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ADVENTURE AWAITS!

>

(«
You get a wonderful view from the point of no return.”
Terry Pratchett, Making Money

Adventure Awaits!

Welcome to The Adventure Crafter, the third book in the
Crafter series by Word Mill Games! The Adventure Crafter
presents a system for randomly generating story outlines,
adventure seeds, random events, and plot twists for your role
playing gaming pleasure.

Although The Adventure Crafter plugs in nicely with the Mythic
line from Word Mill Games, it can be used with any RPG system.
The Adventure Crafter isn’t about the system but the Adventure.

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

PLOT POINTS

A Plot Point is the basic building block of everything that
happens in The Adventure Crafter. Plot Points are discreet story
units that offer a point of detail that will go into the stew that
is your Adventure. Some Plot Points are instructional, such as
telling you to add a new Character to the Adventure, and some
sound like story tropes, like “Betrayed!” or “Something Lost
Has Been Found.” Anywhere from two to five Plot Points are
combined to form ...

TURNING POINTS

Turning Points are the pivotal Scenes in your Adventure
that propel the story along. They are the plot twists within your
Adventure. A Turning Point is composed of a group of Plot
Points put together. You figure out what actually happens during
a Turning Point by using interpretation and combining what you
already know about the Adventure with a group of Plot Points.

Each Turning Point serves a major plot thread in your
Adventure. That thread will either begin in a Turning Point,
develop in a Turning Point, or reach its conclusion in a Turning
Point. The Adventure Crafter refers to these Adventure threads as ...

PLOTLINES

A Plotline is an open thread in your Adventure. It is the reason
your Characters are adventuring. They are the conflicts to resolve,
the goals to achieve. An Adventure may have one Plotline or
many, it may have a main Plotline and some lesser Plotlines, or
they may all be of equal merit. A Plotline develops through an
Adventure’s Turning Points. Each Turning Point is focused on
a Plotline and will either create the New Plotline, develop the
Plotline further through an Advancement, or end the Plotline and
remove it from the Adventure through a Conclusion.

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

The creation, Advancement, and Conclusion of Plotlines are

what make up your ...




ADVENTURE AWAITS!

ADVENTURE

The Adventure is exactly what you would think it is: it’s your
story, what the Characters are doing. An Adventure is composed
of one or more Plotlines, the resolution of which form the
Adventure itself. An Adventure is over when all Plotlines, or the
main Plotline, is resolved, or you just decide that the Characters
have taken it far enough. Not all Plotlines in an Adventure need
to be resolved; it’s okay to have Plotlines remain open for use in
future Adventures so that the story continues or to just let them
remain unresolved.

SCENES

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

CHARACTERS

The Characters are all of the people and entities in your
Adventure. They include the Characters you play, the Player
Characters, as well as Non-Player Characters who are the supporting
cast of your Adventure.
Characters can also be non-
persons, such as organizations
or objects. Basically, anything
that can act independently in
your Adventure or that Player
Characters will have to interact
with can be considered a
Character. Characters could be
the orc chieftain, the citizens
of a village, the artificial
intelligence running a building,
a starship, a jungle, etc.

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

Let’s talk about ...

LISTS

There are a few Lists you'll have to maintain when using The
Adventure Crafter: Plotlines and Characters. Whenever a new
Plotline or new Character enters your Adventure, they get added
to their respective List. When a Plotline is concluded, it gets
struck off the Plotlines List. More rarely, Characters will also exit
the Characters List.

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

THEMES

Plot Points come in various flavors, which are described as
Themes. The Themes are: Tension, Action, Mystery, Social,
and Personal. Each Theme has Plot Points tailored to that
Theme. At the start of an Adventure, Themes are prioritized
for that Adventure so you can adjust the tone of your story.

For instance, a horror Adventure may have Tension as its most

important Theme, while a dungeon crawl may have Adventure

as its most important Theme. Themes can be arranged in any
order of priority to achieve a wide range of Adventures that
retain a consistent feel throughout. For instance, an Adventure
strong in Tension and Mystery may be a psychological horror
story with lots of detective work and dark corners, but not a lot
of direct physical action or interpersonal events.

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

e Action: These Plot Points focus on direct, physical action

like combat and chases.

o  Tension: These are Plot Points that create anxiety for

Characters, and are common in horror Adventures.

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

Social: These are Plot Points that involve the interaction

of people, or the machinations of social institutions.

*  Personal: These are Plot Points where the focus is on an
individual Character, whether a Player Character or a
Non-Player Character. Other Themes involve Characters,
of course, but the Plot Points of the Personal Theme tend
to be more personally oriented, such as involving Character
backstories and people who are close to those Characters.




Ways To Use The

Adventure Crafter

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

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

Adventure Qutline

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

For instance, The Adventure Crafter may kick out an outline
that looks like this: The Characters come across an ancient tomb
in the jungle that supposedly contains the carcass of a god (the
first Turning Point that gives them their first Plotline, “Find
the body of the god, if it exists.”). The Characters explore the
tomb, and discover it is full of traps (another Turning Point in
the Plotline). The Characters reach the heart of the tomb and
discover the body of the god, who isnt fully dead and is less than
happy to have visitors (the Conclusion of the Plotline).

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

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

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

An Adventure Outline will give you a linear story with many
of the Adventure conflicts spelled out, both in how they begin and
in 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 with
and manipulate as you need. The actual events of your Adventure
may not play out exactly as The Adventure Crafter defines them.
You can use the detils The Adventure Crafter makes as building
blocks for your Adventure, shifting them as you wish.

Adventure Seed

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

This is a simpler way to use The Adventure Crafter, making it
a treasure trove of infinite Adventure seeds.



Opening Scene With Mythic

Maybe you don’t want an entire Adventure outline, and Mythic Role Playing and the Mythic Game Master Emulator
not even an Adventure seed. Maybe you're engaging in a solo are products of Word Mill Games designed to create Adventures
game, or using the Mythic Game Master Emulator (from Word as you go, with or without a Game Master. You can combine
Mill Games), and the details of the Adventure will unfold as The Adventure Crafter with Mythic in a number of ways. The
you play. However, you want the opening Scene that gets that Adventure Crafter can generate the first Scene in a Mythic
Adventure moving. Adventure, replacing the default method of doing so. You can also

You can use The Adventure Crafter to create this first Scene. use The Adventure Crafter to replace how Mythic makes Altered
It's much the same as producing the first Turning Point in an Scenes and Scene Interrupts.

Adventure outline that gives you your first Plotline. Its also How to combine The Adventure Crafter with Mythic is
similar to producing an Adventure seed, but even more minimal described in detail later in this book (starting on page 73).

in the information generated.

You can generate an entire %
Adventure outline beforehand and
flesh it out, or, you can generate that
outline as you play. In this way, you
can use The Adventure Crafter to
build an Adventure on the go so that r a

you are surprised at each new Turning a

Point. This can be done by a Game

Master who wishes to develop her
Adventure without prior preparation,
by a group of players who aren’t using
a Game Master at all, or for a solo
player who has The Adventure Crafter
act as the Game Master for story
generation purposes.

This is very similar to making an
Adventure outline, you just do it as

you play.

AsNeeded i
As Needed As A Writing Tool

You can also use The Adventure Crafter when you want to

generate a twist in your own, custom-made Adventure. For Finally, [ want to mention that not only can The Adventure
instance, maybe you're a Game Master creating an Adventure Crafter be used to make role-playing Adventures, it can be used
and you're feeling, midway through the process, that the story by those of you who enjoy writing. The Adventure Crafter is a

is stalling out. Some new ideas would be nice. You may use The story idea generator, with the summaries created being as much
Adventure Crafter to toss in a surprise to add some unexpected story outlines as Adventure outlines. These outlines can be used

flavor to your Adventure. to help you construct ideas for your fiction.




ADVENTURE THEMES

venture Themes

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

As mentioned previously, the Themes are Action, Tension,
Mystery, Social, and Personal. Like Characters in an RPG, your
Adventure has statistics, and you can think of Themes as the
Adventure’s defining stats. Every Adventure is strong in some
Themes and weak in others.

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

ASSIGNING THEME PRIORITY

There are two ways you can assign Theme priorities for
an Adventure: you can choose, or you can determine them
randomly. Choosing is your best option if you know exactly what
kind of tone you want for your Adventure. For instance, if the
Adventure is a group of space marines landing on a planet to
investigate a loss of communication from settlers only to discover
a nest of nasty aliens to fight, you might decide on the following
Theme order: Action, Tension, Mystery, Social, Personal.

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

RANDOM THEME
PRIORITY SELECTION

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

For instance, let’s ~
say you're crafting an Random Themes Table
Adventure for a group of
occult investigator Player 1-2 ACTION
Characters. Deciding 3.4 TENSION
to randomly select the
Themes, you start rolling 5-6 MYSTERY
1d10, your first roll 7-8 SOCIAL
being a 4. Consulting the
Random Themes Table, we 9-10 PERSONAL

see a 4 gives us Tension.
That seems appropriate that our top priority Theme for a horror
Adventure is Tension. We're off to a good start.

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

Starting our occult Adventure, we know that it’s going to be

Tension heavy with doses of Mystery. There may also be some
scattered Social elements, and it’s unlikely that there will be many
Personal or Action Plot Points.



ADVENTURE THEMES

THE THEMES
Action

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

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

Tension

Tension Plot Points are Adventure elements designed to make
Characters nervous. This is the horror movie Theme, where
Adventures that feature Tension as the top Theme will have
plenty of elements to frighten and make Characters sweat.

Myste

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

Social

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

Personal

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

WHAT THE THEMES
ARE USED FOR

Aside from helping to frame the Adventure in your mind,
Themes have a practical use in The Adventure Crafter. You
create Plot Points for each Turning Point in your Adventure with
Themes guiding this process. Plot Points are specific elements
that direct the course of your Adventure, for instance indicating
that a Character gets attacked or revealing that a Character has
discovered a clue to a mystery.

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




~

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

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

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

The nuts and bolts of how to use Lists will be handled later
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 to
manage them.

WHEN TO ADD TO A LIST,
WHEN TO REMOVE

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

Lists And The
Adventure Sheet

Invoking

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

A Plotline gets created when you roll for a Plotline at the
start of a Turning Point and get a result of “New Plotline”. You
won't know exactly what the new Plotline is until after you've
determined what happens in the Turning Point, but once you
figure out what the new Plotline is, name it and write it onto
your Plotlines List in the next available slot down the sheet,
starting from the top of the List.

Each slot on the list has a faint line of text on it, either
“Choose Most Logical Plotline” or “New Plotline”. When you
write a Plotline onto a List, it is overwriting the text already there.
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.

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

A Plotline gets Invoked when, at the start of a Turning Point,
you roll 1d100 to see what Plotline the Turning Point is about
and you either roll a line on the Plotlines List that has a Plotline
written on it, or you roll a result of “Choose Most Logical
Plotline.” At this point, an existing Plotline has been chosen for
this Turning Point, Invoking it. Write the name of the Plotline on
the Plotlines List again on the next available line unless it already
appears on the List at least three times.

The more often a Plotline gets Invoked, the more it appears
on the Plotlines List, making it more important to the Adventure
and more likely to be featured again during a later Turning Point.
Weriting a Plotline on the List again after it is Invoked is a way for
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The 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 for
your use. They are also available at the back of this book.

the Plotline to gain additional weight in the Adventure the more
it is called into action.

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

An existing Character is Invoked when you roll on the
Characters List and either get a specific Character or a result

of “Choose Most Logical Character.” This indicates an already
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existing Character is Invoked for this Plot Point. That Character
is recorded on the Adventure Sheet next to the Plot Point that
Invoked them and is written in again on the Characters List on
the next available open slot, as long as the Character is not already
on the Characters List at least three times.

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

Plotlines and Characters come off of the Lists too, sometimes.
A Plotline is crossed off its List when it reaches a Conclusion in a
Turning Point. A Conclusion is a special Plot Point that indicates
this Plotline has come to an end (we’ll get more into that later).
Characters come off their List more rarely. No matter what
happens to a Character in an Adventure, even if they die, they
remain on the Characters List. This is because Characters can
influence an Adventure even when they are technically no
longer around. For instance, a Character may perish in a fantasy
campaign, but the Character being Invoked again might mean the
Player Characters come across something that the lost Character
left behind, or an old enemy has come looking for them, etc.
Characters only come off of the Characters List as a result
of Meta Plot Points that indicate it. There are a number of Plot
Points that reduce or entirely eliminate Characters from the List.
When a Plotline or a Character is removed from their List, cross
them out. If you roll that crossed out line later when Invoking a
Plotline or Character, consider the result an automatic “Choose
Most Logical Plotline” or “Choose Most Logical Character”.

The List Is Full

It’s unlikely, but possible, that your Adventure will be so chock
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 List
is full, then look to see if the List has any crossed out elements.

If it doesn, then nothing else can be added to the List; new
Invoked Plotlines and Characters won't get slots on the List.

If the List does have crossed out elements, then pull out a
fresh, blank List and copy all of the elements from the current
List onto it, omitting the crossed out Lines. You're clearing out

the crossed out lines to make room for new elements.
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THE ADVENTURE SHEET

Crafting an Adventure involves collecting a lot of details about
that Adventure. There aren’t just the Plotlines and Characters,
there’s the Themes, Plot Points, and accumulating notes about
your Adventure to record.

To make this easy, you can copy or print out an Adventure
Sheet (found on page 14 and at the back of this book).

The sheet contains:

* Adventure: A line for entering a title for your Adventure.

* Date: In case you need it, a place to record the date you're
playing your Adventure.

* Notes: A space for writing ideas and thoughts about your
Adventure.

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

* Turning Point: A place to record the number of the Turning
Point you're on. Turning Points are like the chapters of a book, or
the order of scenes in a movie.

* Plotline: A listing of three boxes to place a check mark in
to indicate when the Plotline for this Turning Point is a New
Plotline, a Development, or a Conclusion. There is a space to the
right of this to enter the title of your Plotline that this Turning
Point is focusing on.

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

* Characters Invoked: To the right of each space for Plot
Points is another space to record any Characters who are Invoked
for that Plot Point.

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

DESCENT INTO THE KRAGAN PIT

Let’s take a look at an example Adventure and how the Lists
and Adventure Sheet get filled out. This example will use Plot
Points and information discussed further in this book, so dont
worry too much about that; we'll get to it.

Drew is a Gamemaster. She has friends coming over tomorrow

to play in their ongoing fantasy role playing campaign. Drew

1.3
AOVENTURE
(KA e
I Adventure ] I Date ]

1 1-4
57
89

10

[ N O

10

NewPlotline
TURNING POINT PLOTLINE [ Development
Conclusion
PLOT POINTS
1

CHARACTERS INVOKED

o A W N

Notes ]

NewPlotline
TURNING POINT PLOTLINE j Development
Conclusion
PLOT POINTS
1

CHARACTERS INVOKED

a Bh W N

Notes ]

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 size
version of the sheet for your use. It is also available at the back of this book.

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

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

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

J

Characters List
1-4 Ewﬂw&n@/tf
58  Klcolhesorcerer

12 Elheninthe cleric
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D prins outan Adsenar

Sheet and randomly determines

the Themes for this Adventure (as [ension 14
discussed on page 8). 2 Fersonal 57

Drew is happy with these 3 Socinl 89
results. She sees this Adventure 4 /Wpffl?rzf 10
is going to be heavy with 5 Acdion 0

Tension and Personal elements.
It’s sounding like a horror Adventure to her, so maybe it'll be
lighter on the monsters and heavier on the traps and scares.

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

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

New Plotline
TURNING POINT PLOTLINE [ Development
Conclusion

PLOT POINTS

1 None
PAhkighencegy gatherig
Lrnmed

(uict catastiraphe
N

Notes ]

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

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

CHARACTERS INVOKED

Fric/ Kl

2
3
4
5

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

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

_ N
Characters List

1-4 E@W&@M
58 Ko lhesorcerer
912 Flheninthecleric

1316 e

17-20 @M

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

Plotlines List

4 Delivertherelic

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

The next chapter will go into more detail on how all of this
actually works.
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Turning Points And

Plot Points

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

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

It sounds more complicated than it is.

The method of generating a Turning Point goes like this:

*  Roll 1d100 on your Plotlines List for the Plotline
focused on in this Turning Point. If you currently have
no Plotlines for this Adventure, then skip the roll and
consider it an automatic result of New Plotline.

*  If the Plotline is an existing Plotline, you start by treating
this Turning Point as a Plotline Advancement, meaning
the action of this Turning Point is to further the story
of that Plotline. Later, while rolling for Plot Points, this
Turning Point may turn into a Plotline Conclusion.

*  Roll Plot Points for your Turning Point. Roll 3d10, with
one die designated to determine which Theme your next
Plot Point will be drawn from and the remaining two dice
giving you a 1-100 result on the Plot Point Table, finding
your Plot Point under that Theme. If a Plot Point requires
Characters to be Invoked, then roll on the Characters List.

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

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

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

ROLL FOR THE PLOTLINE

Roll 1d100 and consult the Plotlines List. You will get one of
three possible results: an existing Plotline that you have already
written into the List, a “New Plotline” result, or a “Choose Most
Logical Plotline” result.

If the result is an existing Plotline, this will be the Plotline
addressed in this Turning Point. If you're recording your
Adventure using an Adventure Sheet, then write in the Plotline
for this Turning Point. At this time you can also update your
Plotlines List by writing this Plotline in again since it’s been
Invoked, unless it already appears on the list three times. By
adding the Plotline again to the List when it’s called upon, it gives
the Plotline more weight in the Adventure and a higher chance of
appearing in more Turning Points.

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

A result of “Choose Most Logical Plotline” requires you to
choose the most appropriate Plotline for this Turning Point from
the already existing Plotlines. If there is only one Plotline, then
you have no choice but to select that one. If there are more than
one, you may choose the Plotline any way you wish. Maybe
you want to do the same Plotline as the previous Turning Point
addressed to continue the action, maybe the previous Turning
Point suggested that another Plotline should be given attention
at this Turning Point, or maybe there’s a Plotline you are most
interested in getting back to and you want to make that the focus

of this Turning Point.




ADVANCEMENT OR
CONCLUSION

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

While rolling Plot Points for this Turning Point, it possible
for this Turning Point to turn from a Plotline Advancement into
a Plotline Conclusion. The first result of the Plot Point Table is
“Conclusion,” rolled on a 1-8.

We'll discuss more about New Plotlines, Plotline
Advancements, and Plotline Conclusions later in this chapter on

page 22, All About Plotlines.

ROLL ON THE PLOT POINT TABLE

You know your Plotline for this Turning Point. Now it’s time
to assemble various Plot Points to figure out what, exactly, is
happening in this Turning Point.

The Plot Point Table is large, spanning multiple pages with a
couple of hundred Plot Points separated into Themes. To use the
Plot 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 dice
will 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 when
tossing them.

The 1d10 : R
die for the Plot Point Theme Table
Theme will 1-4 FIRST PRIORITY - 1
tell you which
priority 5-7 SECOND PRIORITY -2
Theme of the 8-9 THIRD PRIORITY - 3
Adventure this
Plot Point is 10 FOURTH/FIFTH
for. Remember PRIORITY - 4/5

at the outset of
your Adventure you determined the Themes of this Adventure,
ordered by Priority. The Themes are Action, Tension, Mystery,
Social, and Personal. The roll of the Theme die will tell you to
choose the First, Second, Third, or Fourth/Fifth priority Theme.
A result of 10 gives you the Fourth and Fifth Themes together.
This result is staggered each time you roll it. The first time a 10
is rolled, choose the Fourth Priority Theme. The second time a
10 is rolled, choose the Fifth Priority Theme. When a 10 is rolled
again, it’s back to the Fourth Priority Theme, and so on. These

-~

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

If 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.

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

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

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

You are done rolling Plot Points for this Turning Point when
you have rolled your fifth Plot Point, including the “None” results.

PUT IT ALL TOGETHER

At this point you have a Plotline in mind, you know if its an
Advancement ora Conclusion, and you have anywhere between
two and five Plot Points for your Turning Point. Combine all of this
and interpret what you think this means for your Adventure. This is
your Turning Point.

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




Rolling up the Plot Points, they get the following: A High
Energy Gathering, None, None, Bad News, and Escort Duty.
You decide that this means the crew of the Stardrifter had

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

INVOKING PLOTLINES
AND CHARACTERS

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

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

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

There are a few guidelines to follow when Invoking:

* A Character may be Invoked more than once during a single
Turning Point, for instance being Invoked in two separate Plot
Points. However, the Character is only written down on the

Characters List one time during any given Turning Point where
they are Invoked. In other words, a Character is written down
on the Characters List for being Invoked during a Turning Point,
whether Invoked once or any number of times.

* A Plotline or Character can only appear on a List a
maximum of three times through being Invoked. For instance, a
Plotline is placed on the Plotlines List when it is first created. In
the next Turning Point it gets Invoked, so the Player writes that
Plotline down again on the Plotlines List. A couple of Turning
Points later it again is Invoked, earning its third placement on the
Plotlines List. If the same Plotline gets Invoked in any succeeding
Turning Points it will not be recorded on the Plotlines List again
since it has already maxed out at three listings. The same goes
for Characters. The only exception to this rule are results on the
Meta Plot Points table that instruct you to add Plotlines and
Characters to the Lists, which can bring you above the usual three
listing maximum.

* When a Plot Point Invokes a Character, it means that Plot
Point is about that Character. However, it doesn’t necessarily
mean it is only about that Character. For instance, a Plot Point
that calls for someone to be attacked may cause you to roll to
see which Character is attacked. However, you may decide that
the Character is the first one attacked, and that the attackers also
attack others in the Turning Point. Or maybe you decide that the
Character you rolled represents a group of people, and the entire
group is attacked. You should follow the logical path that makes
the most sense, whether it makes sense to apply a Plot Point only
to the Invoked Character or to the Invoked Character and others
associated with them.

MAKING IT INTO
SOMETHING MEANINGFUL

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

So what do you do with that?

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

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

HOW TO USE TURNING POINTS

As stated previously, Turning Points are the building blocks
of your Adventure. A series of Turning Points associated with a
Plotline detail how that Plotline begins, how it develops, and how
it ends. One or more Plotlines, each with their own arcs developed
through Turning Points, combined make up your total Adventure.
There are various ways in which you can think of your
Turning Points and how to use them.

When you create a series of Turning Points for a Plotline, the
end result will appear very linearly scripted. For instance, let’s say
you are running a fantasy Adventure and the Plotline is “Rescue the
princess from the dragon.” This Plotline ends up being made up
of five Turning Points. In each Turning Point something distinct

happens. For instance, let’s say the Turning Points end up like this:

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

2. The heroes travel through the Fasmore Woods where they
encounter and battle cultists who worship Ylogor and
wish to hinder the heroes assault on his cavern.

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

4. The heroes discover the dragon’s cavern and make their
way inside, battling a nest of giant spiders that serve as
guardians to their dragon lord’s home.

5. The heroes make it to the heart of the cavern and
encounter the dragon, where they defeat it in battle and
rescue the princess.

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

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

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

Using Turning Points As Inspiration

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

For instance, in the first Turning Point, the GM decides to spice
up the initial encounter with the king with an additional event at
his palace that involves a Ylogor cultist who attempts to assassinate
a 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 on
besides setting up the Plotline, and that encounter could also serve
as foreshadowing for the troubles they will face later in the woods.
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This encounter was not indicated by The Adventure Crafter,
but was inserted by choice by the Gamemaster. When working
with the script that the Adventure Crafter provides, you are using
it as inspiration and raw material for you to play with as you wish.

Similarly, the GM may decide to throw additional encounters
into the woods or the cavern, inspired by the events generated by
the Plot Points. Maybe the GM wants more dangers encountered
in the forest, such as a guardian elemental who tries to stop the
heroes. Maybe the GM also inserts some passive dangers into the
cavern, such as traditional pit traps or the like.

When using Turning Points as a script for your Adventure, the
Turning Points become almost a scene by scene description of
events. When using Turning Points as inspiration, you are more
likely to insert additional Scenes into your Adventure, effectively
creating your own Turning Points that are inspired by the ones
generated by the Adventure Crafter.

Adventure Seeds

You don' have to use The Adventure Crafter to work up an
entire Adventure. You can use it to create an Adventure idea, a
seed, that you then run with as you please. To do this, you only
need to make a couple of Turning Points, or maybe no more
than the first one. Make enough Turning Points until you have a
workable idea that you can then develop yourself.

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

ALL ABOUT PLOTLINES

Your Plotlines are the challenges and goals the main Characters
in your Adventure are facing. They are the problems to solve and
the reasons why the Adventure is taking place. Every Turning Point
is about a Plotline. We've covered how to maintain your Plotlines
in the Plotlines List, and how to roll to determine which Plotline
will be the focus of a Turning Point. Wee going to look a little
closer at the three different ways Plotlines will present themselves in
a Turning Point: New, Advancement, and Conclusion.

New Plotlines

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

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

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

A few Turning Points later, the Adventure Crafter may
call for the formation of a New Plotline. Let’s say by now the
Characters are deep within Kragan Pit. They’ve encountered and
overcome some dangers and are on their way to fulfilling the
primary mission of delivering the relic. In a new Turning Point,
they encounter a group of goblins which they slay. The heroes
find a villager crumpled on the ground, nearly dead. He says
the goblins abducted him and his daughter. He implores the
Characters to find and save his daughter before the goblins have
her for stew.

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

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

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

J

Plotlines List

14 Delivertherelic
58 DeliverTherelic
9-12 §M&WVLZZ@”&#Z
1316 DeliverTherelic

720 Savethevillager girl
21-24 5”7%%/”;5 égﬁm;’fw/l@mfs
25.28

The Players are likely about seven Turning Points into their
Adventure by now. You'll notice that “Deliver the relic” has
appeared three times in the List. It may have been Invoked in
more than three Turning Points, but a Plotline maxes out at three
entries on the List.

Plotline Advancements

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

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

A Turning Point thats a Plotline Advancement is all about
discovering the next turn of events for that Plotline, allowing the
Player Characters to take another step toward resolving it.

Plotline Conclusions

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

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

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

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

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

New Plotline
TURNING POINT E PLOTLINEB Development &fmmm&mw
mConclusion

PLOT POINTS CHARACTERS INVOKED
1 NowhereTormn Rnines
2 Romols location
3 (Chase Ca,/f. 7wesome [ Reines
4 Conclusion
5 /V"M

When a Plotline Concludes, it can be a surprise. You
had initially been developing the Turning Point as a Plotline




Development, then it turns into a Conclusion. This may cause
you to rethink how youd been conceptualizing your Turning
Point up until that time. That’s okay. In fact, this is a good
opportunity to talk about ...

BRINGING ORDER TO YOUR
TURNING POINT

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

Feel free to decide what a Plot Point means and then to
change your mind if you get a better idea or if a later Plot
Point in the Turning Point suggests another course. The
creation of a Turning Point should be considered a fluid,
active, and evolving exercise, just like the entire creation of
your Adventure. It’s as much about your own personal style as
it is about mechanical rules, and you should allow yourself to
gravitate to what works best for you. Generating Plot Points
is kind of like being in a writing room with people discussing
ideas for a script. Plot Points are ideas and suggestions being
thrown out there to be included in the Scene. You, as the
Artistic Director, are in charge of stringing all of these ideas
together into something that makes sense.

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

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

Entering the fourth Turning Point, our Characters List looks

like this:
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The Themes list looks like this:

1 '/2;15[0,1, 1-4
2 Personal 5.7
3 50M 8-9
4 /177;220/ 10
5 ﬁpz'zan 10

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

The GM rolls 3d10 for the first Plot Point of this Turning
Point. The Theme die roll is 1. Consulting the list of Themes
for this Adventure, we see thata 1 result gives us “Tension,” this
Adventure’s primary Theme.




The other two dice gave us a result of 75. Checking the Plot
Points table (which we’ll be getting to later in this chapter)
under the Tension column, we get a result of “A Need to

Hide.” This Plot Point requires a Character to be Invoked

to see who needs to hide. Rolling 1d100 and consulting the
Characters List, we get 83 for “New Character”. Using the
Character crafting rules (we’ll go over that later in this book

as well, starting on page 60) the GM determines that the

new Character in question is the villager’s daughter who was
mentioned in a previous Turning Point. Maybe the girl has
escaped her goblin captors and is hiding from them. The GM
decides to Invoke another Character for this Plot Point to see
who the girl, whom we’ll name Dreana, is hiding from. Rolling
1d100 and checking the Characters List, we get 24 for Eric. For
some reason, Dreana is hiding from the Player Character Eric in
this Turning Point. The GM doesn’t know why yet, but figures
the later Plot Points in this Turning Point will clear it up.

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

New Plotline
TURNINGPOINT@ Pl.omnsggzvneclmﬁm Rgml?w/ﬂ!@zr
PLOT POINTS CHARACTERS INVOKED
1 Ancedtohide Dreana (Tric
2
3
4
5

Notes ]

Since two Characters were Invoked, we need to update the
Characters List. Dreana is a new Character, having no mentions
on the List previously, so she goes on there in the next available
slot. Eric already appears in the Characters List the maximum of
three times, so he doesn’t get added again.
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On to the second Plot Point. Rolling 3d10, we get a Theme
roll of 9 and a Plot Point roll of 12. Normally, this would indicate
the Theme is Social, but a result of 12 on the Plot Point table
gives us a result of “None”, meaning nothing happens with the
second Plot Point.

Now our Turning Point summary looks like this:

New Plotline
TURNING POINT PLOTLINE [g] Devel t 7
[4] B Receetherilyger

PLOT POINTS CHARACTERS INVOKED
1 Aneedlohide Dreana/Eric

2 None

3

4

5

Notes ]

The GM moves on to the third Plot Point, rolling a 3 for
Theme and a 47 on the Plot Point table. That gives us a Theme of
Tension again, and a Plot Point of “A Character Is Incapacitated.”
This calls for us to Invoke another Character to see who gets




incapacitated. The GM rolls 1d100, gets 40, consults the
Characters List, and gets “Goblins’.

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

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

New Plotline
TURNING POINT@ PLOTLINEE Devel t 7
Qerdoone:Rescue Thevillpger

PLOT POINTS CHARACTERS INVOKED
1 Ancedlohide Dreana/Eric
2 MNone

3 charncter i incapncitaled (Goblins

4

5

Notes ]

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

At this point, the GM is thinking that Drago is a local
warrior who was in pursuit of the goblins after they attacked the
villagers. He entered Kragan Pit in an effort to rescue the gitl.

He succeeded in slaying the goblins transporting her, but was
wounded in the process. He and the girl are both hiding when
the Player Characters enter this area. The GM decides that the
Character connection that the Plot Point is calling for between
him and Eric is because both of them are fighters, and Eric has
heard of Drago. He knows the man by reputation and respects
him. This is going to make things difficult for the party, however,
since Drago is going to urge them to abandon their mission and
help him escort the girl out of the Pit. If they refuse, then Drago
will have no choice but to continue on with the party. This will
cause some concerns for the party, since Drago is badly wounded
and may be more of a liability than an aid. The girl, also, will
slow them down, giving them something else to worry about.

However, if they leave the Pit now, they may be viewed as having

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

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

[ New Plotline
TURNING POINT@ PLOTLINE[g Devel t 7
Ecz\rf;mrgzn Rtswﬂwn/l@”

PLOT POINTS CHARACTERS INVOKED

1 Ancedlohide Dreana/ Eric
2 None
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4 Characler conneclion Eric/. @r@a
5

The Characters List looks like this:

Characters List

14 Ewl'ﬁ&&n@hf
58 Kicolhesorcerer
012 Flheninthecleric
1316 7rip

17-20 @ﬂé

2124 Frip

25-28 57'7&/;,,5
29-32 (/4/@” fﬂmg[‘
Llheniv

.

33-36
37-40 @pé/;,w
W44 yeanw

45-48 6%09/;,,5
49-52 ﬁr@p

There is one more Plot Point to go for this Turning Point. The
GM rolls 3d10 and gets a 9 for the Theme, Social, and 67 for
the Plot Point, “Injustice.” The GM decides to interpret this as a
motive that the goblins have for abducting the villagers in the first




place. They've been terrorizing the locals ever since the Pit “woke
up” and began emanating evil energy. The goblins take local
humans to make them work as slave labor deep in Kragan Pit,
expanding its caverns and trying to build it into a fortress.

As the fifth Plot Point, that's the last one for this Turning

Point. The summary now looks like this:

TURNING POINT @ PLOTLINE E?}E%EE;EE; ‘R"W m&,/,%”
PLOT POINTS CHARACTERS INVOKED
1 Aneedto hide Dreana(Eric
2 None
3 ﬂc/wml?ré: WMW ﬁaéﬁ'm
8 Charncler conneclion ric [ Drnge
5 ,@MZ‘Z&&

Notes ]
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The Gamemaster takes all of this and considers what she’s
already thought about her growing Plot Points. She decides that this
Turning Point means this: As the Player Characters delve deeper into
the Pit, they will come across a large corridor littered with cages and
chains, as well as the body of two dead goblins. If the Characters
check, they will discover that the goblins were freshly slain, within
the last quarter hour even. If they search the area, a wounded man
armed with a sword, Drago, will surge out of his hiding place
behind a barrel and threaten the Characters. Eric will recognize this
man, which will give him the chance to calm hostilities and talk
with Drago, who will settle down when he discovers that the Player
Characters dont work for the goblins. Theyll find that the girl they
learned about from the fatally wounded villager is with Drago, who
urges the Player Characters to help take her back to the surface
outside. The GM at this points decides to give the Player Characters
amoral dilemma. The relic theyTe carrying is no passive holy object.
Before entering the Pit, priests had to imbue it with divine power.
The charged relic will only last for 24 hours before it becomes
defunct and can never be charged again. If the Player Characters do
as Drago insists and escort the girl back out, they’re going to lose
valuable time backtracking and then re-entering the Pit, putting
their mission at risk.

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

THE ‘I DUNNO’ RULE

The Adventure Crafter uses a random process to get results.
You use your own imagination, through logic and interpretation,
to make sense of the results of that random process. However,
sometimes The Adventure Crafter is going to kick something out
to you that either makes no sense or that you just dont want for
your Adventure.

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

In this case, you can invoke the “I Dunno” rule, which is a
blanket way of saying, “That makes no sense, let’s forget about
it and move on.” Either treat those Plot Point results as “None”,
re-roll, or feel free to change it however you wish.



I would suggest only ignoring random results when it truly
makes no sense, you cant think of any good interpretations for
it quickly, or it would somehow wreck your Adventure. It may
be tempting to ignore an outcome when you get a result that
is a little difficult to interpret. Sometimes it’s worth it to make
the extra effort to see how a new piece of the Adventure could
possibly fit with the rest. If you still can’t make it work, or the

effort is diminishing your enjoyment of creating or running the
Adventure, then feel free to toss it aside and move on.

SPECIAL PLOT POINTS

The Plot Points on the 26 pages at the end of this chapter
each have a title and a short description. Many of the titles are
self explanatory, such as, “A crucial life support system begins
to fail.” The description will give more detail, sometimes with
examples to illustrate ideas in how to apply it to an Adventure.
Also, a description may help you decide if the Plot Point needs to
Invoke a Character to attach to it. For instance, the description
for Persuasion says, “A Character tries to persuade another
Character to do something. This persuasion can take many forms,
from pleading with them to threatening them, for instance.” This
description makes it clear that two Characters will need to be
Invoked for this Plot Point: the Character doing the persuading,
and the Character who is the target of the persuasion.

It 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. For
instance, if you roll the Plot Point “Impending Doom,” you may
decide that this applies to all of the Characters in the Adventure
or to everyone in the current Turning Point, without any need to
check for a specific Character to Invoke.

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

Conclusion

The first entry on the Plot Points Table is “Conclusion.”
Should you role this, and the Plotline for this Turning Point
is a Plotline Advancement (which is the default for an existing
Plotline in a Turning Point) it then turns into a Plotline
Conclusion. The “Conclusion” is considered a Plot Point in
and of itself. It would be added to the Plot Points line on your
Adventure Sheet, like this ...

TURNING POINT‘Z' PLOTLINEE QEEEEEEEZ Staythe beast

PLOT POINTS CHARACTERS INVOKED
1 ﬂMMZZr:&nMMM@wM&M»W{ Nehan [the beast
2 Kescne @Z’. Coker
3 Conclusion
4 Theseerelto Z’h&/mm/”
5 None
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The reason “Conclusion” is considered a Plot Point itself, and
not just a change in condition of the Plotline from Advancement
to Conclusion, is that it requires you to engineer the Turning
Point to bring about the end of that Plotline. This means the
“Conclusion” itself brings elements to the table.

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

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

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

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

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

The next Plot Point she rolls is “The secret to the power.” She
already knows, from other events that happened previously in the
Adventure, that the monster is supernatural in origin. She decides
that its nest has a glowing orb that gives the beast power. The
creature abducts humans and encases them in webbing near the
orb, which slowly drains away their life essence. This stored power
is then the beast’s energy source, making it nearly indestructible.



The GM decides that the key to killing the beast is destroying
the orb. If that’s done, then it dies. She decides that this Turning
Point is the culmination of the previous Turning Points, leading
the Player Characters to the things lair for the final showdown.

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

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

Locations

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

The Adventure Crafter deals a lot with Plotlines, Characters,
Turning Points, the motives of people and the turning of events.
What it doesn't touch on much are locations. Locations are
usually assumed to be inferred when you interpret a Turning
Point and to come naturally from the other events of the
Adventure. Some locations, however, bring with them a certain
mood or opportunities for story elements to develop. This is why
the Plot Points Table consists of some general locations, such as
“Remote location” or “Shady places”.

When a location Plot Point pops up, enter it on the line of
the Adventure Sheet just like any other Plot Point. This Plot
Point means the activity of the Turning Point will take place ata
location like that indicated by the Plot Point.

If you roll more than one location Plot Point for the same
Turning Point, you can try to either combine the two locations
into a single location, or consider that this Turning Point involves
some of the action occurring at one location then moving to
another. For instance, “Remote location” and “Shady places” may

be a magical street corner that can only be accessed by special
doors and is a place where forbidden lore is sold. Or, you may
decide that the Turning Point initially takes place in a remote
location, let’s say the outskirts of town. The Characters gain a clue
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there to a mystery they are trying to solve which leads them to a
shady place, a hidden nightclub in town where you can only enter
if you have the password.

Tone

Similar to locations, some Plot Points will suggest a tone for
the Turning Point. For instance, the Plot Point “Grisly tone”
doesn’t specify anything in particular happening, what it does
is indicate that whatever is happening in the Turning Point be
given a macabre flavor. Tone Plot Points also take up aslot on the
Adventure Sheet just like any other Plot Point.

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

There are also a few Plot Points that specify a time of day, such
as the Plot Point “At night”. These exist to lend a certain tonal
atmosphere to your Turning Point.

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

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

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

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

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

Invoked Character Doesn'’t Fit

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

When this happens, roll on the Characters List as normal.
If you get a Character that fits the description, then you're
good to go. If you get a Character who does not fit the
description, then you have a few options. You could use the
Invoked Character as inspiration and have the Plot Point reflect
a Character associated with the one you rolled. For instance,
with “Fame”, if you roll a Player Character mage, maybe the
Character the Plot Point refers to is a famous wizard this mage
idolizes. Your second option is to consider this rolled result
to be “Choose most logical character”. Finally, if that doesn’t
work, consider the result to be “New Character” and come up
with a new Character who does fit the description.

Nonsense Results

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

Whenever a roll on the Characters List gives you a result
you just can’t work with, change that result to “Choose most
logical character”.

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

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

Duplicates

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

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

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

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

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

Meta Plot Points Table

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

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

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

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

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

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

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

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

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

*  Although Meta Plot Points Invoke a Character, don’t add
the Character to another listing on the Characters List
like you would with a normally Invoked Character. The
results of the Meta Plot Point table bypass the normal List
management for Invoked Characters.

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

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

As one of the Plot Points for this Turning Point, the GM
rolls “Plotline Combo”. She consults the Plotlines List and rolls
on it, getting “Choose The Most Logical Plotline”. As there
was only one other Plotline, she has no choice but to choose it.




.

The second Plotline of “Deliver the secret weapon schematics to Admiral Lenn”

is Invoked and combined with the first Plotline. The GM thinks about this a bit.
This Turning Point was initially about fixing the ship, so it made sense to have it
take place in the battlefield to find useful wreckage. Now she needs to figure out a
way to incorporate the second Plotline into the Turning Point too. The GM decides
that the Character who handled the stolen schematics got a chemical residue left

on them that the battledroid can detect. The war machine is focusing on that
Character and is now aware of the stolen document, attacking the Character while
crying out, “RELINQUISH THE SCHEMATICS OR DIE!”

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

For instance, with the example above, maybe when the GM rolled “Plotline
Combo” there was no second Plotline to choose from, so she had to make a new
one. Based on the events transpiring in the Turning Point, she decides that after the
battledroid 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 factory
reset, and the Characters realize they can now take the battledroid and attempt to
reprogram and retrain it to serve them. This creates the new Plotline of “Retrain
the battledroid to serve us.” The GM decides this will be a time consuming and
uncertain process, hence why it deserves to be a Plotline all by itself.

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

Plot Points Table Reduction

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

To 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 the
table. This table, which spans only 4 pages, lists just the titles of each Plot Point
and the numbers needed to roll them.
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Plot Points Table

PLOT POINT

ACTION

TENSION

MYSTERY

SOCIAL

PERSONAL

CONCLUSION: If this Turning Point is currently a Plotline
Developmert, then it becomes a Plotline Conclusion. Incorporate
anything necessary into this Turning Point to end this Plotline and
remove it from the Plotlines List. If this Turning Point is a New Plotline
or already a Conclusion, then consider this Plot Point a None.

1-8

1-8

1-8

1-8

1-8

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

0-24

9-24

9-24

0-24

9-24

INTO THE UNKNOWN: This Turning Point involves Characters
entering a situation with unknown factors. To know the unknown, you
have 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.
Or, 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 to discover the
unknown is to engage it, when it will be too late if you regret it.

25-26

25-26

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

25-26

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

27

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

27-28

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

28

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

25-26

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

25-26

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

29

29-30
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PLOT POINT ACTION | TENSION | MYSTERY | SOCIAL |PERSONAL

COLLATERAL DAMAGE: Whatever is going on in this Turning
Point, the activity will spill over from the focus of that activity to
things around it. This is particularly true for damaging events.
For instance, a superhero defeats a villain in a downtown brawl, 27 30
but doing significant damage to the buildings around them in the
process. The collateral damage does not have to be physical. For
instance, it could be the legal fallout from a major court decision.

SHADY PLACES: This Turning Point involves a location that is
less than legitimate, such as a back alley where drug deals are - 31-32
commonly transacted or a secret gambling hall in a bar.

A CHARACTER IS ATTACKED IN A LETHAL WAY: An

assailant is trying to kill a Character. 28-29

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

33 - - 27

REMOTE LOCATION: This Turning Point involves a remote

) L) 34
location, such as a cave or a cabin in the woods.

AMBUSH: Whatever is happening in this Turning Point involves

sudden action at an unexpected time. 30-31

SOLD!: This Turning Point involves a sale of some kind. Maybe
goods are being sold, or information is being bought. Whatever is - - - 27-28
happening, goods and money are exchanging hands.

CATASTROPHE: Just about the worst thing that can happen
does happen, and it happens spectacularly and with much
action. This could be the impregnable fortress that gets sacked, 32 35
the unstoppable superhero who gets defeated, the unsinkable
ship that starts to sink.

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

36

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

33
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PLOT POINT

ACTION

TENSION

MYSTERY

SOCIAL

PERSONAL

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

34

37

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

38-39

29-30

28

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

40

31-32

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

35-36

41

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

31

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

32

BAD DECISION: A decision a Character made has turned out
to be a very bad one. This can be a decision made earlier in the
Adventure, or it can be something from before the Adventure.
This 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, for
others, or both. For instance, maybe a ship’s captain decided to
investigate a distress beacon in deep space, only to find it's a
trap laid by pirates.

42

29

THIS ISN'T WORKING: Something that is supposed to be
working is not for some reason, causing a problem. For instance,

a binding spell is failing to hold a demon, or a crime boss is
delivering stolen goods through a shipping port that is supposed to
be secure but turns out to be swarming with police. Whatever isn't
working is something that was assumed would work.

33

DISTRACTION: A Character is distracted in this Turning Point

in 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,
giving the hero time to escape.

37
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PLOT POINT ACTION | TENSION | MYSTERY | SOCIAL | PERSONAL

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

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

WANTED BY THE LAW: A Character is wanted for a crime. It
doesn't matter if they actually did the crime, but the law is after - 43 - - 32-33
them as the main suspect either way.

A RESOURCE DISAPPEARS: An important object or resource is
stolen by an unknown thief. The resource should be something either - - 34-35
useful to a Character, or it should pertain to the Plotline in question.

ITIS YOUR DUTY: A Character is charged with carrying out a
duty. This should be something that the Character has little choice
in the matter, whether they want to do it or not. Whoever the duty

is coming from, that source has authority over the Character.

For instance, a soldier wants to join in the pivotal battle but his
commander gives him the duty of guarding the fortress gate instead.

FORTUITOUS FIND: A Character runs across something very
useful for resolving the Plotline. This may be a piece of information,
a useful tool, a resource that is needed, a person who can help, - - 36
etc. Whatever it is, it's the right thing at the right time, and it falls
into the Character's lap.

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

ALL IS REVEALED!: A source in this Turning Point gives a lot of
detail about something. For instance, a guard is captured and tells - - 37
where the king has hidden the Sacred Scrolls.

HUMILIATION: This Turning Point involves a Character being
humiliated or facing humiliation. Whatever is happening, it should
be something deeply embarrassing to the Character. For instance, a - - - - 38
member of an unpopular community is being bullied and mocked, or
a public figure has something personal publicly exposed.

30-31

33-34

34-35

36-37
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PLOT POINT
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TENSION

MYSTERY

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

35

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

38-39

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

40

LIE DISCOVERED: This Turning Point involves the discovery of

a lie. The lie could have happened within this Turning Point, or it
could have happened earlier in the Adventure or even before the
Adventure. For instance, Characters may learn that the detective
did not destroy the cult artifact like he said he did, but instead took
it home to try and summon the Beast From Beyond.

41-42

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

38-39

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

40

44

43

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

41-42

45

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

36
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CHASE: This Turning Point involves a chase, where one Character
is pursuing another.

43-44

BETRAYAL!: A Character, who was thought to be an ally or to

be benign, turns on another Character. This can be a fundamental
betrayal, 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.

46

39-40

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

44-45

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

47

41-42

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

46-47

SOMETHING LOST HAS BEEN FOUND: Something that has
been lost turns up in this Turning Point. The thing could have been
lost in this Adventure or before. It can be an object, a person,

or anything. For instance, a ring of power suddenly turns up in a
creek bed, or a Character who disappeared early in the Adventure
suddenly makes a reappearance.

48

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

37

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

48

AT NIGHT: This Turning Point takes place at night.

49-50

THE OBSERVER: Whatever is happening in this Turning Point

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

49

38

43
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ESCAPE: This Turning Point involves an escape of some sort. For
instance, a Character who was captured by brigands in an earlier
Turning Point manages to slip away from his captors and escape
into the forest.

45-46

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

51

50

HEAVILY GUARDED: This Turning Point involves entering

a heavily guarded and dangerous location. For instance, this
could be needing to infiltrate a high tech security facility to steal
information, or breaking into the necromancers lair full of guardian
zombies to destroy his magic crystal.

47-48

52

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

49-50

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

51-52

39

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

44-45

A CHARACTER ACTS OUT OF CHARACTER: A Character does
something that runs counter to that Character's perceived goals

or personality. The action may seem at odds to how they've been
acting (such as a trusted member of a team sabotaging a crucial
resource) or the action is vague with no discernible purpose (such
as a Character meeting with an unknown person in secret).

53

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

40-41

46

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

51-52

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

53

54
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PLOT POINT ACTION | TENSION | MYSTERY | SOCIAL | PERSONAL

A COMMON SOCIAL GATHERING: This Turning Point involves
a social gathering. This can be any gathering of people, generally
for a common purpose, such as gathering for dinner at a home

or restaurant, or an afternoon at a mall. The social gathering itself 42-43
should be considered of a mundane nature, although what else

transpires at the gathering doesn't necessarily have to be.

LIGHT URBAN SETTING: This Turning Point takes place in a light 44-45

urban setting, such as a small town or village.

MYSTERY SOLVED: A mystery is solved. This can be a large,
unanswered question in the Adventure or something minor, but

it is not a Plotline resolved unless this Turning Point is also a
Plotline Conclusion. A Mystery Solved could be any number of
things, from finally figuring out what a device does to locating the
missing Chancellor.

55-56

A WORK RELATED GATHERING: This is a social gathering
that involves professionals or workers. The gathering itself may
or may not involve their actual work. For instance, police officers - - - 46-47
gathering at a “cop bar” or a team of super heroes gathering at
their headquarters would both count.

FAMILY MATTERS: This Turning Point involves a family member
or members of a Character. For instance, an occult investigator

is about to head off on a mission when his sister unexpectedly
appears on his doorstep, or one of the Characters has an uncle
who is a feudal lord and is summoning them for their help in
defending his land because no one else will stand by him.

47-48

SECRET INFORMATION LEAKED: Information that should
not have gotten into the wrong hands has. For instance, outlaws
always seem to know when the stagecoach is coming through - - 57
Gateway Gulch with the railroad payroll. How are they finding out?
Or, an enemy spy has learned of the realm’s secret military plans.

SUSPICION: This Turning Point involves a Character being
suspicious of another Character for some reason. For instance, a

beloved leader on a space station is murdered and suddenly every o4 58-59 48
newcomer on board is viewed with suspicion.
LOSE LOSE: This Turning Point involves a choice where both or 55

all options are bad in some way.

A FIGURE FROM THE PAST: A new Character joins the
Adventure, someone from a Character's past. This Plot Point requires - - - - 49
a new Character to be added to the Characters List and Invoked.
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MASS BATTLE: This Turning Point involves a combat between
many combatants. This can be a throw down between two teams
or a battle in a war, for instance.

53-54

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

56

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

60-61

A CHARACTER IS DIMINISHED: A Character is reduced

in some way that makes them less effective. Perhaps they are
wounded, or their energy is low, or they lose some authority, etc.
The Character is not entirely powerless, but loses a significant
portion of their power or utility.

57-58

50-51

THE PLOT THICKENS: A promising lead or clue to solving

an open question turns out to be a dead end. For instance,
Characters follow through on a tip to go to a warehouse to find
an abducted heiress, but instead of finding a nest of bad guys
they just find an empty building.

62-63

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

59

49

52-53

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

64

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

60

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

55

61

65

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

50-51
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DOING THE RIGHT THING: A Character who is acting in bad
faith in some way has a change of heart and decides to do the right
thing. For instance, a con man stealing medicine from a diseased
community decides he can't leave all those people to die.

54

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

56-57

62

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

58-59

63

A GROUP IS IN TROUBLE: A group, such as a community,

is in trouble in this Plot Point. The group or community is facing

a difficulty. For instance, maybe a village is being harassed by
monsters, or a corporation is facing a lawsuit that could destroy it.
Whatever the trouble is, it should be something that can be solved
and will likely constitute a problem for a Character.

52-53

SOLE SURVIVOR: This Turning Point involves some kind of process
of 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 single
survivor who washes up on shore, or a group of crewmen from a
starship playing chess with an alien intelligence is down to their last
crewmember who is now chosen for the alien’s ultimate challenge.

60-61

64

TOKEN RESPONSE: A Character or organization acting in this
Turning Point does the bare minimum to address a problem, or makes
just a token effort, as opposed to doing something truly effective. For
instance, a notorious space pirate has been captured, but instead of
receiving serious prison time, the federation government goes very
lenient on him and releases him from prison in a week.

54

CRYPTIC INFORMATION FROM AN UNKNOWN SOURCE:
Information that is unclear what it means is received from an
anonymous source. Maybe an odd word is found scrawled on a
mirror, or a stranger’s diary is found talking about events similar
to the Plotline.

66-67

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

68-69
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A PROBLEM RETURNS: A problem that had been thought
resolved returns in some fashion. This can be a problem from
this Adventure, from a previous Adventure, or something inferred
from the past. For instance, a kihngdom may be enjoying a
decade of peace following the vanquishing of the Dark Lord,

but it is discovered that he is not dead and is now returning.
The magnitude of the problem is open to interpretation and can
range from large to minor, such as a previously sealed leak in a
boat has sprung open again.

65-66

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

67-68

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

55-56

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

62-63

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

70

55

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

57-58

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

59-60

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

56-57
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THE LEADER: This Turning Point involves the leader of someone
or some organization.

58-59

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

61-62

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

60-61

DISARMED: A Character loses their primary method of defending
themselves. This could mean the loss of a weapon, or maybe

a powerful bureaucrat is powerless in another's kingdom, etc.

The disarmament should be temporary for the Turning Point and
deprive the Character of crucial defenses.

69-70

63

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

71-72

HIDDEN AGENDA: A Character either reveals, or is found out to
have, a motive that they had not previously exposed. For instance,
maybe 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,
this 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.
Whichever the case, the agenda now becomes known to others.

73-74

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

64-65

CRASH: This Turning Point involves a vehicle carrying a Character
to crash or threaten to crash. The Character(s) involved must either
mitigate the damage of the crash, prevent the crash in the first
place, and/or survive the crash. The vehicle can be anything from

a plane to a car to a snow sled ... anything that can transport a
Character and its crashing would be dangerous.

66-67
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REINFORCEMENTS: A Character who is running low on a human
resource gets a boost. For instance, the battle is going poorly for
King Leonard, but just before they lose King Ferdinand appears on
the hill with his forces ready to save the day.

62-63

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

64-65

PHYSICAL BARRIER TO OVERCOME: A Character faces a
physical barrier of some sort that must be overcome. It could be

a cliff that needs to be climbed, a rickety bridge to cross, a door
that needs to be knocked down, etc. Whatever the barrier is, it will
require physical action to get past.

68-69

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

66-67

QUIET CATASTROPHE: Just about the worst thing that can
happen does happen. This is similar to the Action Plot Point
Catastrophe, except that it is accompanied by less action. For
instance, a colonizing spaceship stops midway through a 40 year
joumey, waking everyone up from their cryo sleep. Or, the investigator
discovers the ancient vampire he had destroyed is, somehow, back.

71

AN OBJECT OF UNKNOWN USE IS FOUND: A Character finds
something that they think is useful, but they do not know in what
way. This may be a magic wand that they don't know how to use,

a key that they don't know the lock it goes to, a device with an
unknown purpose but currently has no power, etc.

75

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

64-65

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

68-69

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

72

70

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

70-71
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HIDDEN THREAT: There is a threat in this Turning Point that

has been in the Adventure previous to this Turning Point but went
undetected. This could be anything from an evil spirit lurking in an
ancient vase to a virus in a person’s body to a good guy who turns
out to be a bad guy, etc.

73

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

66-67

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

71

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

72

68

CLEAR THE RECORD: A Character is given the task of clearing
someone or something of a false claim. For instance, a friend says
they are wrongly convicted of a crime and that the evidence is out
there 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,
such as discovering the truth themselves and only they know it. For
instance, a foreign power has staged a catastrophe to start a war,
but a handful of Characters know the truth ... if only they can reach
headquarters in time to tell them before warships are launched.

76

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

69-70

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

72-73

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

71-72
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A NEED TO HIDE: A Character must hide from something or
someone in this Turning Point. For instance, the Character may
have escaped from a bounty hunter but must hide long enough
to recover their wounds. Or, a terrible storm has struck and the
Character must take shelter, hiding from the storm.

74-75

FOLLOWED: A Character is being followed by another Character.

76-77

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

77

73

PREPARATION: This Turning Point involves a Character needing
to prepare for something. For instance, a wizard must study up

on how to banish demons before a villain arrives, or a town of
prospectors and merchants must learn how to fight before the band
of outlaws arrives to exact their revenge for hanging a comrade.

73-74

74-75

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

78

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

76

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

77

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

78

DEALING WITH A CALAMITY: This Turning Point involves a
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 fight
his way through an ancient stone temple as it collapses around him.

74-75

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

76-77
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IT'S A TRAP!: This Turning Point involves a trap of some kind.
This 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 to - 78-79
the peace negotiation was really just a ruse to get the leader in
sights for an assassination.

A MEETING OF MINDS: This Turning Point involves two

Characters coming together for a discussion of importance. &

TIME LIMIT: A task must be accomplished within a certain amount
of time or a Character will suffer consequences. The time limit does
not need to expire within this Turning Point and could extend beyond
it further into the Adventure, but it should terminate within this - 80-81
Adventure to give the Characters a reason to accomplish the task.
Failure 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.

THE HIDDEN HAND: Whatever is happening in this Turning

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

79-80

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

82-83

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

76

BAD NEWS: Something negative that happens in this Turning
Point doesn't happen directly in the Turning Point but is delivered
in the form of information. The event happened remotely, and a - 84-85
Character is learning of it. For instance, Characters may learn their
allies lost a crucial battle elsewhere.

CHARACTER ASSISTANCE: A Character assists another
Character in some way. This assistance can be anything from - - - - 79-80
coming to their aid in battle to giving them a shoulder to cry on.

ASKING FOR HELP: A Character approaches another Character

to ask for help. 81-82
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HUNKER DOWN: This Turning Point involves a Character
needing to fortify a place of refuge. For instance, a baron must
shore up his castle defenses against an impending attack, or a
generator must be fueled up to increase a force field's power
before a meteor storm rains down on the planet surface.

86

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

87-88

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

81-82

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

78

89

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

77

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

90-91

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

83

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

79

92

83

78
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ESCORT DUTY: A Character must escort another Character
somewhere. For instance, this could be a bodyguard transporting a
high powered executive to a remote location, or a band of warriors
trying to get a princess through a valley full of monsters.

79

AN OLD DEAL: This Turning Point involves an agreement made
long ago, probably even before this Adventure began. For instance,
occult investigators researching a mysterious death discover that - - 84 80
the deceased person sold his soul to a demon ten years ago, and
they suspect the death is the demon having come to collect.

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

93

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

81-82

POWER OVER OTHERS: A Character has power over other
Characters in some way, shape, or form in this Turning Point. This
power puts the Character in a commanding position in regards to
the others. For instance, the lord of a land demands all the peasants - - - 83-84
pay 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 they
give him whatever he wants in order to receive the medicine.

A MYSTERIOUS NEW PERSON: This Turning Point
automatically Invokes a New Character, added to the List, whose
identity or purpose is not fully known. Maybe they are a shadowy - - 85
visitor at a meeting, or someone who seems to have authority
over someone else.

FRENETIC ACTIVITY: This Turning Point involves action coming
fast and furious at a Character. It should be a rapid fire succession
of action, for instance a series of attackers, an out of control boat 80-81
rocketing down a rapids approaching peril after peril, running a
gauntlet of some kind through a series of traps, etc.

RURAL SETTING: This Turning Point involves a rural setting, such

as out in the country or at a farm. 94 86 85




~

Plot Points Table

PLOT POINT

ACTION

TENSION

MYSTERY

SOCIAL

PERSONAL

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

84

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

87-88

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

82-83

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

86-87

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

95

89

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

85-86

FRAUD: A Character is a fraud. Whatever it is they are presenting
themselves as, or whatever story they have told of themselves, is
false. This result differs from Hidden Agenda, where in Hidden
Agenda the Character may legitimately have both motives in

mind, whereas in Fraud the image or story they are presenting

is completely fake. For instance, the prince claiming he is the
rightful ruler of a kingdom is actually a shapeshifting doppelgénger
assuming the role.

90-91
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IT’S BUSINESS: This Turning Point involves business or
commerce in some way. It can either be a business transaction,

or a business is involved in the Turning Point. For instance, a
corporation hires a super hero to protect an important shipment, or
a book of antiquity containing a needed spell has to be purchased
from an auction house.

88-89

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

90

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

87

A MOMENT OF PEACE: Whatever else is going on in this Turning
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 enjoy
a drink together and relax before they must fight again.

84-85

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

88-89

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

90-91

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

86-87

92-93

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

88-89

o1
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ARGUMENT: A disagreement between two Characters leads to a
conflict in this Turning Point.

92-93

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

94

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

90-91

92-93

CRESCENDO: A series of events that has taken place in this
Adventure culminates in this Turning Point. If this is early in

the Adventure or in this Plotline, then instead the Adventure

or Plotline gets off to a fiery start. For instance, Characters
following clues to track a cult finally discover their lair, resulting
in a mass battle. Or, a Plotline about retrieving a stolen gem
begins with a very elaborate theft

92-93

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

94-95

CONSPIRACY THEORY: A Character believes in a scenario
that explains a problem in this Adventure. The Character may be
right 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 a
zombie apocalypse. One Character believes it's just a disease, so
they encourage the others not to shoot the zombies.

94

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

95

94-95

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

95

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

96-100

96-100

96-100

96-100

96-100




Meta Plot Points Table

PLOT POINT

META

CHARACTER EXITS THE ADVENTURE: A Character, who is not a Player Character, is removed from the
Characters List completely. Cross out all references to that Character on the Characters List. If there are no non-
Player Characters, then re-roll for another Meta Plot Point. This change can be reflected in the activity in this Turning
Point or not. For instance, you may explain the Character being removed from the Adventure by having that Character
die in the Turning Point. Or, you simply remove them from the Characters List and decide that their involvement in

the 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 a result of “Choose The Most Logical Character”.

1-18

CHARACTER RETURNS: 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 a
“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, then choose the most logical Character to return. This change can be reflected
in the activity in this Turning Point or not.

19-27

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

28-36

CHARACTER STEPS DOWN: 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,

or 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 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.

37-55

CHARACTER DOWNGRADE: A Character becomes less important, remove them from two slots on the Characters
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 Most
Logical 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.

56-73

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

74-82

PLOTLINE COMBO: This Turning Point is about more than one Plotline at the same time. Roll again on the
Plotlines List and add that Plotline to this Turning 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 the result as a
“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 during this Turning Point, apply it to the Plotline
that seems most appropriate. If another Conclusion is rolled, continue to apply them to the additional Plotlines
in this Turning Point if you can. It is possible with repeated results of “Plotline Combo” to have more than two
Plotlines combined in this way.

83-100
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Plot Points Table Reduced

PLOT POINT ACT | TEN | MYS| SOC | PER PLOT POINT ACT | TEN | MYS | SOC | PER
Conclusion 1-8 | 1-8 | 1-8 1-8 | 1-8 A High Energy Gathering - - - 31
None 9-24 | 9-24 | 9-24 | 9-24 | 9-24 A Rare Or Unique Social Gathering - - - 32
Into The Unknown - | 25-26| 25-26| - - Bad Decision - 42 - - 29
A Character Is Attacked o506| - . . ) This Isn’t Working ; ; 33

In A Non-Lethal Way

A Needed Resource Runs Out - 27 - - - Distraction 37
ST e o8| - |- || mwn ] s
Impending Doom - 28 - - - An Organization - - - | 83-34
Outcast - - - | 25-26| - Wanted By The Law - 43 - - 18233
Persuasion - - - - 25-26 A Resource Disappears - - |34-35
A Motive Free Crime - 29 |29-30| - - It Is Your Duty - - - - | 34-35
Collateral Damage 27 30 - - - Fortuitous Find - - 36
Shady Places - 3182 - - - Character Connection Severed - - - - | 36-37
p Character & ;‘““ked 20| - | - | - | - All Is Revealed! Y
Do It, Or Else - 33 - - 27 Humiliation - - - - 38
Remote Location - 34 - - - People Behaving Badly - - - 35
oot | | | || Gomaten
Sold! . . - |o7-28] - Crypticinformation 40

From A Known Source
Catastrophe 32 35 Lie Discovered - - | 41-42
Grisly Tone ; 36 ; ; : A Character Is Attacked To Abduct | 38-39
Character Has A Clever Idea 33 - - - - Something Exotic 40 44 43
Something Is Getting Away 34 37 - - - Immediately 41-42| 45
Retaliation - |3839| - |29-30| 28 Fame - - - 36
A Character Disappears - 40 |31-32| - - Chase 43-44

Hunted 35-36| 41 - - - Betrayal! - 46 - - 39-40




Plot Points Table Reduced

-~

PLOT POINT ACT | TEN | MYS| SOC| PER PLOT POINT ACT | TEN | MYS| SOC| PER
A Crime Is Committed 44-45 Suspicion 54 |58-59| 48
A Character Is Incapacitated 47 41-42 Lose Lose 55
It’s A Secret 46-47 A Figure From The Past 49
Something Lost Has Been Found 48 Mass Battle 53-54
Scapegoat 37 Out In The Open 56
Nowhere To Run 48 Evidence 60-61
At Night 49-50 A Character Is Diminished 57-58 50-51
The Observer 49 38 43 The Plot Thickens 62-63
Escape 45-46 Enemies 59 49 |52-53
A Secret Weapon 51 50 Dubious Rationale 64
Heavily Guarded 47-48| 52 Menacing Tone 60
Rescue 49-50 gyg::::ﬂ::;f#g';‘:ﬁ 55 | 61 | 65
Liar! 51-52| 39 Dense Urban Setting 50-51
Home Sweet Home 44-45 Doing The Right Thing 54
A Character Acts Out Of Character 53 Victory! 56-57| 62
Headquarters 40-41( 46 Taking Chances 58-50| 63
Physical Contest Of Skills 51-52 A Group Is In Trouble 52-53
Dead 53 54 Sole Survivor 60-61| 64
A Common Social Gathering 42-43 Token Response 54
Light Urban Setting 44-45 Cryptic Information 66-67

From An Unknown Source

Mystery Solved 55-56 A Common Thread 68-69
A Work Related Gathering 46-47 A Problem Returns 65-66
Family Matters 47-48 Stuck 67-68
Secret Information Leaked 57 At Your Mercy 55-56
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Plot Points Table Reduced

PLOT POINT ACT | TEN | MYS| SOC| PER PLOT POINT ACT | TEN | MYS | SOC | PER
Stop That 62-63| - - - - CharacterConnection - - - - | 66-67
Not Their Master - - 70 55 - Religion - - - 71
Fall From Power - - - - | 57-58 Innocent - - - 72 68
Help Is Offered, For A Price - - - - | 59-60 Clear The Record - - 76
Public Location - - - | 56-57| - Willing To Talk - - - - | 69-70
The Leader - - - | 58-59| - Theft 72-73
Prized Possession - - - - | 61-62 Character Harm - - - - | 71-72
Savior - - - | 60-61| - A Need To Hide - | 74-75
Disarmed - | 69-70| - - 63 Followed - 76-77
The Secret To The Power - - |72 - - Framed . . 77 . 73
Hidden Agenda - - | 73-74) - - Preparation - - - | 73-74| 74-75
Defend Or Not To Defend 64-65| - - - - An Improbable Crime - - 78
Crash 66-67| - : - . Friend Focus . . . - | 76
Reinforcements - - - | 62-63| - Untouchable . . . . 77
Government - - - | 64-65| - Bribe . . . . 78
Physical Barrier To Overcome 68-69| - - - - Dealing With A Calamity 74-75
Injustice ; ; - | 6667 - Sudden Cessation 76-77
Quiet Catastrophe - 71 - - - It's A Trap! - | 7879
ﬁ:'g :i‘: ndl?sfe Is Found 75 - - A Meeting Of Minds - - - 75
It's All About You - - - - | 64-65 Time Limit - | 80-81
A Celebration . . - |es69| - The Hidden Hand - - | 79-80

A Needed Resource

SRR o R R LA Is Running Short 8282
Double Down 70-71 - - - . Organizations In Conflict - - - 76
Hidden Threat - 73 - - - Bad News - | 84-85
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Plot Points Table Reduced

PLOT POINT ACT | TEN | MYS| SOC| PER PLOT POINT ACT | TEN | MYS| SOC| PER
Character Assistance 79-80 Fraud 90-91
Asking For Help 81-82 It's Business 88-89
Hunker Down 86 Just Cause Gone Awry 90
Expert Knowledge 87
Abandoned 87-88 : ke
A Moment Of Peace 84-85
Find It Or Else 81-82
A Focus On The Mundane 88-89
Used Against Them 78 89
Run Away! 90-91
Powerful Person 77
Beat You To It 86-87 92-93
Creepy Tone 90-91
Confrontation 88-89| - - o1
Welcome To The Plot 83 Argument 92-03
Travel Setting 79 | 92 | 83 | 78 Social Tension Set To Boiling 94
Escort Duty 79 Protector 90-91 92-93
An Old Deal 84 | 80 Crescendo 92-93
A New Enemy 93 Destroy The Thing 94-95
Alliance 81-82 Conspiracy Theory 94
Power Over Others 83-84 Servant 95 |94-95
A Mysterious New Person 85 An Opposing Story 95
Meta 96- 96- 96- 96- 96-
Frenetic Activity 80-81 100 | 100 | 100 | 100 | 100
Rural Setting os | o6 | s Meta Plot Points Table Reduced
. Character Exits The Adventure 1-18
Likeable 84
Character Returns 19-27
Someone Is Where 87-88
They Should Not B
ey Should Not Be Character Steps Up 28-36
Sneaky Barrier 82-83
Character Steps Down 37-55
Corruption 86-87 Character Downgrade 56-73
Vulnerability Exploited 95 89 Character Upgrade 74-82
The Promise Of Reward 85-86 Plotline Combo 83-100
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Character Crafting

When generating Plot Points to construct Turning Points,
many of the Plot Points will make reference to Characters.
When a Plot Point calls for a Character to be Invoked, roll on
the Characters List to see who it is. If you get a result of “New
Character” you have to figure out who that person is. This
chapter is about helping you do that.

Establishing a new Character in an Adventure is about
determining what’s special about this Character, figuring out the
Character’s overall Identity, plus tossing in a few interesting facts
about the Character. You mix all of this together and interpret
what it means and who this Character is.

For instance, you need to introduce a new Character into your
Adventure and you determine that this Character is antagonistic
to your Plotline about your superheroes rescuing a kidnapped
reporter, the Character is determined to have an Identity of a
“protector”, and has Characteristics of “inept” and “dangerous.”
You decide that the Character is another hero, but a new and
inexperienced one. This hero has decided to try to save the
reporter himself, but his attempts will only get in the way of the
main superheroes and will be a source of trouble for them.

The Character Crafting Process

The steps to crafting a new Character for your Adventure are:

e ROLL 1D100 ON THE CHARACTER SPECIAL
TRAIT TABLE: Start by determining a special nature to
this Character, such as is the Character an individual or
an organization, does the Character help or hinder the
resolution of the Plotline, etc.

e ROLL 1D100 ONCE ON THE CHARACTER
IDENTITY TABLE: This table will give you a general
identity to assign to the Character, lending you some idea
about what their role is in the Adventure. Roll for one

Identity unless results indicate to roll for two.

* ROLL 1D100 ONCE ON THE CHARACTER
DESCRIPTORS TABLE: This table fleshes out the
Character with personality traits and a bit of color. Roll
once on the table, unless results indicate to generate
two Descriptors.

By the time you're done, you’ll know this about the Character:
A defining trait as to the Character’ place in the Adventure, what
their primary Identity is, and their most interesting Descriptors.
Combine these elements with what you already know about the
Turning Point and the Plot Point that Invoked the Character, and
make an interpretation of who this Character is.

Once you know who the Character is, name them and
write them next to the Plot Point that generated them on the
Adventure Sheet and add them to the Characters List.

CHARACTER SPECIAL TRAIT

A Character’s Special Trait defines the nature of this
Character within the Adventure. This is a starting point to
guide you in deciding who this Character is. This table (found
on page 65) gives a variety of results, from defining the
Character as an individual or an organization, to determining if
they have a connection with an existing Character or if they are
a help to resolving the current Plotline.

When you roll a Special Trait for a Character, you should try
to incorporate that Trait into the Character if you can. However,
this 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 The
Character Is Not Connected To This Plotline, that doesn’t mean
you can't also make them an organization or a hindrance to
resolving the Plotline just because you didn’t roll those. The result
of this table is meant to give you a starting place to defining who
this Character is.

The Character Is An Individual

This is the most common result of the Special Trait Table,
and the Character as an individual is usually the default Trait for
any new Character. This means that the Character is a named
individual entering your Adventure, as opposed to representing
an organization, community, or object.



CHARACTER CRAFTING

The Character Is An Organization

The Character is a group of people, an organization or
community. For instance, in a fantasy Adventure this Character
may be “Tribe of marauding orcs”. When a collective is listed
as a Character, it means actions taken by that Character are
performed by representative members of the community,
often unnamed individuals who represent the community’s
personality and values as a whole.

For instance, if the tribe of orcs is Invoked in a Plot Point
about a battle, it might mean that a raiding party of the orcs
is attacking. Or, it could mean a single member of the tribe is
taking action.

It’s possible for individual Characters in a group to also be
established separately outside of the group. For example, later
in the Adventure the Player Characters may come up against
the orc’s tribal leader, Grumsh, who earns his own place on the
Characters List as an individual Character.

The Character Is An Object

Just like Character’s can be communities instead of
individuals, a Character can also be an object or non-living
thing. Anything that can appear to take independent action or to
impact the lives of other Characters on its own can be considered
a Character. For instance, the “Mystic Silverthorn Woods”
could be listed as a Character. When the woods gets Invoked,
the results of the Plot Point would be interpreted as “actions”
taken by the forest. For example, a Plot Point of Hunted, where
a Player Character is Invoked to be the prey and the Silverthorn
Woods is the hunter, may mean that a pack of wild wolves is
chasing the Character.

Characters as objects can also be used to simulate more exotic
Characters, such as robots, constructs, and intelligent inanimate
things like magic swords or sentient rings.

The Character Is Connected To This Plotline

This new Character enters the Adventure already connected to
the Plotline of this Turning Point. They are an active part of the
Plotline, generated by the Adventure because of the Plotline. For
instance, if the Plotline is “Track down the bank robbers”, and a
new Character is generated who is connected to this Plotline, the
Character would be someone associated with the bank robbers
or their robberies. This could be a member of the bank robbery

gang, or maybe a law enforcement officer chasing them, or

someone who was hurt by the gang. Whoever this Character is,
they enter this Turning Point because of the Plotline and as an
active part of it.

The Character Is Not Connected To This Plotline

This new Character enters the Adventure without an existing
connection to the Plotline. They aren’t generated into the Adventure
because of the Plotline, but for some other reason not associated
with the Plotline. This result usually represents Characters who
wander unwittingly into an Adventure. Although they enter the
Adventure as unconnected to the Plotline, they can become part of
the Plotline thanks to the events of the Turning Point.

For example, a group of federal marshals are tracking bank
robbers across the old west. They enter a dusty town and stop at
a saloon to ask questions. The bartender of the saloon becomes
a new Character in the Adventure, one who is not connected
to the Plotline. He has nothing to do with the bank robbers
or their crimes, he’s just some guy tending bar who can answer
some questions. The bartender may become embroiled in the
Adventure, perhaps he has seen strangers ride into town and he
decides to personally guide the marshals to where the strangers
are staying. However, the bartender starts his existence in the
Adventure independent of the events of the Plotline.

The Character Assists In Resolving This Plotline

Whoever this Character is, they will be helpful to the Player
Characters in resolving the Plotline of this Turning Point. This
result represents the kind of Character who is helpful to the
Players, and will probably be instrumental in moving the story of
the Adventure along.

For example, a group of explorers who have bungled their
way into a hidden world of dinosaurs and weird magic deep at
the center of the Earth encounter a beautiful native woman. She
speaks no English, but she knows the terrain and she makes it
clear she is offering to help guide the hapless adventurers through
the danger-laden valley.

The Character Hinders Resolving This Plotline

The opposite of the previous result, this Character is a
hindrance to resolving this Plotline. This might mean the
Character is a villain or an agent of the Adventure’s main
antagonist, or it may be someone else who happens to be
standing in the way.
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For instance, with our center of the Earth explorers, a new
Character with a Special Trait of Hinders Resolving This Plotline
could be a pesky Tyrannosaurus Rex who prowls the valley. He’s
the biggest, most dangerous thing in the jungle, and a foe the
Player Characters will have to avoid if they plan to make it to the
other side alive.
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Character Is Connected To An Existing Character

This new Character is, in some way, connected to another
existing Character in the Adventure. Roll on the Characters List
to see who it is. A result of New Character is turned into Choose
Most Logical Character.

This connection can be anything, from the Character is the
existing Character’s sister to the new Character happens to drive a
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similar car as the existing Character. The nature of the connection
is wide open to interpretation. This allows you to use an existing
Character as inspiration for deciding who the new Character

is. This also gives Gamemasters a chance to incorporate some
personal elements into an Adventure for the Player Characters.
For instance, if a Player Character is a cleric of a particular sect,
he may discover that the villain he’s tracking down is a rogue
member of his own religion.

Since the nature of this connection is so open to interpretation,
you may want to consider holding off on deciding what it
means until after you've rolled the new Character’s Identity
and Descriptors. For example, if you generate a new Character
and find they have a connection to a Player Character in the
Adventure, you may first decide that this new Character isa family
member of the existing Character. When rolling for Identity, you
get Fixer, and you may change your mind and decide that the
new Character is a blacksmith who routinely repairs the Player
Character’s gear, which is how they are connected.

CHARACTER IDENTITY

Now it’s time to determine specifics about the new Character.
Character Identity is about what this Character’s role is in the
Adventure. To determine Character Identity, roll 1d100 on the
Character Identity Table to get a simple phrase. If you roll 1-33
and get “Roll for two Identities’, then roll again on the table and
combine the results. Ignore the “Roll for two Identities” if you get it
again and keep rolling until you have both Identities determined.

The Identities listed are very general, such as “Warrior” and
“Farmer”. They are meant to be specific enough to give you
some idea of what this Character does, but general enough that
they can be flexibly interpreted. If you end up rolling for more
than one Identity, combine them together to determine what
the final Identity is.

For instance, in an adventure about super hero characters
tracking down a mutant with a super powered intellect who is
creating astonishing devices to commit crimes, a new Character
comes into a Turning Point. We've determined that this person
is a hindrance to the Plotline of “Capture the mutant”. Rolling
for Identity, we get “Explorer”. Putting this together, the GM
decides that the new Character is a scientist who studies super
powers. He is attracted to the case because he wants to know
more about how the mutant’s super mind works. He’s a hindrance
to the Plotline because he is not interested in stopping the villain,
only in learning more about him in an effort to perhaps exploit
his talents. The “Explorer” aspect of his Identity is interpreted as
being his scientific curiosity about the workings of superpowers.

If we had rolled 13, “Roll for two Identities,” we would
have had to roll for an additional Identity. Continuing to roll,
we get 95, “Organizer”. In this case, the GM interprets this
to mean the Character searches out super powered individuals
(as per “Explorer”) but recruits them as mercenaries for hire (
“Organizer” for mercenary recruiter). He is very interested in the
mutant’s abilities and wants to recruit him for his organization.
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CHARACTER DESCRIPTORS

Almost done, the final step is to give your Character some
character. Roll 1d100 on the Character Descriptors Table. This
will give you a simple, descriptive word to lend some color and
personality to the Character. If you roll 1-22 and get “Roll for
two Descriptors” then increase the number of total Descriptors
to two. Any additional results of “Roll for two Descriptors” are
ignored and you re-roll until you have all the Descriptors.

Whereas Identity is all about the role the Character plays in
your Adventure, Descriptors are about the kind of person this
Character is. Maybe they’re commanding or primitive. Interpret
results as you wish. Most likely, especially when combined with the
other details you know about this Character, what the Descriptors
mean to your Character will become clear and obvious.

So what do you do if you get a pair of Descriptors that seem
contradictory? Can someone be intelligent and ignorant? Exotic
and common? If you really cant place what a set of Descriptors
means for the Character, then disregard it (remember the I
Dunno Rule). However, don’t give up too quickly. People are
complex, and your Characters should be too. They can have
Descriptors that mean different things, applying to different parts
of their personality, or come out in different circumstances.

For instance, an intelligent and ignorant Character may be
brilliant at one topic, and very slow at everything else. Someone
who is exotic and common may seem very mundane and
ordinary, but they can do something extraordinary that isn’t
immediately obvious.

Feel free to flex your imagination with Descriptors. Remember,
the Descriptors are meant more to inspire than to direct.

FINISHING UP

Once you have your new Character all figured out, give them
a name and slip them into the Characters List. Most likely, this
Character was generated as a response to a Plot Point, so write
their name next to the Plot Point on the Adventure Sheet where
they were Invoked.

Feel free to interpret the information you rolled as strictly or as
loosely as you wish. You’re not only taking into account the results
of the Special Trait, Identity, and Descriptor tables, but also the
nature of the Plot Point that Invoked this Character, the events of
the Turning Point containing that Plot Point, and the Plotline that
the Player Characters are trying to resolve. It all flows together, so
allow yourself the latitude to interpret the random results in the
most interesting and useful way you can for the Adventure.

A KILLER IN CAPE TOWN

Let’s run Character creation through its paces and see what
we get. We'll continue with the super hero example. The Player
Characters in this Adventure have made their way through five
Turning Points as they investigate the mysterious villain who
can make wondrous machines. They’ve learned that he is killing
wealthy, influential members of the city’s elite, often in their high
security homes. The Player Characters have encountered a police
detective who is also hot on the case, and a mercenary who is
trying to recruit the killer for his organization.

The Player Characters have now hit a Turning Point where
they learn where the killer is hiding out. With help from the
police detective, the heroes learn that the villain has taken up
residence at the home of one of his earlier targets in a high rise,
exclusive apartment in the posh downtown area. This Turning
Point will involve the team of heroes stealthily breaking into the
apartment to search it.

The Plotline for this Turning Point is “Capture the
mutant”. When generating this Turning Point, the GM rolled
“Confrontation” as one of the Plot Points. The Invoked
Characters for this Plot Point are one of the Player Characters
and “New Character”. The Player Characters are going to have a
confrontation with someone in the killer’s apartment.

The GM starts rolling for the new Character to figure out
who it is. Starting with the Special Trait, the GM rolls 87 for The
Character Hinders Resolving This Plotline. Right from the start
the GM has been thinking that the Character they encounter is
the mutant himself. So far in the Adventure, the killer has been
a shadowy figure that the heroes have been tracking but had
yet to actually meet. [t would make sense to run into him at his
lair, taking him by surprise. This result reinforces this idea, since
obviously the mutant would want to hinder the resolution of the
Plotline to capture him.

Now it’s time to get into specifics about the Character
themselves. The GM rolls for the Identity, and gets 71, “Guard”.
This is interesting, but the GM reserves judgement on this
for a moment until she finishes the Character. She rolls for
Descriptors and gets 7, “Roll for two Descriptors”. The GM rolls
again, getting 71, “Crazy”. That seems appropriate for our super
inventor villain. Rolling again, the GM gets 62, “Different”.

Taking the Identity and Descriptor rolls into consideration,
the GM determines the following: She interprets “Guard” to
mean that the killer is, or at least used to be, a hero. From the
Descriptor roll of “Crazy,” she determines that the mutant is
unhinged, obsessed with killing some of the city’s most influential
members because of a betrayal that occurred in his past that
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Character Special Trait

SPECIAL TRAIT ROLL

THE CHARACTER IS AN INDIVIDUAL: The Character is an individual, as opposed to an organization or object. 1-50

THE CHARACTER IS AN ORGANIZATION: This Character is not a specific individual, but an organization or
community. General members of this organization are considered part of the Character as a community.

51-57

THE CHARACTER IS AN OBIJECT: 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. Examples
might include a spaceship that is old and temperamental, or a city teeming with culture.

58-64

connected with the Plotline of this Turning Point.

THE CHARACTER IS CONNECTED TO THIS PLOTLINE: This Character enters the Adventure somehow

65-71

THE CHARACTER IS NOT CONNECTED TO THIS PLOTLINE: This Character enters the Adventure not
connected to this Turning Point's Plotline. The Character may become part of the Plotline in the course of this Turning
Point, but does not start off that 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.

72-78

THE CHARACTER ASSISTS IN RESOLVING THIS PLOTLINE: This Character is someone who can help resolve
the current Plotline in some way, likely serving as an aid to the Player Characters.

79-85

THE CHARACTER HINDERS RESOLVING THIS PLOTLINE: This Character gets in the way of resolving the
current Plotline in some way, likely serving as a complication to the Player Characters.

86-92

close or as distant as you like.

THE CHARACTER IS CONNECTED TO AN EXISTING CHARACTER: This Character has some relationship
to 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 are
related, 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 as

93-100

sidelined him as a hero. He has been stewing in obscurity for
years, only now coming out to exact his revenge. For “Different,”
the GM interprets this to represent how the killer looks. The
source of his super-inventing intellect is that he’s a mutant, and
he doesn’t look completely human. He is slightly misshapen with
green tinged skin.

The GM decides to flesh out the killer more by deciding that,
in his heyday, he was a hero known as Jersey Devil. Inventing
amazing tools was his signature ability, designing devices to help
him capture villains. He was known as an foe to the mob, and
helped to bring in some of the city’s worst underworld criminals.
This, however, earned him many enemies among the town’s

wealthy elite, some of whom profited heavily from the people
he brought to justice. Some of those people used their influence
to frame Jersey for a heinous crime he didn’t commit. They also
used his disturbing appearance to smear him in the public eye,
painting him as a villain.

The campaign worked and Jersey Devil was forced to flee from
both the law and the public that once adored him. Crushed in
spirit, Jersey has been laying low all these years, dwelling on the
injustices wrought against him and slowly discovering who it was
that brought him to ruin. Today, ready to act on his revenge, he
is crazed and obsessed with killing those responsible and he won'
let anyone get in his way.
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Character Identity

ROLL IDENTITY ROLL IDENTITY ROLL IDENTITY ROLL IDENTITY
.33 | Roll fortwo 50 | Mediator 67 | Thief 84 | Scientist
Identities
34 | Warrior 51 | Entertainer 68 | Radical 85 | Gatherer
35 | Healer 52 | Socialite 69 | Executive 86 | Foreigner
36 | Protector 53 | Athlete 70 | Thug 87 | Survivor
37 | Assistant 54 | Performer 71 | Guard 88 | Gambler
38 | Dependent 55 | Representative 72 | Guardian 89 | Rogue
39 | Ruler 56 | Merchant 73 | Explorer 90 | Farmer
40 | Administrator 57 | Trader 74 | Hero 91 Killer
41 | Victim 58 | Creator 75 | Villain 92 | Professional
42 | Scholar 59 | Artist 76 | Deceiver 93 | Driver/Pilot
43 | Expert 60 | Servant 77 | Engineer 94 | Student
44 | Elite 61 Laborer 78 | Scout 95 | Organizer
45 | Investigator 62 | Religious 79 | Fixer 96 | Deliverer
46 | Criminal 63 | Hunter 80 | Wanderer 97 | Lackey
47 | Supporter 64 | Leader 81 Subverter 98 | Teacher
48 | Helpless 65 | Fighter 82 | Soldier
99" | Exotic
100
49 | Outsider 66 | Crafter 83 | Law Enforcement
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Character Descriptors

ROLL | CHARACTERISTIC ROLL | CHARACTERISTIC ROLL | CHARACTERISTIC | ROLL | CHARACTERISTIC
1-21 gg's':r‘i’;mt“:: 41 | Small 61 | Armed 81 | Naive
22 | Ugly 42 | Large 62 | Different 82 | Confident
23 | Beautiful 43 | Quiet 63 | Young 83 | Surprising
24 | Foul 44 | Loud 64 | Old 84 | Passive
25 | Sweet 45 | Fast 65 | Difficult 85 | Bold
26 | Unusual 46 | Slow 66 | Helpful 86 | Careless
27 | Common 47 | Exotic 67 | Harmful 87 | Cautious
28 | Intelligent 48 | Uniformed 68 | Disciplined 88 | Sneaky
29 | Ignorant 49 | Interesting 69 | Erratic 89 | Intimidating
30 | Educated 50 | Colorful 70 | Wild 90 | Powerful
31 Skilled 51 Informative 71 Crazy 91 Powerless
32 | Trained 52 | Dangerous 72 | Commanding 92 | Hurt
33 | Rude 53 | Inept 73 | Meek 93 | Rough
34 | Polite 54 | Clumsy 74 | Humorous 94 | Gentle
35 | Fancy 55 | Capable 75 | Frightened 95 | Caring
36 | Rough 56 | Intrusive 76 | Brave 96 | Principled
37 | Dirty 57 | Respectful 77 | Strong 97 | Arrogant
38 | Clean 58 | Primitive 78 | Weak 98 | Curious
39 | Wealthy 59 | Sophisticated 79 | Impulsive 99 | Supportive
40 | Poor 60 | Elegant 80 | Strategic 100 | Heroic




Paths Of The

Adventure Crafter

Way back on page 6 we briefly went over various ways to use
The Adventure Crafter to help create role playing Adventures. Now
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.

TURNING YOUR
ADVENTURE SCRIPT
INTO A FINAL ADVENTURE

The Adventure Crafter is an idea generator. By the time
you are done crafting an Adventure the story laid out follows
a very linear course with Characters doing specific things
and Plotlines following a clear arc. This is meant to give you
something to work with, it doesnt mean you have to go with
exactly what was generated. Think of it as much as inspiration
as a script.

Your final Adventure outline will tell you everything you need
to know to set up your Adventure: what the goals and conflicts
are, who the Characters are, what they are up to, how they will
react under certain circumstances, who friends and enemies are,
what surprises lurk around the corners, and what events will
happen and when. You can take any of these details and use
them as they were generated, or you could discard whatever you
wish. The Adventure Crafter gives you the framework of your
Adventure to base everything off of.

How much work and tinkering you decide to do is entirely up
to you. You may take the Adventure as randomly created and run
with it, dealing with course changes as they occur. Or, you may
use the randomly generated Adventure as a starting point and
construct additional Plotlines, Scenes, and Characters to flesh the
Adventure out more fully.

The next chapter is full of examples of using the Adventure
Crafter and turning randomly generated Adventures into final

Adventures. However, let’s take a quick look at doing this with a
single Turning Point.

In this example, our Adventure takes place in a post-
apocolyptic setting. There is a single Player Character, a wasteland
warrior with super speed and incredible martial arts skills. In the
first Turning Point, the GM generated a Plotline about rescuing
an abducted leader of a peaceful village. The warrior Character
gets involved when the village helps tend to his wounds, and he
feels indebted to retrieve their leader from the clutches of a wild
group of mutants.

The next few Turning Points involve a series of encounters
along the road to the hilly region where the mutants reside. The
GM fashioned these Turning Points into a couple of combat and
trap encounters for the Player Character to resolve.

For Turning Point 4, the GM generated the following
Plot Points: Rural Setting, A Character Steps Up: Mutant, A
Celebration, A Rare Or Unique Social Gathering, None.

When constructing the Adventure, the GM interpreted this
to mean that the warrior stumbles upon a farm at the base of
a hill. The farm is a community operated by the mutants to
grow food for themselves. Considering that the Turning Point
generated two separate Plot Points about special events, the GM
decides that the mutants happen to be celebrating an important
annual harvest festival. She interprets “A Character Steps Up:
Mutants” to mean that there are more mutants out here than
just a single group of them, there’s an entire community of them
living in these hills.

To turn this into something she can use for her Adventure,
the GM mocks up a quick sketch of the farmlands and the road
that wends through it on the way through the hills. She marks
an area for where the main festivities will take place. Considering
that the mutants are wild and fairly primitive, she decides that
the festival is a brutal affair, with ritual combat around a bonfire
at night. The large numbers of mutants will likely cause the
warrior Character to have to abandon his vehicle, since it’ll make




too much noise. However, the festival will afford a great deal of

distraction, giving the Character a chance to slip through unseen.

The GM populates the farmstead area with a couple of
points of interest if the Player Character decides to poke
around. There’s a main house with various items inside, as
well as a potential encounter with a guard dog. There's a cellar
with the human bones of victims the mutants have killed and
eaten, along with many of their belongings including a few
useful items. The GM decides to include a shed on the farm
filled with fuel; she included this to give the Player Character
a chance to perhaps use that to create explosives or a fire. She
dots the area with several guard positions, but decides they are
not paying attention due to the festival.

The GM also decides that if the Player Character fails to
sneak through the farm and gets captured, that he’ll be forced

to participate in a ritual combat before the assembled mutants.

If he wins the battle, tradition dictates that the mutants

must let him go, however as soon as he sets foot beyond the
boundaries of the farm they can begin to pursue him. This
will set up a potential chase encounter in the Adventure where
the Character will have to flee through the hills at night while
being pursued by blood thirsty mutants.

All'in all, the GM is happy with this new addition to her
Adventure. She took the elements provided by The Adventure
Crafter and embellished them further to create the most
interesting encounter she could think of her for Adventure.
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YOUR STARTING POINT

There are many ways your Player Characters may approach
an Adventure. Perhaps this group of Characters are freshly
developed and this is their first Adventure. Maybe they’ve
been around the block, but are at a point in their ongoing
campaign where they are ready for new quests. Maybe they are
hip deep in an ongoing campaign where every Adventure is an
outgrowth of the Adventure before.

-~

Representing this when using The Adventure Crafter to create
an Adventure involves how blank your slate is when you begin.
In other words, when you create an Adventure, do you start
with completely blank Plotlines and Characters Lists, or do you
populate them with Plotlines and Characters before you begin
Adventure creation?

The Adventure generation rules so far assume that you'e
starting from a blank slate. You have an empty Adventure Sheet in
front of you, and blank Plotlines and Characters Lists. However,
they don’t need to be blank.

If you are approaching an Adventure with ideas already
in mind, or you want to carry over elements from previous
Adventures, then feel free to write these elements into the Lists.

For instance, maybe your group of Player Characters in their
previous Adventure saved the day by slaying a dragon. You
concluded your Adventure after the Plotline of “Kill the dragon”
was resolved. What if there were other Plotlines still open,
however, that weren’t resolved? Maybe there was still a “Recover
the holy artifact” and “Track down the traitor and bring him to
justice” Plotlines open.

You could make this next Adventure an extension of the
previous Adventure by writing those two Plotlines into the top
slots of the blank Plotlines List before you begin creating your
new Adventure.

If you do this, then Turning Point 1 of the new Adventure
does not automatically cause a result of “New Plotline” when
rolling for the first Plotline. You would roll on the Plotlines List
just like you would on any of the later Turning Points.

If this Adventure is a direct continuation of a previous
Adventure, then you should write the Plotlines into their List
slots as many times as those Plotlines appeared in the previous
Adventure Plotlines List. So, if you finished the previous Adventure
with “Recover the holy artifact” occupying 2 slots and “Track down
the traitor” occupying 1, those two Plotlines would take the same
number of slots at the beginning of this new Adventure.

If this Adventure is a continuation, but is not directly picking
up from where it left off, then have the Plotlines only occupy a
single line on the Plotlines List. This helps simulate how much
distance the Player Characters have from the previous Adventure,
and lets you decide how fresh of a start this new Adventure will be.

This applies not just to Plotlines but to Characters as well.

If your Adventure is a continuation of the previous Adventure,
then write in the Characters onto your Characters List from the
previous List. As with Plotlines, give the Characters an equal
number of List slots if this Adventure is a close continuation

of the previous Adventure, and only a single slot if it’s a more

distant continuation.




Feel free to edit any of the Plotlines or Characters out, if you
wish. Maybe you want the new Adventure to focus on “Recover
the holy artifact” and you want to let the “Track down the
traitor” Plotline go. That’s fine. This is your chance to prune and
focus events from the previous Adventure.

By the same token, you may want to edit out some of the
Characters from the Characters List. Maybe there were one or
two who weren’t important enough to carry over, or you only
want the main Characters to spill over into this new Adventure.

Carry-over Plotlines and Characters don’t have to come
from previous Adventures. They can originate from the
Player Characters’ backgrounds, too. For instance, this may
be this party’s first Adventure, but those Player Characters
have backstories that you want reflected as possibilities in this
Adventure. Maybe one Character is wanted by the law for a
crime. You might add this to the Plotlines List of “Stay ahead of
the law”. You might populate the Characters List with people
important to the Player Characters, like a knight’s feudal lord or
an occult investigator’s arch-nemesis.

By placing Plotlines and Characters into the Lists before you
begin, you open the Adventure up to pre-existing possibilities.
Those Plotlines and Characters may never enter the Adventure, or
the Adventure may end up focusing on those elements. You don't
know until you generate the Adventure, but you've allowed for
the possibility for those elements to play a part.

EDITING YOUR ADVENTURE

Assuming you're starting an Adventure with a blank set of
Lists, you have roughly equal odds of a randomly generated
Adventure being a short one, of medium length, or sprawling out.
It’s entirely possible to have one as short as acquiring a Plotline
in Turning Point 1 and concluding it in Turning Point 2. It’s
also possible to hit Turning Point 10 and beyond with 3 or more
Plotlines and no end in sight.

This is all well and good if you’re okay with The Adventure
Crafter deciding the length and scope of your Adventure, but
you can take some control of this if you wish. Following are a
few tips and guidelines.

The amount of activity that takes place in a single Turning
Point can vary widely, but generally an Adventure that would
span about two hours of actual play time would be comprised of
about 4 to 6 Turning Points. Each of these Turning Points would
likely comprise a Scene in your Adventure, with a few smaller
additional Scenes stuck in between them to fill in gaps and
account for Player Character decisions.

When creating your Adventure, if you have a Plotline that
ends sooner than you want it to, feel free to ignore random results
of Plotline Conclusion and keep it as a Plotline Advancement. If
you do this, treat Plot Point rolls of “Conclusion” as “None”.

By the same token, if a Plotline is stretching out further
than you would like, feel free to assign a Turning Point as the
automatic end to a Plotline. If you do this, then consider the first
Plot Point of that Turning Point to be “Conclusion”.

Keep in mind that when ending an Adventure, you don’t have
to have all the Plotlines wrapped up. In fact, you really don’t even
have to have any wrapped up. You could end an Adventure at any
Turning Point and then pick the Adventure up later. However,
if, when designing your Adventure, you want more of a sense of
completion then feel free to assign ahead of time a Turning Point
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