 for Theme. Since this is the third time
Patrick has rolled a 10 for Patrick has rolled a 10 for a Theme in this Adventure, he’s backa Theme in this Adventure, he’s back
to the Theme of Mystery. The Plot Point he rolled is 27, Usefulto the Theme of Mystery. The Plot Point he rolled is 27, Useful
Information From An Unknown Source. Patrick has no idea whatInformation From An Unknown Source. Patrick has no idea what
this might mean just yet, waiting to this might mean just yet, waiting to see what further light is shedsee what further light is shed
by the rest of the Plot Points.by the rest of the Plot Points.

For Plot Point 3, Patrick rolls 1 for For Plot Point 3, Patrick rolls 1 for a Theme of Social, and 9a Theme of Social, and 9
for a Plot for a Plot Point of None.Point of None.

For Plot Point 4, he rolls 9 for a Theme of Tension, and 75For Plot Point 4, he rolls 9 for a Theme of Tension, and 75
for a for a Plot Point of A Plot Point of A Need TNeed To Hide. Patrick Invokes a o Hide. Patrick Invokes a CharacterCharacter
to see who to see who needs to hide, and needs to hide, and gets 27 for “Zun’gets 27 for “Zun’s soldiers”. Patricks soldiers”. Patrick
has some ideas about what this could mean, but he has some ideas about what this could mean, but he decides todecides to
wait and see wait and see what the final what the final Plot Point of this TPlot Point of this Turning Point isurning Point is
before making any decisions.before making any decisions.

For Plot Point 5, Patrick rolls 8 for a Theme of Tension,For Plot Point 5, Patrick rolls 8 for a Theme of Tension,
and 43 for a Plot Point of Wanted By The Law. He Invokes aand 43 for a Plot Point of Wanted By The Law. He Invokes a
Character to see who is wanted, and Character to see who is wanted, and gets 16 for “Serpent Folk”.gets 16 for “Serpent Folk”.

Patrick ponders these Plot Points, and decides Patrick ponders these Plot Points, and decides that the “law”that the “law”
in this case is Zun and in this case is Zun and his soldiers. They are apparently afterhis soldiers. They are apparently after
Serpent Folk, probably rounding up local ones they find forSerpent Folk, probably rounding up local ones they find for
experimentation. Patrick decides this makes sense consideringexperimentation. Patrick decides this makes sense considering
that Nathan encountered Serpent Folk in the desert so tthat Nathan encountered Serpent Folk in the desert so theyhey
probably have a colony probably have a colony near. Zunnear. Zun’’s scientists must s scientists must be nabbingbe nabbing
anyone they can find to experiment on.anyone they can find to experiment on.

If Zun’s soldiers have a need to hide in this Turning Point,If Zun’s soldiers have a need to hide in this Turning Point,
Patrick figures something has gone wrong Patrick figures something has gone wrong with their operationwith their operation
in the caverns. He decides what happens in this Turning Point isin the caverns. He decides what happens in this Turning Point is
that Nathan’s invasion of the mines has caused enough chaos tothat Nathan’s invasion of the mines has caused enough chaos to
create an opportunity for create an opportunity for the captured Serpent Folk to escape.the captured Serpent Folk to escape.
They are attacking and hunting They are attacking and hunting the soldiers, who are findingthe soldiers, who are finding

themselves ovthemselves overwhelmed and on terwhelmed and on the run, hiding from he run, hiding from thethe
physically superior Serpent Folk.physically superior Serpent Folk.

Patrick has no idea what Patrick has no idea what Useful Information From AnUseful Information From An
Unknown Source means in this context, so he invokes the IUnknown Source means in this context, so he invokes the I
Dunno rule and ignores it, turDunno rule and ignores it, turning that Plot Point into a None.ning that Plot Point into a None.

Patrick uses Mythic to play out this Scene, involving NathanPatrick uses Mythic to play out this Scene, involving Nathan
and his two warrior and his two warrior companions delving deeper into thecompanions delving deeper into the
caverns. They battle another set of guards, and finally caverns. They battle another set of guards, and finally the placethe place
is ringing with alarms. As Nathan makes his way forward, heis ringing with alarms. As Nathan makes his way forward, he
sees guards running for their sees guards running for their lives, being pursued by Serpentlives, being pursued by Serpent
Folk armed with spears and makeshift weapons culled byFolk armed with spears and makeshift weapons culled by
grabbing tools at hand.grabbing tools at hand.

This Scene ends up becoming a chaotic mess as Nathan andThis Scene ends up becoming a chaotic mess as Nathan and
his party attempt to avoid the panicked guards and his party attempt to avoid the panicked guards and the Serpentthe Serpent
Folk, battling when they have Folk, battling when they have to.to.

Patrick updates the Characters List with the newly InvokedPatrick updates the Characters List with the newly Invoked
Characters, as well as the Plotlines List. He increases the ChaosCharacters, as well as the Plotlines List. He increases the Chaos
Factor to 6 because of how crazy this Scene got; Nathan and hisFactor to 6 because of how crazy this Scene got; Nathan and his
friends barely made it through the Scene alive.friends barely made it through the Scene alive.

NotesNotes

PLOT PLOT POINTS POINTS CHARACTERS CHARACTERS INVOKEDINVOKED
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TTUURRNNIINNG  G  PPOOIINNTT PPLLOOTTLLIINNEE
New PlotlineNew Plotline
DevelopmentDevelopment
ConclusionConclusion

 Nne  Nne 
 Nne  Nne 
 Nne  Nne 
 A need  hide  A need  hide 
Waned by he lawWaned by he law

 x  x 

 Zun’s sldiers Zun’s sldiers
Serpen flk Serpen flk 

 Desry he machine  Desry he machine 

 Desry he machine  Desry he machine 
 Desry he machine  Desry he machine 
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 Nahan Srensn  Nahan Srensn 
 Zyra villagers Zyra villagers
Rhnda, village queen Rhnda, village queen 
Serpen flk Serpen flk 
Randm wild beassRandm wild beass

 Zun Marga  Zun Marga 
 Zun’s sldiers Zun’s sldiers
 Zun’s scienis  Zun’s scienis priesspriess
 Zun’s scienis  Zun’s scienis priesspriess
 Nahan  Nahan 
 Zyra villagers Zyra villagers
Serpen flk Serpen flk 

 Zun’s sldiers Zun’s sldiers
 Nahan’s warrir cmpanins Nahan’s warrir cmpanins
 Atack lizards Atack lizards
 Zun’s sldiers Zun’s sldiers
Serpen flk Serpen flk 

Patrick moves on to the next Scene, expecting once again forPatrick moves on to the next Scene, expecting once again for
Nathan and his party to find the Nathan and his party to find the room holding the machine.room holding the machine.
 All three of them are wounded now and tired; Patrick hopes h All three of them are wounded now and tired; Patrick hopes hee
doesn’doesn’t run t run into any more trouble into any more trouble for his Character.for his Character.

He rolls against the Chaos Factor and gets a 9, meaning theHe rolls against the Chaos Factor and gets a 9, meaning the
Scene is as Expected. Using Mythic, Patrick plays out the Scene.Scene is as Expected. Using Mythic, Patrick plays out the Scene.
Nathan and his companions end up discovering the laboratoryNathan and his companions end up discovering the laboratory
where the Mentatum mind control machine is housed. Theywhere the Mentatum mind control machine is housed. They
encounter a few bodies laying in the corridor along the way, guardsencounter a few bodies laying in the corridor along the way, guards
and scientists who fell victim to the rampaging Serpent Folk.and scientists who fell victim to the rampaging Serpent Folk.

Nathan has a tense moment when a group of Serpent FolkNathan has a tense moment when a group of Serpent Folk
wander into the lab as they wander into the lab as they are about to destroy the machine.are about to destroy the machine.
Nathan attempts to communicate with the reptile people, andNathan attempts to communicate with the reptile people, and
convinces them that they are all on tconvinces them that they are all on the same side this time.he same side this time.
Everyone wants the machine destroyed. Nathan succeeds inEveryone wants the machine destroyed. Nathan succeeds in
convincing the leader of the freed convincing the leader of the freed Serpent People not to attackSerpent People not to attack
them, and together they destroy and dismantle the them, and together they destroy and dismantle the lab, thelab, the
machine, and all traces of the scientist’s work on it.machine, and all traces of the scientist’s work on it.

Nathan and his warrior companions are able to leave theNathan and his warrior companions are able to leave the
cavern, setting it on fire and cavern, setting it on fire and collapsing it on their way out. Theycollapsing it on their way out. They
return to Rreturn to Rhondahonda’s village for a celebration, glad that ’s village for a celebration, glad that they havethey have
once again foiled the once again foiled the nefarious schemes of the Tyranefarious schemes of the Tyrant Zun Marga.nt Zun Marga.

This Scene concluded the Plotline of “Destroy the machine”,This Scene concluded the Plotline of “Destroy the machine”,
the last Plotline left in the last Plotline left in this Adventure, so Patrick calls thisthis Adventure, so Patrick calls this
 Adventure do Adventure done. His Chne. His Character has saracter has survived yet anothurvived yet another crisis oner crisis on
the alien world Zyra, with more thrilling tales yet to come for sure.the alien world Zyra, with more thrilling tales yet to come for sure.
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COLLECTED TABLESCOLLECTED TABLES

PPLLOOT  T  PPOOIINNTT AACCTT TTEENN MMYYSS SSOOCC PPEERR

ConclusionConclusion 11--88 11--88 11--88 11--88 11--88

NoneNone 99--2244 99--2244 99--2244 99--2244 99--2244

Into The UnknownInto The Unknown -- 2255--2266 2255--2266 -- --

 A Character Is  A Character Is AttackedAttacked

In A Non-Lethal WayIn A Non-Lethal Way
2255--2266 -- -- -- --

 A Nee A Needed Rded Resouresource Ruce Runs Ons Outut -- 2277 -- -- --

Useful Information FromUseful Information From

 An Unkn An Unknown Sown Sourceource
-- -- 2277--2288 -- --

Impending DoomImpending Doom -- 2288 -- -- --

OutcastOutcast -- -- -- 2255--2266 --

PersuasionPersuasion -- -- -- -- 2255--2266

 A Motive Fre A Motive Free Crimee Crime -- 2299 2299--3300 -- --

Collateral DamageCollateral Damage 2277 3300 -- -- --

Shady PlacesShady Places -- 3311--3322 -- -- --

 A Character Is A A Character Is Attackedttacked
In A Lethal WayIn A Lethal Way

2288--2299 -- -- -- --

Do It, Or ElseDo It, Or Else -- 3333 -- -- 2277

Remote LocationRemote Location -- 3344 -- -- --

 Ambush Ambush 3300--3311 -- -- -- --

Sold!Sold! -- -- -- 2277--2288 --

CatastropheCatastrophe 3322 3355 -- -- --

Grisly ToneGrisly Tone -- 3366 -- -- --

Character Has A Clever IdeaCharacter Has A Clever Idea 3333 -- -- -- --

Something Is Getting AwaySomething Is Getting Away 3344 3377 -- -- --

RetaliationRetaliation -- 3388--3399 -- 2299--3300 2288

 A Character Dis A Character Disappearsappears -- 4400 3311--3322 -- --

HuntedHunted 3355--3366 4411 -- -- --

Plot Points Table ReducedPlot Points Table Reduced
PPLLOOT  T  PPOOIINNTT AACCTT TTEENN MMYYSS SSOOCC PPEERR

 A High En A High Energy Gatherinergy Gatheringg -- -- -- 3311 --

 A Rare Or Un A Rare Or Unique Social ique Social GatheringGathering -- -- -- 3322 --

Bad DecisionBad Decision -- 4422 -- -- 2299

This Isn’t WorkingThis Isn’t Working -- -- 3333 -- --

DistractionDistraction 3377 -- -- -- --

Ill WillIll Will -- -- -- -- 3300--3311

 An Organizat An Organizationion -- -- -- 3333--3344 --

Wanted By The LawWanted By The Law -- 4433 -- -- 3322--3333

 A Res A Resource ource DisapDisappearspears -- -- 3344--3355 -- --

It Is Your DutyIt Is Your Duty -- -- -- -- 3344--3355

Fortuitous FindFortuitous Find -- -- 3366 -- --

Character Connection SeveredCharacter Connection Severed -- -- -- -- 3366--3377

 All Is Revealed All Is Revealed!! -- -- 3377 -- --

HumiliationHumiliation -- -- -- -- 3388

People Behaving BadlyPeople Behaving Badly -- -- -- 3355 --

Useful InformationUseful Information
From From A Known A Known SourceSource

-- -- 3388--3399 -- --

Cryptic InformationCryptic Information

From A Known SourceFrom A Known Source
-- -- 4400 -- --

Lie DiscoveredLie Discovered -- -- 4411--4422 -- --

 A Character Is  A Character Is Attacked To AbAttacked To Abductduct 3388--3399 -- -- -- --

Something Exotic Something Exotic  4400 4444 4433 -- --

ImmediatelyImmediately 4411--4422 4455 -- -- --

FameFame -- -- -- 3366 --

ChaseChase 4433--4444 -- -- -- --

Betrayal!Betrayal! -- 4466 -- -- 3399--4400
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Plot Points Table ReducedPlot Points Table Reduced
PPLLOOT  T  PPOOIINNTT AACCTT TTEENN MMYYSS SSOOCC PPEERR

 A Crime Is Co A Crime Is Committedmmitted -- -- 4444--4455 -- --

 A Character Is  A Character Is IncapacitatedIncapacitated -- 4477 -- -- 4411--4422

It’s A SecretIt’s A Secret -- -- 4466--4477 -- --

Something Lost Has Been FoundSomething Lost Has Been Found -- -- 4488 -- --

ScapegoatScapegoat -- -- -- 3377 --

Nowhere To RunNowhere To Run -- 4488 -- -- --

 At Night At Night -- 4499--5500 -- -- --

The ObserverThe Observer -- -- 4499 3388 4433

EscapeEscape 4455--4466 -- -- -- --

 A Secret Weap A Secret Weaponon -- 5511 5500 -- --

Heavily GuardedHeavily Guarded 4477--4488 5522 -- -- --

RescueRescue 4499--5500 -- -- -- --

Liar!Liar! -- -- 5511--5522 3399 --

Home Sweet HomeHome Sweet Home -- -- -- -- 4444--4455

 A Characte A Character Acts Or Acts Out Of Cut Of Characterharacter -- -- 5533 -- --

HeadquartersHeadquarters -- -- -- 4400--4411 4466

Physical Contest Of SkillsPhysical Contest Of Skills 5511--5522 -- -- -- --

DeadDead -- 5533 5544 -- --

 A Common  A Common Social GatherinSocial Gatheringg -- -- -- 4422--4433 --

Light Urban SettingLight Urban Setting -- -- -- 4444--4455 --

Mystery SolvedMystery Solved -- -- 5555--5566 -- --

 A Work Related  A Work Related GatheringGathering -- -- -- 4466--4477 --

Family MattersFamily Matters -- -- -- -- 4477--4488

Secret Information LeakedSecret Information Leaked -- -- 5577 -- --

PPLLOOT  T  PPOOIINNTT AACCTT TTEENN MMYYSS SSOOCC PPEERR

SuspicionSuspicion -- 5544 5588--5599 4488 --

Lose LoseLose Lose -- 5555 -- -- --

 A Figure F A Figure From The Pastrom The Past -- -- -- -- 4499

Mass BattleMass Battle 5533--5544 -- -- -- --

Out In The OpenOut In The Open -- 5566 -- -- --

EvidenceEvidence -- -- 6600--6611 -- --

 A Character Is  A Character Is DiminishedDiminished -- 5577--5588 -- -- 5500--5511

The Plot ThickensThe Plot Thickens -- -- 6622--6633 -- --

EnemiesEnemies -- 5599 -- 4499 5522--5533

Dubious RationaleDubious Rationale -- -- 6644 -- --

Menacing ToneMenacing Tone -- 6600 -- -- --

 A Crucial Li A Crucial Life Supportfe Support
System Begins To FailSystem Begins To Fail

5555 6611 6655 -- --

Dense Urban SettingDense Urban Setting -- -- -- 5500--5511 --

Doing The Right ThingDoing The Right Thing -- -- -- -- 5544

 Victory! Victory! 5566--5577 6622 -- -- --

Taking ChancesTaking Chances 5588--5599 6633 -- -- --

 A Group I A Group Is In Troubls In Troublee -- -- -- 5522--5533 --

Sole SurvivorSole Survivor 6600--6611 6644 -- -- --

Token ResponseToken Response -- -- -- 5544 --

Cryptic InformationCryptic Information
From An Unknown SourceFrom An Unknown Source

-- -- 6666--6677 -- --

 A Common T A Common Threadhread -- -- 6688--6699 -- --

 A Problem Retu A Problem Returnsrns -- 6655--6666 -- -- --

Stuck Stuck  -- 6677--6688 -- -- --

 At Your Mercy At Your Mercy -- -- -- -- 5555--5566



114114

COLLECTED TABLESCOLLECTED TABLES

Plot Points Table ReducedPlot Points Table Reduced
PPLLOOT  T  PPOOIINNTT AACCTT TTEENN MMYYSS SSOOCC PPEERR

Stop ThatStop That 6622--6633 -- -- -- --

Not Their MasterNot Their Master -- -- 7700 5555 --

Fall From PowerFall From Power -- -- -- -- 5577--5588

Help Is Offered, For A PriceHelp Is Offered, For A Price -- -- -- -- 5599--6600

Public LocationPublic Location -- -- -- 5566--5577 --

The LeaderThe Leader -- -- -- 5588--5599 --

Prized PossessionPrized Possession -- -- -- -- 6611--6622

SaviorSavior -- -- -- 6600--6611 --

DisarmedDisarmed -- 6699--7700 -- -- 6633

The Secret To The PowerThe Secret To The Power -- -- 7711--7722 -- --

Hidden AgendaHidden Agenda -- -- 7733--7744 -- --

Defend Or Not To DefendDefend Or Not To Defend 6644--6655 -- -- -- --

CrashCrash 6666--6677 -- -- -- --

ReinforcementsReinforcements -- -- -- 6622--6633 --

GovernmentGovernment -- -- -- 6644--6655 --

Physical Barrier To OvercomePhysical Barrier To Overcome 6688--6699 -- -- -- --

InjusticeInjustice -- -- -- 6666--6677 --

Quiet CatastropheQuiet Catastrophe -- 7711 -- -- --

 An Object  An Object OfOf

Unknown Use Is FoundUnknown Use Is Found
-- -- 7755 -- --

It’s All About YouIt’s All About You -- -- -- -- 6644--6655

 A Celebration A Celebration -- -- -- 6688--6699 --

StandoffStandoff -- 7722 -- 7700 --

Double DownDouble Down 7700--7711 -- -- -- --

Hidden ThreatHidden Threat -- 7733 -- -- --

PPLLOOT  T  PPOOIINNTT AACCTT TTEENN MMYYSS SSOOCC PPEERR

Character ConnectionCharacter Connection -- -- -- -- 6666--6677

ReligionReligion -- -- -- 7711 --

InnocentInnocent -- -- -- 7722 6688

Clear The RecordClear The Record -- -- 7766 -- --

Willing To Talk Willing To Talk  -- -- -- -- 6699--7700

TheftTheft 7722--7733 -- -- -- --

Character HarmCharacter Harm -- -- -- -- 7711--7722

 A Need To Hid A Need To Hidee -- 7744--7755 -- -- --

FollowedFollowed -- 7766--7777 -- -- --

FramedFramed -- -- 7777 -- 7733

PreparationPreparation -- -- -- 7733--774 74 744--7755

 An Improbab An Improbable Crimele Crime -- -- 7788 -- --

Friend FocusFriend Focus -- -- -- -- 7766

UntouchableUntouchable -- -- -- -- 7777

BribeBribe -- -- -- -- 7788

Dealing With A CalamityDealing With A Calamity 7744--7755 -- -- -- --

Sudden CessationSudden Cessation 7766--7777 -- -- -- --

It’s A Trap!It’s A Trap! -- 7788--7799 -- -- --

 A Meeting O A Meeting Of Mindsf Minds -- -- -- 7755 --

Time LimitTime Limit -- 8800--8811 -- -- --

The Hidden HandThe Hidden Hand -- -- 7799--8800 -- --

 A Needed Reso A Needed Resourceurce

Is Running ShortIs Running Short
-- 8822--8833 -- -- --

Organizations In ConflictOrganizations In Conflict -- -- -- 7766 --

Bad NewsBad News -- 8844--8855 -- -- --
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PPLLOOT  T  PPOOIINNTT AACCTT TTEENN MMYYSS SSOOCC PPEERR

Character AssistanceCharacter Assistance -- -- -- -- 7799--8800

 Asking Fo Asking For Helpr Help -- -- -- -- 8811--8822

Hunker DownHunker Down -- 8866 -- -- --

 Abandoned Abandoned -- 8877--8888 -- -- --

Find It Or ElseFind It Or Else -- -- 8811--8822 -- --

Used Against ThemUsed Against Them 7788 8899 -- -- --

Powerful PersonPowerful Person -- -- -- 7777 --

Creepy ToneCreepy Tone -- 9900--9911 -- -- --

Welcome To The PlotWelcome To The Plot -- -- -- -- 8833

Travel SettingTravel Setting 7799 9922 8833 7788 --

Escort DutyEscort Duty -- -- -- 7799 --

 An Old Deal An Old Deal -- -- 8844 8800 --

 A New  A New EnemEnemyy -- 9933 -- -- --

 Alliance Alliance -- -- -- 8811--8822 --

Power Over OthersPower Over Others -- -- -- 8833--8844 --

 A Mysterious  A Mysterious New PersonNew Person -- -- 8855 -- --

Frenetic ActivityFrenetic Activity 8800--8811 -- -- -- --

Rural SettingRural Setting -- 9944 8866 8855 --

LikeableLikeable -- -- -- -- 8844

Someone Is WhereSomeone Is Where
They Should Not BeThey Should Not Be

-- -- 8877--8888 -- --

Sneaky BarrierSneaky Barrier 8822--8833 -- -- -- --

CorruptionCorruption -- -- -- 8866--8877 --

 Vulnerabili Vulnerability Exploitedty Exploited -- 9955 8899 -- --

The Promise Of RewardThe Promise Of Reward -- -- -- -- 8855--8866

PPLLOOT  T  PPOOIINNTT AACCTT TTEENN MMYYSS SSOOCC PPEERR

FraudFraud -- -- 9900--9911 -- --

It’s BusinessIt’s Business -- -- -- 8888--8899 --

Just Cause Gone AwryJust Cause Gone Awry -- -- -- 9900 --

Expert KnowledgeExpert Knowledge -- -- -- -- 8877

 A Mo A Moment ment Of POf Peaceeace 8844--8855 -- -- -- --

 A Focu A Focus On Ths On The Munde Mundaneane -- -- -- -- 8888--8899

Run Away!Run Away! -- -- -- -- 9900--9911

Beat You To ItBeat You To It 8866--8877 -- 9922--9933 -- --

ConfrontationConfrontation 8888--8899 -- -- 9911 --

 Argument Argument -- -- -- 9922--9933 --

Social Tension Set To BoilingSocial Tension Set To Boiling -- -- -- 9944 --

ProtectorProtector 9900--9911 -- -- -- 9922--9933

CrescendoCrescendo 9922--9933 -- -- -- --

Destroy The ThingDestroy The Thing 9944--9955 -- -- -- --

Conspiracy TheoryConspiracy Theory -- -- 9944 -- --

ServantServant -- -- -- 9955 9944--9955

 An Oppo An Opposing Storysing Story -- -- 9955 -- --

MetaMeta
96-96-
100100

96-96-
100100

96-96-
100100

96-96-
100100

96-96-
100100

Meta Plot Points Table ReducedMeta Plot Points Table Reduced
Character Exits The AdventureCharacter Exits The Adventure 1-181-18

Character ReturnsCharacter Returns 19-2719-27

Character Steps UpCharacter Steps Up 28-3628-36

Character Steps DownCharacter Steps Down 37-5537-55

Character DowngradeCharacter Downgrade 56-7356-73

Character UpgradeCharacter Upgrade 74-8274-82

Plotline ComboPlotline Combo 83-10083-100

Plot Points Table ReducedPlot Points Table Reduced
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Random Themes TableRandom Themes Table

1-2 ACTION1-2 ACTION

3-4 TENSION3-4 TENSION

5-6 MYSTERY5-6 MYSTERY

7-8 SOCIAL7-8 SOCIAL

9-10 PERSONAL9-10 PERSONAL

Plot Point Theme TablePlot Point Theme Table

1-4 1-4 FIRFIRST ST PRIORITY PRIORITY - - 11

5-7 5-7 SECOND SECOND PRIORITY PRIORITY - - 22

8-9 8-9 THIRD THIRD PRIORITY PRIORITY - - 33

10 FOURTH/FIFTH10 FOURTH/FIFTH

PRIORITY - 4/5PRIORITY - 4/5

Theme Translation TableTheme Translation Table

MMYYTTHHIIC  C  TTHHEEMMEE AADDVVEENNTTUURRE E  CCRRAAFFTTEER R  TTHHEEMMEE

Standard ThemeStandard Theme Any ThemeAny Theme

Horror ThemeHorror Theme TensionTension

 Action Ad Action Adventure venture ThemeTheme ActionAction

Mystery ThemeMystery Theme MysteryMystery

Social ThemeSocial Theme SocialSocial

Personal ThemePersonal Theme PersonalPersonal

Epic ThemeEpic Theme Any ThemeAny Theme

Character Special TraitCharacter Special Trait

SSPPEECCIIAAL  L  TTRRAAIITT RROOLLLL

THE CHARACTER IS AN INDIVIDUAL:THE CHARACTER IS AN INDIVIDUAL: The Character is an individual, as opposed to an organization or object. The Character is an individual, as opposed to an organization or object. 1-501-50

THE CHARACTER IS AN ORGANIZATION:THE CHARACTER IS AN ORGANIZATION: This Character is not a specific individual, but an organization or This Character is not a specific individual, but an organization or
community. General members of this organization are considered part of community. General members of this organization are considered part of the Character as a the Character as a community.community.

51-5751-57

THE CHARACTER IS AN OBJECT:THE CHARACTER IS AN OBJECT: This Character is something other than a typical, living individual or group This Character is something other than a typical, living individual or group
organization. The Character is an object of organization. The Character is an object of some kind that some kind that could also be considered a Character unto could also be considered a Character unto itself. Examplesitself. Examples
might include a spaceship that is old and temperamental, or a city teeming with culture.might include a spaceship that is old and temperamental, or a city teeming with culture.

58-6458-64

THE CHARACTER IS CONNECTED TO THIS PLOTLINE:THE CHARACTER IS CONNECTED TO THIS PLOTLINE:  This Character enters the Adventure somehow This Character enters the Adventure somehow
connected with the Plotline of this Turning Point.connected with the Plotline of this Turning Point.

65-7165-71

THE CHARACTER IS NOT CONNECTED TO THIS PLOTLINE:THE CHARACTER IS NOT CONNECTED TO THIS PLOTLINE:  This Character enters the Adventure not This Character enters the Adventure not
connected to this Turning Point’s Plotline. The Character may become part connected to this Turning Point’s Plotline. The Character may become part of the Plotline in of the Plotline in the course of this Turningthe course of this Turning
Point, but does not start off Point, but does not start off that way. Examples include bystanders to the main events of a Turning Point or peoplethat way. Examples include bystanders to the main events of a Turning Point or people
outside the events of the Plotline who get drawn into the Adventure.outside the events of the Plotline who get drawn into the Adventure.

72-7872-78

THE CHARACTER ASSISTS IN RESOLVING THIS PLOTLINE:THE CHARACTER ASSISTS IN RESOLVING THIS PLOTLINE: This Character is someone who  This Character is someone who can help resolvecan help resolve
the current Plotline in some way, likely serving as the current Plotline in some way, likely serving as an aid to an aid to the Player Characters.the Player Characters.

79-8579-85

THE CHARACTER HINDERS RESOLVING THIS PLOTLINE:THE CHARACTER HINDERS RESOLVING THIS PLOTLINE: This Character gets in the way of resolving the This Character gets in the way of resolving the
current Plotline in some way, likely serving as a current Plotline in some way, likely serving as a complication to the Player Characters.complication to the Player Characters.

86-9286-92

THE CHARACTER IS CONNECTED TO AN EXISTING CHARACTER:THE CHARACTER IS CONNECTED TO AN EXISTING CHARACTER:  This Character has some relationship This Character has some relationship
to another, existing Character in this Adventure. Roll on the Characters List to see who. A result of New Characterto another, existing Character in this Adventure. Roll on the Characters List to see who. A result of New Character
is changed to Choose The Most Logical is changed to Choose The Most Logical Character. The connection can be anything, froCharacter. The connection can be anything, from the two Characters arem the two Characters are
related, they know each other, they were former friends, they both work in the same occupation or belong to therelated, they know each other, they were former friends, they both work in the same occupation or belong to the
same organization, they look or act similarly, they have similar skills or equipment, etc. The connection can be assame organization, they look or act similarly, they have similar skills or equipment, etc. The connection can be as
close or as distant as you like.close or as distant as you like.

93-10093-100
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Character IdentityCharacter Identity

RROOLLLL IIDDEENNTTIITTYY RROOLLLL IIDDEENNTTIITTYY RROOLLLL IIDDEENNTTIITTYY RROOLLLL IIDDEENNTTIITTYY

1-331-33
Roll for twoRoll for two

IdentitiesIdentities
5050 MediatorMediator 6767 ThiefThief 8484 ScientistScientist

3434 WarriorWarrior 5151 EntertainerEntertainer 6868 RadicalRadical 8585 GathererGatherer

3535 HealerHealer 5252 SocialiteSocialite 6969 ExecutiveExecutive 8686 ForeignerForeigner

3636 ProtectorProtector 5353  Athlete Athlete 7070 ThugThug 8787 SurvivorSurvivor

3737  Assistant Assistant 5454 PerformerPerformer 7171 GuardGuard 8888 GamblerGambler

3838 DependentDependent 5555 RepresentativeRepresentative 7272 GuardianGuardian 8989 RogueRogue

3939 RulerRuler 5656 MerchantMerchant 7373 ExplorerExplorer 9090 FarmerFarmer

4040  Administrator Administrator 5757 TraderTrader 7474 HeroHero 9191 KillerKiller

4141  Victim Victim 5858 CreatorCreator 7575  Villain Villain 9292 ProfessionalProfessional

4242 ScholarScholar 5959  Artist Artist 7676 DeceiverDeceiver 9393 Driver/PilotDriver/Pilot

4343 ExpertExpert 6060 ServantServant 7777 EngineerEngineer 9494 StudentStudent

4444 EliteElite 6161 LaborerLaborer 7878 ScoutScout 9595 OrganizerOrganizer

4545 InvestigatorInvestigator 6262 ReligiousReligious 7979 FixerFixer 9696 DelivererDeliverer

4646 CriminalCriminal 6363 HunterHunter 8080 WandererWanderer 9797 LackeyLackey

4747 SupporterSupporter 6464 LeaderLeader 8181 SubverterSubverter 9898 TeacherTeacher

4848 HelplessHelpless 6565 FighterFighter 8282 SoldierSoldier
99 -99 -
100100

Exotic Exotic 

4949 OutsiderOutsider 6666 CrafterCrafter 8383 Law EnforcementLaw Enforcement
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Character DescriptorsCharacter Descriptors
RROOLLLL CCHHAARRAACCTTEERRIISSTTIICC RROOLLLL CCHHAARRAACCTTEERRIISSTTIICC RROOLLLL CCHHAARRAACCTTEERRIISSTTIICC RROOLLLL CCHHAARRAACCTTEERRIISSTTIICC

1-211-21
Roll for twoRoll for two

DescriptorsDescriptors
4141 SmallSmall 6161  Armed Armed 8181 NaiveNaive

2222 UglyUgly 4242 LargeLarge 6262 DifferentDifferent 8282 ConfidentConfident

2323 BeautifulBeautiful 4343 QuietQuiet 6363 YoungYoung 8383 SurprisingSurprising

2424 FoulFoul 4444 LoudLoud 6464 OldOld 8484 PassivePassive

2525 SweetSweet 4545 FastFast 6565 DifficultDifficult 8585 BoldBold

2626 UnusualUnusual 4646 SlowSlow 6666 HelpfulHelpful 8686 CarelessCareless

2727 CommonCommon 4747 Exotic Exotic  6767 HarmfulHarmful 8787 CautiousCautious

2828 IntelligentIntelligent 4848 UniformedUniformed 6868 DisciplinedDisciplined 8888 SneakySneaky

2929 IgnorantIgnorant 4949 InterestingInteresting 6969 Erratic Erratic  8989 IntimidatingIntimidating

3030 EducatedEducated 5050 ColorfulColorful 7070 WildWild 9090 PowerfulPowerful

3131 SkilledSkilled 5151 InformativeInformative 7171 CrazyCrazy 9191 PowerlessPowerless

3232 TrainedTrained 5252 DangerousDangerous 7272 CommandingCommanding 9292 HurtHurt

3333 RudeRude 5353 IneptInept 7373 Meek Meek  9393 RoughRough

3434 PolitePolite 5454 ClumsyClumsy 7474 HumorousHumorous 9494 GentleGentle

3535 FancyFancy 5555 CapableCapable 7575 FrightenedFrightened 9595 CaringCaring

3636 RoughRough 5656 IntrusiveIntrusive 7676 BraveBrave 9696 PrincipledPrincipled

3737 DirtyDirty 5757 RespectfulRespectful 7777 StrongStrong 9797  Arrogant Arrogant

3838 CleanClean 5858 PrimitivePrimitive 7878 Weak Weak  9898 CuriousCurious

3939 WealthyWealthy 5959 SophisticatedSophisticated 7979 ImpulsiveImpulsive 9999 SupportiveSupportive

4040 PoorPoor 6060 ElegantElegant 8080 Strategic Strategic  100100 Heroic Heroic 
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Characters ListCharacters List

1-41-4 NEW NEW CHARACTCHARACTERER

5-85-8 NEW NEW CHARACTCHARACTERER

9-129-12 NEW NEW CHARACTCHARACTERER

13-1613-16 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACCHARACTERTER

17-2017-20 NEW NEW CHARACCHARACTERTER

21-2421-24 NEW NEW CHARACTCHARACTERER

25-2825-28 NEW NEW CHARACTCHARACTERER

29-3229-32 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACCHARACTERTER

33-3633-36 NEW NEW CHARACTCHARACTERER

37-4037-40 NEW NEW CHARACCHARACTERTER

41-4441-44 NEW NEW CHARACTCHARACTERER

45-4845-48 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACCHARACTERTER

49-5249-52 NEW NEW CHARACTCHARACTERER

53-5653-56 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACCHARACTERTER

57-6057-60 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACCHARACTERTER

61-6461-64 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACCHARACTERTER

65-6865-68 NEW NEW CHARACTCHARACTERER

69-7269-72 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACCHARACTERTER

73-7673-76 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACCHARACTERTER

77-8077-80 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACCHARACTERTER

81-8481-84 NEW NEW CHARACTCHARACTERER

85-8885-88 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACCHARACTERTER

89-9289-92 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL CHARACCHARACTERTER

93-9693-96 CHOOSE MOST LOGICHOOSE MOST LOGICAL CHARACAL CHARACTERCTER

97-10097-100 NEW NEW CHARACCHARACTERTER

Plotlines ListPlotlines List

1-41-4 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

5-85-8 NEW NEW PLOTLINEPLOTLINE

9-129-12 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

13-1613-16 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

17-2017-20 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

21-2421-24 NEW NEW PLOTLINEPLOTLINE

25-2825-28 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

29-3229-32 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

33-3633-36 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

37-4037-40 NEW NEW PLOTLINEPLOTLINE

41-4441-44 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

45-4845-48 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

49-5249-52 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

53-5653-56 NEW NEW PLOTLINEPLOTLINE

57-6057-60 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

61-6461-64 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

65-6865-68 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

69-7269-72 NEW NEW PLOTLINEPLOTLINE

73-7673-76 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

77-8077-80 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

81-8481-84 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

85-8885-88 NEW NEW PLOTLINEPLOTLINE

89-9289-92 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

93-9693-96 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE

97-10097-100 CHOOSE CHOOSE MOST MOST LOGICAL LOGICAL PLOTLINEPLOTLINE
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www.WORDMILLGAMES.comwww.WORDMILLGAMES.com

UNLIMITED WORLDSUNLIMITED WORLDS

OF ADVENTURE AWAIT!OF ADVENTURE AWAIT!

CREATE ADVENTURE OUTLINES, SEEDS,CREATE ADVENTURE OUTLINES, SEEDS,

AND EVENTS FOR ANY RPG, IN ADVANCEAND EVENTS FOR ANY RPG, IN ADVANCE
OR ON THE SPOTOR ON THE SPOT

The Adventure Crafter adds to the Crafter series of GameThe Adventure Crafter adds to the Crafter series of Game
Master tools a system for randomly generating an unfoldingMaster tools a system for randomly generating an unfolding
story that you can use as the framework for a custom builtstory that you can use as the framework for a custom built

adventure or for solo role-play.adventure or for solo role-play.

The Adventure Crafter is usable withThe Adventure Crafter is usable with
Mythic Game Master Emulator Mythic Game Master Emulator 

or any RPG system.or any RPG system.


