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Welcome to the seventeenth issue of Explosive
Runes!
It's been a long time since our last issue – seven
months, by my count – far longer than I like to
admit. In that time, we've had competitions fly by,
and even a major site-wide re-branding (but more
on that in a moment)
The ER Staff has undergone some changes since
then, most notably the stepping down of our
previous editor, Grogg Tree, due to health issues.
We wish him all the luck in the world – though
once you've failed one Fortitude save anyone
would be in trouble.
I'm stepping back up in his place,
RonarsCorruption, and I'm here to treat you to a
dark and gloomy issue, filled with thrills and
spills, chills and of course, spooks!
In the following pages you can expect to see us
talking about undead, death, and fear itself: all
sorts of darker topics in gaming.
Fret not, though, as we take great pains to ensure
you are perfectly safe where you are, dear reader,
all the dangers are contained safely within these
pages.
Game on!
RonarsCorruption
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Rumors in the Tavern

News and Events from our Community

The Ledger

Recent Events in the Community

RPG Crossing
We're pleased to announce that because of,
and to support, our site's continued
wonderful growth, that dndonlinegames.com
has moved to our new location:
www.rpgcrossing.com! So far the biggest
complaint is that the pages are loading too
fast, and we intend to keep it that way!

The Podcast
We've started a new project alongside the
site's rebranding – a podcast! Led by the
always enchanting RoBi, you should
probably go on over to
our sister publication and take a look!

Fundraiser
In December, dndonlinegames ran a
fundraiser, promoting the Brain and
Behaviour Research Foundation – 5$
towards every CS membership
purchased or gifted in December went
towards their charity. Together, an
awesome 63 members raised a total of
315$ for this worthy cause!

ER Contributor
Are you looking to get a writing or art
gig? Want to help make DnDOG a very
special place? Then get your work put
in Explosive Runes and enjoy the
satisfaction that comes with a job well
done. For more information about this,
please contact RonarsCorruption.

Community Supporters are one of the backbones of RPG Crossing. Not only do they enjoy a variety of special
privileges, their annual contribution is a big part of what makes all this possible. The following people are those
who have become Community Supporters or renewed their membership in the last few months.
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Acathala, Aldra, Allu, AlwaysCivilMike, anoldman, Antigone, ArcaneJazz, Arcano, Ashstaur,
austarrowsplitter, Avianpilot, Banemorth Surnok, Basileus, Battlechaser, Bearmetal, BehindTheScreen,
Benoni, Berliad, BrokenPlayer, Cale, Caodjirue, chaosaccountant, Chrystrom, ClockworkAngel, Coeur de
Lion, Cptwombat, CrimsonCrust, Cross, cyranojoe, Danierux, Darkling, Darkshard, DarthNerdus, Dave L,
Daygamer, dini, Dpete, dracoon, DrakurRedragon, Draycos Goldaryn, dtbg1380, Edric, Ehlana,
Enthusiast, epelj1, eximius, Fafnir, Farva, Faul, Faylon, Fenfer, FoggyKnight, Forsythia, Frodiddly,
Gabriel06, GallupsMirror, GinJapan, Grenadier, Gritpipe, gsvenson, Hebetron, hippo, horticulture,
Humble Athena, Hydra-X, Idarola, idilippy, Inem, iwood2465, Jaggedblade421, Jaling, Jasontheswift,
JauntyJecht, JayRob, Jordan, Jste, kenneth, Khodexus, KitsuneOfTheRose, KosKallah, LeDragon,
Lothiangamer, Lothlos, LupusRegalis, lymphomaniac, Macross, Magnai, Magpie Manny, Makenshi, Mal
Radagast, Melchior, Moonwhisper, Moridain, MrD, M_Sinner, Nazaire, Nifi, Nightstalkers, NomNomNom,
Paulos, phinar, pianoman90, PIG, PopCultureBard, Quarterpound, Raizen, rasone77, RedRab, reivision,
Remii, ricktur63, Rsolus, Saidear, Saraquai, Sassafrass, Savanno, Season, shekoko, Silent Rain, Skligg,
Spankucus, Squeak, Still_Pond, Stormhammer, Stozzy, Styphon, tarlyn, Tbone, tealcisgod, Thamewolf,
thatmiddleway, The Ellimist, thehungarian, thewattinator, Thokk, Toba, Tokasaurusrex, Trequs,
TristineEndelwood, Valeur, Vane, vashogun, Vicente, Walkmaster, Wandererdown, WingedRayeth,
Wingman, Wretched, zevonian, Ziuku, zoltansonojo
Join their ranks! Click HERE to find out more about being a Community Supporter!

The Trophy Case
Who's Won What and Why

Post of the Month

Short Stories

Despite our name change, the Post of The
Month competition is still running strong on
RPG Crossing, and it continues to highlight
some of the finest work by site members on a
monthly basis.

The creative output of our community knows
no bounds. To channel this unparalelled
creativity, Aethra runs a regular short story
competition, the winners of which we're now
featuring in Explosive Runes!

Last year's Post of the Month winners were:

This issue's offering is The Once and Future,
by The Jaded, which you can read on page 27.

The winner for January was TheChuck!
The winner for February was mad_gondsman!
The winner for March was FadingEcho!
The winner for April was Tangler!
The winner for May was Outcast!
The winner for June was Darkling!
The winner for July was PalladiaMors!
The winner for August was EmileAotouri!
The winner for September was Silent Tiger!
The winner for October was Tripod!
The winner for November was Toba!
The winner for December was
Atalla Wanderer!
(Clicking on the name of any of the winners will take
you directly to their winning entry.)

Iron DM
After a hair-raising series of battles in Iron DM
Stadium, this year's winner was finally decided.
Take a bow, Toba, you deserve it!

Interested in writing a story yourself? Go and
submit your work _here_!

Authors
The RPG Crossing community loves to
support all of our published authors. Not just
here in Explosive Runes, but also site-wide.
We've compiled a list of all site authors (that
we know of) and all of their work,
right here on the site.
From full novels to gaming aids and
adventures, go and take a look, you won't
regret it!
If you have published something you'd like to
share, send a PM to Birched to be included.

Outplayed!
This year's Outplay went off without a hitch,
allowing sixteen players to compete in this year's
battle of skills and wits. They bragged, charmed
and fought their way to the top, but in the end
there could only be one winner. This year, it was
Squeak! Congratulations!
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To use this in your game, try not telling the
players that something is undead. "Men with
scarred faces" is a good description for
zombies, and they might not realize they're
undead until well into the fight - or after they
stab it in the kidneys and notice it doesn't
flinch. Let them figure out slowly that a
monster, or a body, is a zombie.

What's so scary about undead?
The walls drip with slime and the air is stagnant
with the smell of decay, the party quietly sneaking
around the corner, only to find... a zombie. They
quickly smash it down with their swords and
move on. That's no good; undead are supposed to
be scary creatures, not just window dressing to a
good setting.
I'm Mike McCarthy, also RonarsCorruption, and
I've been a DM for nearly a dozen years now. I'm
here to give you tips on how to run a great game,
and how to do it smoothly.
When you think of scary monsters, odds are
you're thinking of some form of undead. And of
that, it's probably zombies. After all, zombies
have classically been one of the scariest monsters
in fantasy for a long time. Not many people
understand why, and without being able to
reinforce why something is particularly scary,
you're relying on something being scary by virtue
of it having been scary in the past.
There are a few good sources of fear you can use
in your campaign: the unknown, the gross, the
paranoia - but with the undead, there's one go-to
source of fear, the uncanny valley. You've
probably heard of that term before, but what the
uncanny valley is ultimately boils down to the
conscious or unconscious realization of "no, wait,
that's not human".

6

Things that are close to, but not quite, human are
some of the most unsettling things a person can
see because the brain works by finding patterns.
"That's a two-legged two-armed figure, it's
probably a human," your brain says to itself,
followed by, "wait, it's moving strangely - oh god,
panic!"
Of course, on a more consious level you just
realize that you don't like it.

It's also useful to play up an undead's
strengths. For instance, if you stabbed a human
in the eye, they'd recoil backwards, grasping at
their face. A zombie, however, would grab
your wrist and then headbutt you with the buttend of your knife, forcing you to dig the blade
out of their skull later to find it again. Or, their
eyeball may come out on the end of the blade
that was stuck onto them; or they may react
slowly, then appear to ignore the injury.
But zombies aren't the only undead that have
every right to be scary. Skeletons, or "gaunt
figures shrouded with heavy robes and skullfaced masks" can be scary because they can
spring from piles of bones, or even debris, and
attack from nowhere. Ghosts can appear from
nowhere, possess people and make them do
impossible things, I mean, ever seen
poltergeist? Shadows and Wraiths drain your
life force - maybe you can simulate it by
making drained players run a lap around the
gaming table every time they're hit, or by
handing them a heavy weight for every
negative level.
Remember, it doesn't matter if a character is
scared unless it has an in-game effect, your
real goal with undead is to creep out the
players. If, every time an undead is hit, it
collapses to the ground, only to spring back to
life a moment later, you're going to make the
party paranoid of everything that moves.
Don't be afraid of setting the mood ahead of
your encounters to help make things scarier
too. Turn down the lights in your game room,
put on some spooky music, turn up the heat
and forbid the players from getting drinks until
a break in the session. The more scared a
group of players are, the more scared the
characters will be, and even a single zombie,
skeleton, or other creepy crawly can really
pack a punch.

It is my pleasure to introduce this issues Iron DM
winner, Toba. Toba cut precious time away to
answer a few questions for Explosive Runes.
How'd you find RPGX?
I found RPGX the same way anyone finds
anything these days: Google. I was sitting at
work last year bored out of my mind, and
thinking about how much I missed playing table
top D&D with my friends from college; so, I
Googled ways to play D&D online and stumbled
upon this site. I actually just crept around as a
visitor for a month or so before finally deciding it
looked pretty fun, and poof, Toba was made.
What's your favorite part of the site?
My favorite part of the site is the full on RP side
of D&D that comes out in players and DMs. For
me, table top D&D was little more than a
complicated board game of "kill it and loot it."
Here, you can express the thoughts, emotions, and
actions of the characters on a whole new level;
very challenging, and very fun.
Where did your inspiration for DMing come
from?
Honestly? Frustration. lol. With my original TT
group, no one ever was organized enough to DM,
so my 2nd experience playing D&D was DMing
the game so that it had a hope of going anywhere.
When I joined the site, if I remember correctly, I
pretty much jumped right in the DM seat and
made a small game to test the reigns.
The biggest motivator for me to DM a game
versus playing in it is the assurance that the story
hits the feel I want it to. I also love the feeling of
knowing every aspect of what's happening behind
the scenes of a story, and that helps me strive to
surprise my players, or so I hope.

Why did you decide to try Iron DM? Did you
expect to win when you started? Was there a
point when you thought you might?
Whew, long question here.
Well, I actually knew very little about the
competition. A friend on the site pointed it out
to me, and suggested I give it a shot. I figured
what could it hurt?
I can honestly say I expected to be knocked out
the first round. Round 0 I felt pretty good
about, but the first actual round of
competition, I had no idea how to structure an
entry, or how to manipulate the ingredients in
imaginative ways.
The only time I had the notion I might win the
competition was during the last round, when I
realized there was only two of us left. Up until
that point, I was sure each round was the round
I was getting knocked out, as I was placed
against some excellent writers. Even in the
finals, I really believed Melchoir had managed
to repeat his title.
What did you like most about the competition?
What did you like the least?
The first question is easy. Reading. Reading
the hilarious combination of ingredients
thrown at every competitor, and then reading
the results of what they managed to smash
together in the limited time frame (allowed). It
was like reading a new story every time, and
enjoyed it thoroughly.
My least favorite part of the competition was
the timing. Falling over the holidays here in
the US, there were many occasions when the
DMs would be waiting for days at a time for a
judges result due to real life obligations on the
judges part. The reason this bothered me was
that competitors were expected to get their
entry submitted in a 48 hour time frame, or be
disqualified. Yet, the judges were not held to
the same restrictions, and that irked me a bit. I
often made it a point to thank judges
personally that were timely with their
judgements
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What advice would you give players about
DM's, from a DM's perspective?
Communicate. Always communicate. The only
way both of you are going to get out of the
game what you want is to touch base
frequently. In each of my games, I have a
thread where players can voice opinions on
things they'd like to see happen in the game,
and this really helps me stay in tune with what
my players want from the game.
Any other comments on Iron DM in general?
Only one. To anyone that is reading this, and
plans on sticking around, get involved in this
competition, or any other of the sites wonderful
competitions. Not only for the honor of possibly
winning, but the players you meet during these
games will create a whole new side of RPGX for
you that you could never imagine. I now have
many people on this site I consider friends, and
have a network of players I can message at any
time about games, jokes, or just anything else.
The social aspect of these competitions is a truly
hidden gem.
What's your favorite class to play, and why?
This one's a bit tough for me to answer, and here's
why: As much as I have DM'd, I've never played a
character over level 7. Odd, right? Every game
I've ever tried to play in ended for one reason or
another, but I am currently working on rectifying
this.
As for playing, as a frequent DM, I get to test the
waters of tons of classes with many of the villians
and monsters I make to throw against my players.
Thus far, it's likely a tie between the Swordsage
(Tome of Battle) and Binders (Tome of Magic).
Both are so unique, and offer so many variations
on a day to day basis, that I don't think I'd ever get
bored with them.
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What is your favorite book? Did it shape your
Role Playing at all?
Well, books would be more accurate; The Black
Company series by Glen Cook, and Books of the
Malazan Fallen by Stephen Erickson. Both are
epic series that I recommend every fan of fantasy
read, because they take the traditional stereotypes
of hero and villain, and smash them into a
realistic, gritty setting that really makes the reader
think. These books have completely reshaped the
way I look at any role playing setting, and given
my imagination a whole new depth.

What advice would you give newcomers to
RPGs about developing a playable character?
Don't burn yourself out. It happens to all of us,
but don't over extend yourself. Find only the
amount of games you have time for, and pour
all your energy into those. I've seen it many
times; where a player will join far too many
games, and then each of them suffer from lack
of attention. Post quality lags, which is
infectious in a PbP game, and then games die.
Know your limits.
Thanks for reading.
Cheers,
~Toba

by WOLT
There is a sacred horror about everything grand.
It is easy to admire mediocrity and hills; but
whatever is too lofty, a genius as well as a
mountain, an assembly as well as a masterpiece,
seen too near, is appalling.
-Victor Hugo
This article is going to cover one of the most
advanced and complicated themes in play by post
gaming that you can hope to tackle: using
elements of horror in your games. Fear, the root
of horror, is the most base/primal and, as a result,
difficult emotion to evoke. The advanced material
in this article assumes you already know a whole
lot about your system of choice, adventure
structure and how to run a play by post game
well.
Disclaimer: The subject of horror covers many
controversial themes. All links and information
posted are legally and publicly accessible by
anyone thirteen years of age or older but are not
be appropriate for young children or the faint of
heart.

Your writing technique is going to set the tone
of the game for your players; if you don't write
well, it's almost certain you're going to run into
difficulty trying to evoke primal instincts of
fear in your players. One simply cannot post a
dark and macabre image and ham-fistedly
attack the PCs with whatever monster of the
week you've cooked up and expect your merry
band of players to feel anxiety, fear and thrill.
You'll need to master pacing, which can be
especially difficult in a PBP format. You'll also
need, as previously mentioned, great players.
Your players must have well developed
characters with detailed backgrounds that give
you enough information to delve into their
psyches and pull out their base fears. Also, the
players must be talented enough as actors to
experience the feelings of their characters and
react accordingly through their writing and,
more importantly, be willing to bite that hook
as if their continued breathing depended upon
it. They must be willing to delve into the
desecrated temple full of skinned corpses
swinging slowly from nooses to the tune of the
soft pitter patter and plop of blood drip to
delve deeper and find out what that soft
moaning is in the basement when all logic and
reason says to run far and fast away from this
horrible scene of atrocity and carnage. Without
these things in place your attempt at horror is
likely going to falter.

(Please Note: Links in this article are not to RPG
Crossing's website.)

Why create fear? Aren't RPGs supposed to be
fun games? Wouldn't experiencing horror ruin the
fun? If you have to ask these questions horror
gaming might not be for you. It's a good idea to
have a measure of your PCs willingness to engage
in horror elements before adding them.

Prerequisites
Firstly, you're going to need expert writing skills
and solid group of players that is decidedly RP
heavy and strays away from the typical kill-n-loot.
How can you expect fear to take hold in
characters who murder for their weekly
paycheck? Such characters really can't logically
spook easily, even if they are played by fantastic
role-players.
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Typical Ingredients
Most horror games have some similar, consistent
devices that help shape the genre. Here are a few
of the typical themes you'll want to consider
incorporating. Do note that it's not necessary to
use all of these; more often restraint and
conservation are the sides to be erred upon.
Curses, Darkness, (Un)Death, Intense Emotions,
Fate, Tarot, Isolation and Loneliness, Madness,
Murder, Mystery, Secrets, Nightmares, Possession
and Exorcism, the Presence of the Supernatural,
Religion, Revenge, Romance and Seduction,
Superstition, Torture, and the Unnatural.

The rule of the Caveat Arbiter
Your players are willing and wanting to be scared,
but it can be challenging to differentiate between
what is "scary" and what is personally horrific for
a player. It should go without saying, but if a
player has, in real life, been a victim of say,
physical abuse from a loved one, they likely aren't
going to want to relive that experience of personal
horror in a game format and still consider the
game fun. It's best to be sure to communicate with
your players and draw hard lines between
separation of character and player as well as
always being sensitive to the needs of your
players if a discrepancy should come up.

world. What is madness if magic is real and
the dead walking is a common fact of life?
You'll have to have a thoroughly established
sense of what is normal in your game world to
be able to deviate from that and slowly push
boundaries, creeping up and stealing the minds
of the characters with bait and switch tactics.
As a GM may want to research things like
neurosis, psychosis and psychology as a whole
and then incorporate those themes heavily into
your writing.
Survival centers around the notion of the
PCs being helpless to some degree and likely
dying in the process of the story. For these
adventures (and note this genre works best for
single adventures, not epic campaigns) you'll
need to establish early on that the PCs are food
and aren't going to make it out alive, and then
let them react to their situation, letting them
squarely face off against an antagonist type
that they are ill-equipped to deal with.
Zombies are by far the favorite antagonist for
this genre, but slashers like Freddy Kruger,
Pin-Head and Jason work fine.

Sub-Genres
Horror is rather complex but can be separated into
the (not mutually exclusive) sub-genres of
"gothic," "psychological," "survival", "sc-fi",
"religious", "cosmic", "splatter," "monster," and
"pulp."
Gothic covers most of your eighteenth century
stuff, classic Lovecraft, Werewolves, Vampires,
Paranormal Ghosts and pretty much anything
occurring around the 18th century era, but usually
spanning several centuries to account for ancient
origins. This particular era revolves a lot around
the idea of mundane heroes facing off against
immensely powerful antagonists. It also relies a
lot on European Gothic style architecture and a
sense of the macabre for aesthetics.
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Psychological horror, on the other hand deals
with a slow decent into madness and is highly
personalized to each PC and the surrounding

Splatter horror, as a rule, usually has lots
blood and gore. You'll need lots of nameless
NPCs to lay waste to and be sure to throw gore
around like you're directing the Fist of the
North Star anime. By far this is the easiest
genre to pull off, but has little pay off with
players unless you do so exceptionally
sparingly so that gore on every wall doesn't
become the new sense of normal, or worse,
drift into the realm of being campy/silly. With
this genre you've really only got one trick up
your sleeve and that's shock value of revulsion,
which quickly becomes desensitizing.

Sci-Fi horror uses most of the same elements of
other genres but specifically diverges from the
Gothic genre by adding technology like space
ships, ray guns, tricorders and a slew of tricks up
their sleeves to determine the nature of what
plagues them and defeat it. The horror sets in
when the technology doesn't work as expected
(the enemy has no heat signature, is immune to
bullets, bio-regenerates, etc.) and the players are
forced to deal with things on a more primal level,
thereby reverting them to state similar to the
survival genre, only with the added horror that
their whole lives have been made easy through
technology and without it now they are that much
more vulnerable. Sci-Fi horror also depends
heavily on "flexible sciences" because if
everything worked exactly as normal the scary
elements would be lost and there would be no
reason to experience personal horror. Generally
speaking, aesthetics like vampires and
werewolves are replaced with aliens and robots.
Religious horror is the non-politically correct
route that flaunts religious symbolism to achieve
horror. The Exorcist was a great example of this
type. Be sure you have players who won’t be
personally offended or freaked out before
engaging in this genre. Classically, this is done
with the catholic religion in a modern setting, but
you can use any religion of which the PCs are
aware; using home brew religions specific to your
game world may help to avoid offense. Pacing
remains key: you'll need to establish a
strong sense of normalcy
well before you start
throwing around
sacrilegious symbols
and various elements
of blasphemy.
Cosmic horror is best represented by the
type of monsters and mythos H.P.
Lovecraft created: creatures beyond
mortal understanding (often with lots of
tentacles) with no interest in humans or
their affairs who, if they destroy, say,
earth, probably do it accidentally.
Generally speaking, these omnipotent
types are slumbering and usually
partially awakened by some antagonist
at the climax of the adventure. While
this has roots in gothic horror, it is
often twisted into other genres
such as fantasy, sci-fi and

others. Generally speaking, any time you see
something called "the old ones", "the
ancients", "the elder gods" and "those with
names that cannot be uttered" you're probably
dealing with some aspect of cosmic horror.
Monster horror encompasses all of the
classics of vampires, mummies, werewolves,
the creature from the black lagoon and more
but also has a distinct 1950s B horror movie
feel that includes a mad scientist and lightning
striking a rod. You'll note that the vampires
here are not at all akin to your typical gothic
types... instead they have silly capes and say
"bleh". The same is true for all the monsters
here, each deviating some from the traditional
gothic standard to be more akin to Universal
Studios horror icons. The 1950s B-Movie
monsters aren't the only examples; modern
versions such as The Mummy can technically
fall into this sub-genre. Monster horror is often
what unsophisticated GMs do without
realizing, and usually it has very little impact
on the players.
You'll notice a common theme between all but
the splatter and monster genres: the players
aren't invincible power houses, they are usually
food by adventure design. Characters who are
professional monster hunters or otherwise
supernaturally powerful aren't going to scare
easy and are going to stand
up to the villain and rush to
smite them rather than
experience fear. This
article will continue to
focus on the genres
outside of splatter and
monster, which at the
same time are the
easiest horror types to pull off and have
the least amount of pay off with your
players.
Also keep in mind that any adventure
worth its salt is going to have more than
one story arc and theme. Feel free to
combine themes and elements from
other genres such as romance,
western, or anything else; even comedy.
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Popular Systems
For horror it's helpful to have a special system
that lends itself to the horror genre, generally
these systems have some sort of game mechanic
that tracks sanity, humanity and other horror
related
elements
of
a
character.
World of Darkness
Games,
Call of Cthulu,
All Flesh Must Be Eaten, Unknown Armies, and
Deadlands are all popular options, but any system
can do as is proven by Dungeons and Dragons'
own setting Ravenloft (D&D is typically
considered a fantasy system). What's more
important than the system is the setting. You can
run a great horror game in GURPS, Pathfinder, or
anything really, but it's the mood that you set with
your writing that will decide if the game evokes a
sense of morbid darkness in the hearts of the
players.
Just remember when choosing your system that
you're going to want something that is low
powered with a gritty sense of realism because if
your characters have a dumb pile of HP that lets
them take a dozen axe hits to the face before
popping their first heal potion, then it is going to
be significantly more challenging to create a
sense of horror.
A note about Mechanics: Many systems
designed for horror have random roll charts for
insanity, madness, fear, humanity and other
various reactive horror mechanics. In my firm
opinion, in most all cases you should not roll
randomly for such events even if prompted by the
system. In cases where a character stares into the
abyss of the things that should not be, a random
roll may be appropriate as there is no telling what
kind of effect the unknown quantity will have on
the inner psyche of the character. However, in
most cases, a more selective and organic
approach is recommended. Instead of rolling
randomly, discuss the situation with the player
privately and seek to find a result that is suiting to
the conditions and something the player can get
excited about as an RP opportunity for their
character.

12

Understanding Fear
Words have no power to impress the mind
without the exquisite horror of their reality.
-Edgar Allan Poe
To evoke fear we must understand what it is.
Fear is often defined as a distressing emotion
aroused by impending danger, evil, pain, etc.,
whether the threat is real or imagined; the
feeling or condition of being afraid.
Fear itself has two components, the object
(what we are afraid of) and the motive (the
reason why we are afraid). To evoke fear in
your players you have not only the challenge of
scaring the character, but to strike at the core
and evoke fear in the player. Simply covering a
character in spiders that has arachnophobia is
likely not going to scare your player. They will
see this coming from a mile away and even
expect it before it happens because they were
well aware of the character flaw and even
wrote it into the character. Compare this to a
case where the PC wanders into a foggy forest
leading innocent villagers from the village that
was crawling with the dead, giving some
chase, and then they encounter some large cob
webs, likely tell tale signs of a giant spider.
Right? Nope, they have been there a long time,
they are not the reason to fear, but now we've
evoked the mindset of fear. The player of
course, won't enter if they are true to their
character, but will they stand helplessly by as
the innocent villagers begin disappearing? Is it
a supernatural monster? Perhaps some cult that
summoned the dead? Or is it Blake, the
villager who escaped the prison in the turmoil
who was arrested and was to be taken to the
capital for punishment for heinous crimes and
is now seeking revenge on the townspeople.
But the PC doesn't know that... not until Blake
is right behind him... sneaking up on the PC
wondering what to do as they can't face the
zombies, and can't press forward knowing
there might be spiders... and the villagers are
disappearing, being pulled silently into the
webs in the dark...
When Blake, a subplot the PC may only have
even heard of in passing at this point comes up
behind the PC with a knife to his neck, the
thought of the giant spiders descends, the

thoughts of the encroaching zombies disappear,
and all that's left is the everlasting micromoments... does the knife find its way into the
PCs jugular?... Or is it a near death miss... and
even if it is... what is there to do about ol' Blake?
The spiders? The zombies?
Hard choices come next... who is to walk point
and risk danger? Who can be trusted on the night
watch (is someone a friend of Blake's or thought
to be)? Who has the right to live and die? What
happens when they run out of food on the way to
the next village and the remaining townsfolk start
turning on each other? Now we're entering the
realm of horror where things are too complicated
for an easy solution and any solution will require
immense sacrifice and mortal peril because the
problems are simply too numerous. Now the
Player is going to start to wonder whether even if
they make it out alive, is everything going to be
alright? What if one of the children was hiding
food and one of the townspeople turns on the
child violently? What if the PC is arrested for
releasing Blake the mass murderer? What if Blake
isn't caught and kills everyone? What if the
zombies catch up? What if they run into the
spiders that built the webs? Now the player
knows fear, and now it's time to tie it all together
and release the real hidden plot to this horror
story you've been saving all along... *wink*
All that sure sounds complicated though, right?
Yes, yes it is, and you had to know at least most
of it before it even happened and had to execute it
in such a fashion that the players didn't at all feel
railroaded so that you were able to leave light
clues and red herrings along the way. Not to
mention you can't keep reusing the same tricks or
the players won't get scared…. To get you started
on some techniques, lets head over to check out
some horror tropes. Having a long list of tools to
work with from the start will suggest story telling
techniques, and also hopefully fuel your darker
creative muse as you become more experienced
and begin subverting and mutating those tropes to
your own twisted and maniacal GM needs.
It's also worth mentioning that it's a delicate line
to walk to pile heaps of problems onto players but
not break their will altogether. On the other side
of that double edged sword is that by hitting the
players from lots of different angles you'll add not
only more stressors to shake the Player and
Character, but increase the chances that one of the
horror devices you've deployed will personally

resonate with the player, not just the character.
All in all though, ensure there is some
semblance of hope or your players will become
hopeless and give up or worse, become
apathetic and bored. If you're having trouble
with this, focus on creating little victories for
the players.
Your typical story teller lessons of "Man VS
X" conflict types applies here as well. In the
case of horror we have a few special types:
Evil threatens protagonist, Evil threatens
others, Protagonists are creating evil (usually
best done without knowledge or intent of the
protagonist), Protagonists commit evil (loss of
humanity, pushed to extreme measures by
stress, does the end really justify the means?),
Everyone lives in an evil world (we are all
slaves to the vampire overlords and exist as
cattle), etc.
Finally, after a few visceral brushes with
horror it's understandable that PCs might
become understandably overly cautious and
careful and stop diving on the plot hooks and
instead start hiding from them. That's when
you start using the lesson that when PCs don't
face their fears they merely grow stronger, and
then make sure they see that happen with some
display on your part. If for some reason that
still doesn't motivate a character and you
believe that the player has sufficient
motivation to feel their character wouldn't
engage, it's possible you've already mentally
crippled the character to the point where they
can't interact any longer, at which point it's
probably best to have a private discussion with
the player about how this is probably not going
to end well for the PC (the ones least fit to
survive are always the first in line to die in the
horror genre) and how you believe it might be
a good time for them to start working up a new
character concept for the next adventure. Then,
as the PC hides in his home behind walls of
cowardice, afraid to go out and deal with what
lies beyond, that's when evil comes for him. If
done in an IC context, usually a cut away scene
of implied horror is plenty to rile up the other
players and it leaves a mystery as to what
happens next since you have a lot of directions
you can go from there.
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Tools
PCs are frequently highly competent heroic
personalities, with magic and/or technology at
their fingertips ready to deal with many problems
that typical horror might present. For horror to
work, as a GM, you have to invent ways to make
things somehow unknowable and mysterious
despite the characters’ scores of abilities. This is
especially challenging in high powered fantasy
and sci-fi genres and it can be difficult to keep the
answers to certain questions from the characters if
they can instantly detect whether something is
magical/supernatural, can speak with dead
victims, and can consult their god on where the
“bad guys” are hiding out. Still, it's not
impossible, it just takes more work. The key is to
concentrate on questions the PCs can’t answer.
Here are some general horror tools to assist in
this; customize, mix and match them to meet the
needs of your players.

Terror describes the sudden happening that
frightens/startles someone, a harsh spooking if
you will. This is tough to get across in Play by
Post but not impossible. You'll need to develop
a high sense of normalcy early in the post and
then drop your bomb with some enhanced
formatting such as bold, italics, a picture in a
spoiler button, etc. Terror is often represented
in a "pop up" fashion, but it doesn't need to be,
for example, the infamous "Here's Johnny"
scene with Jack Nicholson in The Shining
takes a good thirty seconds to play out with the
whole movie leading up to that point and is a
fantastic example of terror (also mixed with
dread, revulsion, the known and insanity).
Revulsion is the sort of thing that repulses
someone. Common triggers are piles of
squirming bugs, talking skinless corpses,
glowing eyed children that are emotionally
detached, eviscerated entrails, spiders, and
various other things that might be considered
unpleasant. When using revulsion don't spare
the grotesque details in your writing.
Dread is typically going to be based off of
your typical self-help "F.E.A.R." acronym
"False Expectations Appearing Real."
However, in the case of a horror game, those
expectations often aren't as false as our
protagonists might hope. The feeling of dread
is created with anticipation, meaning you've
left all the clues, the PCs know what is
coming, and they know it's not pleasant. Dread
is created with suspense techniques.
"The oldest and strongest emotion of
mankind is fear, and the oldest and
strongest kind of fear is fear of the
unknown." --H.P. Lovecraft
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The Unknown Lovecraft was specifically a
master of this technique, known well for his
quote on the subject: In the case of the
unknown we describe in minimalistic detail
the horror that transpires and let the
imagination of the player go to town with the
rest... this masterful technique can only be
achieved in the "sweet spot" after you've
already primed the player and character well
for horror. The character must already be on
the verge of tipping over the edge, or at least
the player willing to be there on a moment's
notice.

The Known is, oddly enough, not the opposite
of the unknown. The known when used in horror
is something that is seemingly normal that shifts
suddenly and we realize it is not at all what we
thought. Finding out a party member was the
serial killer all along is one example, but a better
one is the movie "The Sixth Sense" which plays
this tool to a very hard extreme. A great example
might be a typical day at work for a TV news
producer who goes about his business and then
sees microscopic swarms of bugs crawling out of
the machines when no one else does. He points it
out and everyone thinks he's crazy, but that's
when the bugs spell out messages to mock him or
perhaps to tell him some seemingly secret great
truth. Using the known effectively requires the
sense of normalcy be firmly rooted in the minds
of the players, so much so that they don't expect
you to do what you are about to at all.
Insanity can take on many forms, some simple,
some complex, but the general theme here is that
there is something wrong with the mindscape of
the individual in question. This goes beyond just
quirky (though they might be quirky also) in
horror, there is generally something severely
wrong, though it may not be evident up front.
Crazy NPCs make for great props, whether as
antagonists/villains or just wandering folk that
disrupt the sense of normalcy out of the blue. It's
also important to remember that PCs can
experience insanity as well, but be careful not to
write for the players when doing this; if needed,
describe the effect in private to the character and
let them post their reaction. This will ensure you
help them along with the experience with your
input as a GM, as well as let them use their own
imaginations to shape the horror and personalize
it to their character. If they are a good player, they
will leap on this opportunity if you have primed
them properly for a horrific event.
Personality is something you'll need to make
use of for your big bad. This is true in all genres
but none more than horror. Consider some typical
icons like Pinhead and Freddy Kruger, or for a
more realistic bend, consider Charles Manson,
Hannibal Lecter, Ted Bundy, or Timothy
McVeigh. Each of these killers had a specific
personality that drove them, each distinct from
the others in their sociopathy. You'll need to
thoroughly develop the back-story
and
characterize your villains more than your typical
nameless brigand to bring them to life in three

dimensions and truly make them scary. And
remember, while it's their sociopathy that
makes them dangerous, it's their similarities to
common folk that make them chilling. Even if
dealing with cosmic entities, you'll need to
consider personality; with these beings, the
physical attributes will be more restricted, thus
you'll be describing them through feelings and
impressions. Also, the evils from beyond are
generally summoned with gate spells by some
abhorrent psychopath or another, and they'll
need a well developed personality.
Senses are useful as descriptors in all writing
but especially in horror. Write your passages in
fashions that tantalize and tease the five senses
or possibly six depending on what role
supernatural elements play into your game.
Like anything, use a change-up when choosing
which senses to cater to. If your players always
get visual descriptors but never any scent or
description of auditory or others you will end
up having a far more predictable style of
writing which will work against your creation
of a sense of horror. If you describe
perceptions for all of the senses all of the time,
your passages will likely be unwieldy to read
due to too much description and not enough
action.
Pacing has been mentioned several times and
with good reason. The sense of normalcy and
disturbing that sense needs to be done with
care and is best done unpredictably. This isn't
to say don't plan; quite the opposite, you
should have more notes about backgrounds,
plot threads, loose plot threads and other errata
and they should be codified to an even greater
extent than you might for a typical adventure
because that foreknowledge will help bring
your descriptive passages to life. Most
importantly though, remember your timing.
Don't worry so much about mapping out
exactly where the ghost meets them at grid A19 in room 6, but more about when the players
are sufficiently primed and ready to meet the
ghost for maximum impact. Let them arrive at
that point as soon as they are ready and then
make with the scary-scaries. Most importantly
about pacing: if for some reason a particular
tactic isn't working, stop using it and put it out
of your mind for a while, and make sure the
players have forgotten it too. Do something
else for now, something unexpected, perhaps
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even a short return to the original sense of
normalcy, but very importantly, don't push the
horror. A good sense of pacing comes from
knowing just when to drop the hammer, and
unfortunately that's something you'll only achieve
mastery over through experience with your group.
Conversely, a way to keep the suspense
concerning horror real is to not make them face
the deepest depths of hell at every turn, or even
every adventure for that matter. In most cases,
less is more. Frequently add in twists so things
remain unpredictable to add to the sense of
danger.
NPCs are a powerful tool in horror. Some victim
types: The Innocent, Joe Average Victim, and The
Guy Who Totally Deserved It. For long term plots
consider using other types: The Snake In The
Grass (the enemy in their midst, always keep this
guy around until after the party comes to depend
on him) and The Return Of The Dead PC. The
latter becomes your property upon death and
becomes a great NPC with RP dynamics such as
their old friend who is now a zombie or whatever
fits well into the story. A note about NPC villains:
while personality is important, keep a mystery
about your villains to create suspense. However,
it is still important to have your details and
motives of the villains mapped out well before
they become relevant to the players.

Technique
OK, so we've covered the basics and gone
through the list of applicable tropes, now we need
to get into proper form. It's important to be hyper
aware that the same scene can be played out as
not scary at all, or entirely blood-curdling
depending on your use of description.
Here's an example of how not to apply this:
GM: There is a spooky ghost in the house, he
demands you eat the brains of a live monkey
before continuing.
Player: No problem, I have hot sauce in my bag
and my basic adventurer kit has a knife and fork.
Let's do this.
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GM: The ghost lets you pass after you eat the
brains. You gain 100 experience points, 35 gold
coins and a dagger of chicken smiting +2.

Now consider that you've poured out a few
well described paragraphs as if you were
detailing the scenes of a movie, how the five
senses are affected... perhaps even the ghost
even planted a special bug in there to grow
inside the player and hatch eggs that will make
more bugs that crawl just under their skin,
slowly rotting them from the inside out,
something that spans over several scenes. Now
we're again entering horror! But to write this
scene effectively we're going to need extensive
horror vocabulary.
Choice of Words: Make a list of all the
horror-style words you can think of and then
head to the Thesaurus. Take special note of the
visual thesaurus below as it is great for
sparking imagination and throwing related
words your way. I also recommend that when
crafting your passages, if you can handle the
distraction, dim the lights and place some
ambient horror music in the background to
help get you in the mood for writing, as your
writing will be effected by your mood. Also an
important note, keep game terms out of the
writing. When they are necessary, use tool tip
tags to describe game mechanics within the
writing so it doesn't break the flow of the read.
Historical Influence: Now that you have
vocabulary at the push of a button, head to take
a Google peek at some of the greater horror
writers in history such as Clive Barker,
Edgar Allan Poe,
Richard Matheson,
Stephen King, and H.P. Lovecraft.

If you aren't familiar with their works, each is
among the best credentialed horror writers in the
history of the English language. Please note also
that it's important that you READ their works, not
watch them in a poor attempt by Hollywood to
cash in on the greatness of their works. In most
cases, more so than you'll hear with most books,
the movies simply do not do justice; the writing
lets your imagination take over, letting you
experience the psychological thrill first hand,
while in movies the scene is provided for you and
separates you from it. Further, horror cinema
specifically does not age well especially if any
use of special effects is required, and in most
cases psychological horror just doesn't translate
well to the screen. More to the point, you're
looking at these writers for writing inspiration, so
why not go right to the source and look at their
actual writings? If you're only up for a short read,
many of them have short stories as well, but the
pacing of those generally won't be as good as
their larger novels. If you're up for serious workshopping for your horror writing and possess
some credentials you may also wish to consider
getting a mentor at the Horror Writers Association
.
Setting the Tone: Now we've got our
historical influence as well as vocabulary, so let
us set the mood. Search around youtube for a bit
for some creepy music that is befitting your
scene. Remember that it's the "feel" of the music
that will be heard here, not the message of a song,
so firstly, avoid anything with lyrics. Yes, you
may think a song's lyrics are "just perfect" for
your particular scene, but skip it. Remember that
bit about cinema ruining the first hand experience
of horror writing? The same is true for your song
and lyrics. Some exceptions might be worthy,
such as if it's monks chanting in Latin or
something like that, but instead shoot for
something that gives off a spooky "feeling”. It
doesn't even have to be music per se, such as
something like this. Find something that is going
to match the feel of your passage and place it at
the top of your post and mark it as theme music.
This will set the mood for the PCs as they listen
and read through your passage and will help them
get into the mindset to be scared.
Images: Now lets talk about images. What is
scary? It's all context. While a typical baby doll
doesn't seem spooky, it might if, say, found in an
alley after a scream next to a fresh spray of blood.

When treading into excessively dark bits of
horror, always remember that red and black or
grey-scale motifs are generally a safe bet for
horror pictures, while rainbow spectrums and
neons are to be avoided. As always, choose the
highest quality images you can find for your
posts, something that really draws the picture
of the world you are trying to paint. Don't
settle for anything subpar. If you can't find a
proper picture on your image search, describe
it with words. This is especially important in
horror, as a poor picture will ruin your
atmosphere instantly, while a good description
will force the reader to use their imagination
and potentially create even greater horror
experiences.
Privacy Tags: Next, when separating the
party, which you generally should do in a
horror game at some point, always make use of
private tags and threads as needed. Don't give
the other players anything outside of what their
character experiences. Eliminate as many
methods of meta-gaming as is realistically
possible (from the start) and all of a sudden
there will become a lot more mystery and
mystique to your game. You'll find this will
help players become very invested and they
will constantly be wondering "Hmmm, while
I'm doing this, what are the other players
doing?" That will get their imagination going
so that they invest not just as a character, but
as a player that is now immersed in the world
you have created. Success!
You may find that restricting this kind of
information may cause some hesitancy for PCs
to trust one another; this is normal and will
add to the elements of horror. This isn't to say
that you should necessarily push for the party
to kill each other (though that's a perfectly
viable game scenario for horror purposes) but
a little dissension is normal in a party locked in
a horror scenario. As always, have a policy in
place about PVP before it ever becomes
necessary.
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Atmosphere: Now about the setting. As the
GM, you have total control of this aspect.
Remember that horror works best when
something feels safe and familiar to start and then
moves incrementally towards dread. Whatever
the setting you choose, keep a sense of "normal"
as a high priority early in the game, because
without this your horror tactics are going to fall
flat. Keep things nice and mundane and with
typical outcomes for typical scenarios. This will
not only establish the sense of normalcy for the
game, but also will allow the characters to engage
in character development early on as they stretch
their legs in common situations and find their
own niche in the world, which also serves you
well later as the GM. What they do and how they
act sets precedent for the type of character you
will be dealing with and will give you keen
insight into the mind of the character and player
for later as you start adding layers to your horror
story. To do so, from the sense of normalcy then
develop senses of mortal/bodily, psychological,
emotional and metaphysical danger.
For your first go at a horror game you may wish
to stick to standard horror conventions like the
dark and stormy night, haunted house, the spooky
cemetery or whatever as this will help your
players understand that the situation is supposed
to be scary, but with practice you'll be able to
terrify a character in seemingly non-threatening
scenarios like a petting zoo or cubicle office.

Maintaining Control
Uh oh... you just got caught with your pants down
and the players solved your magnum opus
adventure in act one. Don't worry, this happens to
every GM sooner or later. It's not a big deal
because you have this perfectly under control;
again, YOU HAVE THIS PERFECTLY UNDER
CONTROL. If the players are crafty and figure
out your meta-plot ahead of time, no problem.
Just like when you get busted up by the players in
a table top game, you simply need to take some
time to recuperate and draft a new plan. Let the
players succeed if they have earned it and
unraveled the plot. There's no shame in that. If
anything they deserve proper kudos for being
great players and you are going to have to better
develop your horror GMing skill set.
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Fortunately for you, you're running a PBP
game and not a table top game. You don't need
a time out, you just need to slow things down
with some filler posts that don't appear that
you're stalling and in the mean time you've just
bought yourself maybe a week of planning a
new start to an adventure, possibly tying in the
last adventure as just a piece of a much larger
conspiracy of sorts. The players never even
need to know they put the GM on edge for
even an instant... they just see the results of
your posts and gladly eat it all up as if you've
had everything under control the whole time.
because of course you did... right? *wink*
Never give the PCs the impression they "got
the GM" in a horror setting, it makes them feel
comfortable and safe... unless of course,
lulling them into a false sense of security is all
part of your plan. But if it is, you'd better be
able to pull off your masterstroke with sheer
brilliance or you'll break their willing
suspension of disbelief and then any hopes you
had of generating a sense of horror are
completely shot.

Special Note: In modern and high tech
campaigns cheap, reliable mobile communication
can cause problems in horror games. Cell phones
and smart phones in particular can wreak havoc
on a GM. Consider the fact that you have total
control and can eliminate signals or break signals
with interference. There are other methods as
well, such as having spooky things happen on the
other end of the line or applying perception
penalties while cell phones are in use (they are
rather distracting), having a ghost possess the
phone, etc.

Pulling it all Together
Pacing, timing and restraint have all come up
several times throughout this article with good
reason. But when do you really unload the big
moment? When is the right time to bring out the
coup de grace of scary? It's not an easy question
to answer, but it is one that has a definite answer:
you do it as soon as the players feel "safe"... not
the characters, the players. You'll be able to tell in
their writing style and OOC comments when they
feel they can be more relaxed. Usually it's right
after they've done something spectacular that
might even seemingly solve an adventure or
otherwise earn them a respite in the lines of the
story. That's when you pull out the big guns. Do it
unexpectedly and not every single adventure so it
doesn't turn to formula, but do have it happen. If
anything, let the sense of normalcy drive your
campaigns, that way, when the time comes to lay
on thick layers of horror, it has the desired effect.
“[Horror] shows us that the control we believe
we have is purely illusory, and that every moment
we teeter on chaos and oblivion.”
― Clive Barker

A Happy Ending?
One of the greatly debated points of running
horror games is whether or not to allow a
happy ending. There are as many reasons to
have a happy ending as note but the gist of the
argument is that horror is supposed to be dark
and scary and shouldn't have a happily ever
after, while the other side states that for RPGs
the players need a sense of achievement so that
they can actually feel like heroes.
My answer is a bit more complex but serves as
a hybrid of both. I don't think happily ever
afters are great standard to set for horror,
though it might be OK under very rare
circumstances. That being said the characters
do need to actually achieve something even in
horror genres if you expect them to show up
and have characters that are still living for the
next adventure. Certainly failures should
happen, as should successes, but how do we
know which is best?
My solution is more of a sandbox style
technique which states: Don't plan the end of
the adventure. Plan right up to the culmination
and crux of the final encounter and have some
ideas about what might happen if X, Y and/or
Z conditions are met, but let the players
determine the fate of the endgame and come
up with how they will deal with it. Certainly
don't go light or hard on them because you
want a particular ending, let them write the
final notes in the game. Make it challenging
and if a character dies, even the whole party, so
be it. If they succeed and win the day, that's
great too! Leave it open ended. This is
something that is much easier to do in PBP
because as you'll recall in the passage about
maintaining control, you can make creative use
of your posts to stall for time to figure things
out if needed, or even take a short break after
an adventure is completed before starting the
next one. If you did a good job with your
horror adventure your players won't want a
break, but they will happily suffer through one
to get the opportunity to play in the next of
your games.
WoLT has been a GM since 1994 and has
created PBP Guides, the PBP GM Academy
and Eternity's End and is an avid fan of the
horror genre.
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first is the uncanny valley, where you can't tell
if they're alive because they look almost, but
not quite, like normal people.

What Makes Them Scary?
Sometimes undead are just monsters, something
to fill the gap between entering the dungeon and
fighting that final boss. That's okay, but
sometimes you don't want them to just be cannon
fodder, to soften up your party so they're not fully
cocked when they get into the evil lair.
Below are nine different undead, some of whom
you'll recognize and some which you might have
to look up. All of them come with a short
description of when to use them and how to make
them feel like real monsters, instead of just
cannon fodder.
Skeletons, one of the most classic undead in a
campaign that can appear anywhere, in any sort of
incarnation. They're not just good because they're
low level, they're good because bones scattered
across the ground are omnipresent. Skeletons are
perfect for surprising your parties, whether as the
group slinks through an ancient dungeon and one
pulls itself free from cobwebs on the ground, or
whether the party is in some ancient temple and
the very ground itself begins to pull itself into
undead forms. Creepy! They might be little more
than cannon fodder, but a half-completed
skeleton bursting from the ground or
springing up between the PCs and the
villain is sure to give any PC a start!
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Zombies, perhaps the most iconic
undead ever. Zombies are whole
corpses that just got back up to fight
once again. There are also a huge
number of varieties of them, from
frozen and drowned to burning.
But what makes them scary?
There are two factors really. The

This can make a game creepy, sure, but a
zombie's real scaring point is the second
factor; it's really hard to know if a zombie's
dead. Every once in a while, have a zombie
collapse well before it's hit points run out.
Then, a round or two later, it can lash out and
pull a PC to the ground at a critical moment!
You can't use this trick every time or the PCs
will stop to behead every fallen foe and slow
the game, but once in a while a bloody corpse
getting back up is a real start!
Scarecrows aren't strictly undead, but they
can be, and anyone who has seen them in a
horror movie knows why they're creepy; it
doesn't matter how much you hit them, they
just pull themselves together and keep coming.
When your foe never falls, ever, you're bound
to start worrying. And for those Pyro-PCs,
remember that not all scarecrows are filled
with straw, you could make one out of sand
bags or metal poles just as easily!

Mummies are all too often mistaken for, in
fantasy RPGs, nothing more than an old corpse
wrapped in linen bandages. Traditionally,
they're so much more than that - ancient
figures whose bodies have been preserved. A
lot of the time, mummies are ancient kings or
religious figures, and they should be dressed as
such. They should be draped in gold and
ancient silks and should command other
undead about them like they kings and leaders
they are, and every time they move, your PCs
should expect something else to jump out at
them. Who knows, maybe one time your
mummy could be filled with snakes!

Shadows are something that if you've played
DnD, you've probably met, slinking about and
pretending to be innocuously cast off of some tree
branch, only to strike at the last moment!
Shadows work well as spies for more powerful
undead creatures, but in large numbers they can
take out a high level character in just a few turns.
Their ability to sap the heat, life and strength
from a creature make them creepy, but when the
player realizes they have two shadows, one of
which wants to eat him, that's when it becomes
really creepy!
Ghosts are classic, but so easily underused. I
mean, they're whole creatures themselves, trapped
in this world from unfinished business. In fact,
whole adventures are based around ghosts
haunting creepy old buildings. It's really
important to make your ghosts real people,
usually with fatal injuries clearly visible on their
body. They should be less creepy than most
undead on this list, but they are more of an
obstacle than a threat. Ghosts can be puzzles,
adventure hooks, and more...they just need to be
people first.
Ghouls, as ravenous flesh-eating monsters, are
always a good hook, but when was the last time
you fought a ghoul that was more than just a
monster in your way? Ghouls should have
gobbets of flesh dangling from their chin, and
every breath should spatter blood across the faces
of every adventurer they face. They're less
versatile than other undead you can use, but that
doesn't stop them from having a maximum grossfactor, especially as they start beating your PCs
with a freshly severed human arm!

Vampires have become such misunderstood
creatures, interpreted in every way from here
to kingdom come. But at their heart, they're
manipulative, they drink blood, and they hate
the sun. They should be slinking about in the
underbelly of society, masquerading as humans
and other creatures until they're ready to
pounce on your players. Have them play the
victims until the last second, and scare the
bejeesus out of your players when they latch
onto them at the neck!
Flesh Golems aren't traditionally undead –
they are constructs after all. But, this is what
Frankenstien's Monster was, and if you saw an
eight foot tall lumbering mass of stitched
together body parts approaching you, you'd
probably reconsider if it was undead or not. A
creature like this blurs the line between living,
construct, and undead – and that's a perfect
way to play it. At first, it could be mistaken for
nothing more than a large zombie or a
shambling drunk, but then it turns out to be all
but immune to things that would take them
down. These creatures should feel unstoppable
– even if their limbs or heads are chopped off,
they can still work!
Liches, how could we have a list of undead
without liches? These skeletal spell casters are
one of the primary sorts of villains you see in
DnD. Most of them are creepy and monstrous
in their personality alone, but you can always
have them look creepy as well. Tattered robes,
runes carved into their bones, and thin ribbons
of flesh still clinging to them are several ways.
Be creative!
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Religion While Urlmar was the first deity to
sponsor a Shadow Chaser, other gods of light
or life would also be likely to accept a
petitioner.
Background All Shadow Chasers have some
kind of priestly training, whether it be as a
regular member of the clergy, or as a more
specialize holy warrior such as a paladin.
Hit Die d8
Requirements
To qualify to become a Shadow Chaser the
character
must
meet
the
following
requirements.

The Shadow Chaser of Urlmar
System: 3.5, Pathfinder
Throughout the world the powers of
necromancy are strong, but nowhere is the
plague of this foul magic more powerfully felt
than around the Sea of the Fallen Gods. The
priests of the land strove almost daily against
the threat the undead pose to the population,
but slowly the living were being pressed back
from that strange region. A call was put out to
summon the Paladins of Urlmar, to drive away
the threat; though each might return a score or
more of the formerly-living to the restful
embrace of the earth, they were too few and
their numbers diminished all too rapidly.
After the death of the great paladin Nessian the
Lightbringer in battle with a vampire lord,
Urlmar made his will known. Henceforth, any
of his warriors or clergy who would dedicate
themselves to the eradication of necromancy
from the land would be given special
protection to help them deal with the threat.
Characteristics Shadow Chasers are brave,
talented individuals. They are often very firm
of opinion and highly devoted to their deities.
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Alignment Any Good.
Skills Knowledge (religion) 8 Ranks
Feats Extra Turning, Improved Turning
Special The character must directly petition
their deity for access to this PrC.
Class Skills
The Shadow Chaser class skills (and the key
ability for each skill) are; Concentration(Con),
Craft(Int), Decipher Script(Int), Gather
Information(Cha), Heal(Wis), Knowledge
(arcane, history, religion, the planes) (Int),
Profession(Wis),
Sense
Motive(Wis),
Spellcraft(Int)
Skill Points at each additional Level 2
+ Int modifier
All of the following are class features of the
Shadow Chaser.
Weapon and Armor Proficiency A
Shadow Chaser is proficient with all simple
weapons, and light armor.

Level

BAB

Fort

Ref

Will

Special

1

+1

+2

+0

2

+2

+3

+0

+3

Enhanced Aura of Courage

3

+3

+3

+1

+3

Good Strike

4

+4

+4

+1

+4

Touch of Turning

5

+5

+4

+1

+4

Aura of Warding, Ghost Strike

Table The Shadow Chaser
+2
Aura of Light, Enhanced Aura of Good, Magic Strike,
Oath of Purity, Turn Undead

Aura of Light (Su) At 1st Level the Shadow
Chaser gains an aura of light. This can be turned
down to be dim or made as bright as a light spell.
If the shadow chaser enters an area of unnatural
darkness, the aura negates the unnatural darkness
as if it was a light spell of the Shadow Chasers
class level. The aura can be re-established as a
free action by the Shadow Chaser on their next
action.
The aura grows slightly brighter with every level
taken in the Shadow Chaser class. Even when
dimmed it reduces the character Hide skill by
their level in the Shadow Chaser class. A side
effect of this is that no Shadow Chaser casts a
shadow themselves.
Additionally, the aura grants the Shadow Chaser a
deflection bonus against any attacks from undead
or necromancy. The deflection bonus is
equivalent to the characters level in the Shadow
Chaser class.
Enhanced Aura of Good (Ex) The Shadow
Chaser gains the Aura of Good ability as a paladin
or cleric. If the Shadow Chaser already has levels
of paladin or cleric, the Aura's ability increases to
include a +2 bonus to diplomacy checks when
dealing with outsiders with the good subtype.
Magic Strike (Su) At first level, the Shadow
Chaser can channel positive energy into her
weapon. This costs one use of the turn undead
ability. The positive energy will remain in the
weapon for a number of minutes equal to the
level they turn undead as. Thus a 5th level
cleric/1st level shadow chaser would enhance a
weapon for six minutes. During this time the
weapon is treated as if it is magical, thus
bypassing damage reduction.
Oath of Purity The Shadow Chaser swears an
oath to never use necromantic magic of any type.
If they violate this oath they instantly lose all
supernatural benefits from the Shadow Chaser
class and cannot advance in it. Atonement is
required to once again benefit from the Shadow
Chaser profession.
Turn Undead (Su) A Shadow Chaser
continues to train in their abilities to combat the
undead. Shadow Chaser levels stack with cleric
and/or paladin levels for calculating the effects of
turning the undead.

Enhanced Aura of Courage (Ex) The
Shadow Chaser gains the Aura of Courage
ability as a paladin. If the Shadow Chaser
already has levels of paladin their Shadow
Chaser levels increase the bonus to will save
vs. fear of allies by their Shadow Chaser level.
Good Strike (Su) At second level, by
channeling positive energy into their weapon,
in addition to gaining the magical property, the
weapon also becomes good aligned.
Touch of Turning (Su) At 2nd level the
shadow chaser can, as a free action, upon a
successful hit choose to channel a turn undead
attempt. This is resolved as a normal turning
attempt but can only affect the one creature
struck by the Shadow Chaser. This uses up one
of the Shadow Chaser regular turn undead
attempts. If the Shadow Chaser gets multiple
attacks during the round, only one can be used
to channel a turning attempt
Aura of Warding (Su) At 3rd level the
Shadow Chaser gains a holy bonus on any
saving throw resulting from interaction with an
undead or necromantic magic. The saving
throw bonus is the same as the characters level
as a Shadow Chaser. Those within 30’ of the
shadow chaser also get a +1 holy bonus any
such saves.
Ghost Strike (Su) At 3rd level the Shadow
Chaser can channel positive energy into a
weapon allowing it to also strike into the
Ethereal plane. The weapon must first be
imbued with positive energy using the good
strike ability. A further use of positive energy
allows the weapon to exist on the Ethereal
plane, granting the weapon the ghost touch
ability until the good strike wears off.
by Aerondor
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This class can be adjusted for use with Pathfinder
by making the following adjustments.
Requirements: Feats
Replace : Extra Turning, Improved Turning
With : Turn Undead, Improved Channel
Magic Strike (Su)
Replace : This costs one use of the turn undead
ability.
With : This costs one use of the channel energy
ability
Turn Undead (Su)
Change to : Channel Positive Energy (Su) : A
shadow chaser continues to train in the holy arts.
Shadow Chaser levels stack with other levels that
grant the ability.
Touch of Turning (Su)
Change to : At 2nd level the Shadow Chaser can,
as a free action, upon a successful hit choose to
channel positive energy. This is resolved as a
normal channel positive energy to harm undead
but can only affect the one creature struck by the
Shadow Chaser. This uses up one of the Shadow
Chaser regular channel positive energy abilities. If
the Shadow Chaser gets multiple attacks during
the round, only one can be used to channel.
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Hello All.
RPG Crossing's Official Sourcebook, better known
as the "Book of DOOM: DnDOnlinegames Official
Manual" is the sourcebook of RPGCrossing,
created through the DNDOG Sourcebook Project.
The Book of DOOM contains optional materials
that have been submitted by the gamers, discussed
and balanced by gamers, and voted on by the
DNDOG Soucebook Staff, also consisting of
gamers here at RPGCrossing.
We'd like to thanks everyone who contributes to
our Sourcebook, recognized at the end of each of
their submissions, as well as the current
Sourcebook Staff (aerondor, jj_wolven, Makenshi,
TheChuck, Zhefonyll) and all of the
rpgcrossing.com members who contribute to the
discussion.
With the renaming of the site, we at the
Sourcebook have found ourselves with the need to
rename the book that our approved materials make
it into. Even if you don't have material to submit to
the Sourcebook, you can still have a hand by
helping us in our Renaming Discussion _HERE_:
I would also like to re-invite everyone to
participate in the Sourcebook, either by submitting
material options or participating in the balancing
discussion of open materials.
Submission: Please go _HERE_
Discussion: _HERE_

by Dirkoth
With regard to things being dead, or dying, one
can have a death warrant, or hold a death
watch, hear a death rattle, and comfort
someone on their death bed;
An NPC can die, but that's boring. Instead,
they should expire, perish; or cross the Stygian
ferry. They can meet their demise with flare.
Once one is dead, of course, you are a corpse.
But, you can also be cadaverous, which is even
better. Undead are typically pale, but the can
also be ashen, blanched, bloodless, ghostly,
wan, spectral, sallow, pallid, or my favorite,
exsanguinous. We know that undead tend to be
thin, but they are also emaciated, gaunt,
ghastly, haggard, or skeletal.
You might see a ghost, a spirit, a specter or an
apparition. That crone could be a witch; her
sinister laugh is a cackle.
Words to sprinkle into your games and add
some life to the end-times:
apparition, bloodcurdling, cackle, cadaver,
casket, cauldron, eerie, gory, macabre,
mausoleum, morbid, sinister, tomb, bleak,
invoke, howling, desolate, embers, ravenous,
morbid, malefic, malicious, apostate, crypt,
macabre, mayhem, dank, rank, repulsive, fetid,
foul, damp and clammy. Walls can glisten and
are moist to the touch. The air of tombs is
stagnant and foul. While this list may not be a
complete run of the verbiage DM’s can use to
describe something’s degradation, it is a good
start to providing more mental influence into
your game.
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A quick trip back to base got Myrlin a solvent,
but he didn’t apply it at midnight. Rather, he
skipped forward until the sky was graying and
the town was beginning to stir before splashing
the clear solvent all over the epoxied sword. A
few seconds, he knew, and it would no longer
be glued.

The Once and Future
By The Jaded
It was midnight on the summer solstice, and
though there was much revelry going on, none
of it was nearby. The rotunda in front of the
gates to the fortress of Camelot was empty,
though the sounds from the main square down
the road suggested it was a good party.
The old man appeared in a flash of faint
purplish light, transit leaving the faint smell of
ozone in the air. He knew his opponent would
try to sabotage the symbolic sword-drawing.
He’d watched that take place months ago and
tomorrow, but Morgana could well warp the
timeline at this critical point. At noon, Lord
Artur, a minor noble, would pull the sword
from the anvil in front of Camelot’s gates, and
become the first king of this land in a
generation.
A quick inspection told Myrlin Ambrosius that
the sword and anvil were bonded together by
some sort of clear glue. The stuff was old,
weathered smooth - he wondered how far back
Morgana had gone to pull this off. Probably all
the way.

The old man waited those seconds then
experimentally tugged the sword’s hilt slightly.
It slid out a fraction of an inch quite smoothly
before he let go. A child could pull the sword
out now. Could he be sure Artur would get
here first?
Wrinkling his brow as if getting a headache,
Myrlin Ambrosius let the monument be and set
the device on his left hand. One more button
and he disappeared in another brief purplish
flash, expression broadcasting the hope that he
hadn’t made things worse rather than better.
҉҉҉҉҉҉҉҉҉҉҉҉҉҉҉҉҉҉
It was a pleasant, clear early fall evening, and
the town was just beginning to grow quiet for
the night. With her binoculars, Morgan
watched the keep intently, focusing on the
lights in the king’s bedroom. It was the spring
equinox, and Morgan knew that the man
wearing the crown would be returning to his
bed, inebriated and exhausted. Ambrose was
growing frustratingly good at catching up, and
it was time to try a more indirect approach, one
he’d never think of. Slip a knife in his ribs and
Ambrose would come back and stop it,
meaning she’d never get to actually sink the
knife. No, it was time to be more... subtle. Do
something Ambrose wouldn’t notice.
The light in the bedroom went out. Morgan
shrugged off the thick cloak she was wearing,
leaving her completely naked except for the
timeslip handpiece and a thin, revealing thighlength nightgown. She altered the device, and
shifted herself in time and space again.
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“Who’s there?” Whispered a worried Artur
from behind her. It was dark, the faintest light
leaking in through the curtains. Likely, he
couldn’t see her, but had heard the timeslip.

“Only a dream.” Morgan whispered, stepping
silently to the bedside, internally wondering if
she was making the right move. But if not me,
she thought, then who? No-one could be
trusted. She knew it had to be her.
Artur either believed her, or didn’t care. When
she slipped into the bed next to him, he gladly
took her into his arms.
To his credit, the freshly-crowned king
surprised Morgan with his skill and stamina.
What do you know, the big oaf does something
well, she thought, fighting against a lethargic
desire to fall asleep right there.
As soon as she could tell he was asleep,
Morgan, hoping she had what she needed, but
not entirely fearing a second attempt, poked at
the handpiece, and was gone.
҉҉҉҉҉҉҉҉҉҉҉҉҉҉҉҉҉҉
”Master Ambrosius, you said your name was?”
The newly crowned king asked after dinner,
when he and Ambrose had retired to a sitting
room in the keep.
“Yes. I’m a diviner of sorts.” Ambrose sipped
the local liqueur carefully. ”A magician.” He
wasn’t, but that explanation would satisfy the
locals. ”I have received dire portents about
attempts against your rule by another
magician, a woman. Morgan is her name.”
Ambrose had just come upstream from a
falling-out with her, but this man didn’t need
to know that.

“A magician. Black magic or white?” The king
asked cautiously.
”White, liege.” Ambrose assured him.
”Divining the future. Healing. Some personal
travel magic. But it has its price even so. But
as Morgan aims to misuse our shared craft, and
so I will be here to counter her.”
The king nodded. ”What proof do you have of
these claims?”
Ambrose looked past the man. ”I was there
when you pulled the sword from the anvil,
liege. So was she. There were only a few
people there. Perhaps you remember us? We
foretold a great event, and had come to
observe.”
”Yes. I remember now. The woman next to you
was stunning. I thought it was a pity that she
was your wife.”
”I trained Morgan, but she is not my wife.”
Ambrose corrected. ”And she is dangerous. As
much ability as I, but no restraint.”
The king nodded sagely. ”I will accept your
service, magician Ambrosius. But I cannot
make you one of my knight. You are not of any
noble family of this land, even if your
homeland pedigree is good.” He frowned. ”My
father once kept the counsel of a woad
magician, Myrlin Wyllt, his closest advisor and
physician. You, master Ambrosius, will be my
Myrlin. Myrlin Ambrosius.”
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”As you like, your majesty.” Ambrose nodded.
A title wasn’t what he was here for, but if it
made King Artur feel better, he would take it.
҉҉҉҉҉҉҉҉҉҉҉҉҉҉҉҉҉҉
Morgan materialized a few hours upstream and
a hundred miles from Ambrose, and sat down
in the middle of the cold woods to think. She
could outsmart the old man, she knew - he
never saw the potential of the timeslip. Artur
was a menace - he was slowly killing off all
the skilled warriors his land possessed on
fools’ errands. He was well into middle age,
and had no children - whoever survived all the
“chivalrous” quests would be left to fight over
the scraps when Artur died. It was a mess.
To save the people of Camelot, Morgan knew
she had much work to do, but at least all of
time was her playground to do it.
Well, not all of time, she realized as she started
punching coordinates into her timeslip. The
words “UNIT ROGUE: RTB” appeared on the
handpiece in red. Ambrose apparently could do
that. Dammit. Obviously, a return to the base
as requested would result in nothing beneficial,
so she ignored the words. It did mean she
would have to avoid any time close to modern,
the timeslip nets extended well back into the
seventeenth century, and they’d pull her back
to base for sure.
First things first, she resolved, setting the
device. Let’s try this the easy way.
҉҉҉҉҉҉҉҉҉҉҉҉҉҉҉҉҉҉
“Morgan, we can’t police Dark Ages warlords.
Actually, as warlords goes, this guy’s not so
bad.” Ambrose pointed out to his partner.
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“Not so bad? You’re kidding, Ambrose.”
Morgan spun on a heel and pointed to
Ambrose. “We can’t sit idly by and let him
destroy these people just because he had the
muscles to pull apart that sculpture in the
courtyard. You’ve talked to him. He’s a fool!”
Morgan was pacing energetically across the
stone-floored room, battling against agitation
and pent-up energy. Her looks seemed to be

unharmed by or even to benefit from the lack of
electric lights and modern makeup.
Ambrose scratched at the two weeks of growth on
his cheeks, surprised how fast his whiskers had
taken advantage of their newfound freedom from
razors. He knew his less impressive looks had
fared worse than his junior partner’s. “He’s a
hopeless romantic, and maybe a hair too trusting
of old stories, but I rather like him. Had he been
born 900 years from now he’d have become a
famous writer or philosopher.” 400 years later
still and he’d be doing what Ambrose and Morgan
were doing now, for the same reasons Ambrose
himself did them, but he didn’t want to say that.
“Besides, it’s still not our place to police who
they make their leader. Where’s that in the
charter?”
“Ambrose, screw the charter. These people have
bad enough lives as it is. How many of them will
die in pursuit of a magic cup that doesn’t exist?”
She flicked a derisive finger toward the crumpled
parchment of the notice she had pulled from the
town bulletin board. It called for brave men-atarms to quest alongside the Circle of Knights in
Gaul to search for the Holy Grail.
“Would you prefer he be like his predecessor,
who tried to invade the next kingdom over?”
Ambrose pointed out. “Look, Morgan, even if you
don’t like it, we aren’t here to fix it. We’re here to
look, not to touch.”
Rather than turning back toward him at the end of
her pacing, Morgan hesitated, then dashed for the
door.
“Dammit, Morgan.” Ambrose got up and ran out
after her, but it was too late. The late fall air
outside carried a whiff of ozone, and he knew she
had gone. “You would be that foolish.” The new
generation of ‘walkers didn’t ever seem to have
any sense. History was their playground, they
thought.
Ambrose, despite knowing the time was no issue,
thought fast, and marked her in the timeslip grid
as a rogue actor. That way she couldn’t go home
without being held, and any other agents would
refuse to help her. Rogues were rare, but they did
happen occasionally. He just hadn’t expected it of
Morgan.

”Dammit, dammit.” He continued under his
breath, setting his timeslip handpiece to a date in
the past. It was time to stop observing, and start
damage control.
҉҉҉҉҉҉҉҉҉҉҉҉҉҉҉҉҉҉
The new knight was young - maybe seventeen or
eighteen, but his equipment spoke of a rich
parentage. Ambrose stood behind Artur’s chair,
leaning on the gnarled druidic staff Artur had
given him, just watching the kid present himself.
The other knights seemed to be impressed, for
sure. But there was something off about him.
It had been three months for Ambrose since
Morgan had lit off, and he’d been in Artur’s
service about a “year”. He spent those months
jumping around to try to find her. He’d foiled
some minor sabotage, but mostly he cleaned up
after her. She always ‘slipped away as soon as she
saw he was around.
”What’s your name, sir knight?” Artur asked
imperiously.
”Mordred, my liege.” The young man replied.
”From where do you hail?” Artur asked again.
”Nowhere, liege. My family’s lands in Brittany
were lost three years ago.” The youth replied
evenly. Ambrose noted that - not even a hint of
frustration, anger, or regret over that loss.
Strange. ”I had hoped that through service in your
court I might earn my family lands in your
kingdom.”

”If I may, sir, Circles are for druids and
witches.” Mordred said. Ambrose cringed Artur was fond of his Circle.
”If that is so, young knight, what would you
suggest?” Artur replied. Ambrose could tell
from the tone of voice that the boy was on thin
ice.
”Nothing drastic, liege, a simple change of
name.” Mordred took his seat, seeming not to
notice the peril of his words. ”I would call this
honored group the Knights of the Artur’s Table
Round.”
Artur seemed to settle down. ”A name change.
I will consider this, sir Mordred. But now we
have more pressing matters. This peasant
revolt in the southern towns must be quelled,
and swiftly. I suspect that the witch Morgana
will be found at its root.”
Ambrose winced, but didn’t speak. Ever since
he’d told Artur about Morgan, the king was
seeing her influence in every nuisance and
crisis. She had of course been involved once or
twice, trying to get people to assassinate the
king and such, but she was hardly the source of
all of Camelot’s problems. Most of her
subterfuge was in the past for Artur, where
only Ambrose could undo it.

”Who has tested this knight’s skill?” Artur asked.
”I, liege.” Gawain stood. The burly Welshman
was almost seven feet tall, and towered over the
newcomer. ”He has much skill, but little strength
of the arm. Even so, I vouch for his prowess.”
“Next to you, everyone is weak.” Artur pointed
out, and the knights chuckled. Gawain smiled at
the compliment. ”Sir Mordred, sit there.” Artur
pointed to a seat only three away from his own. ”I
will have them etch your heraldry into a new
chair this very night. Welcome to the Circle of
Knights.”
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As Artur started giving out orders to the
knights, Ambrose thought he saw Mordred
glaring at him, but when he looked that way
the boy was watching Artur intently. Perhaps
he had a concealed dislike for Ambrose, or for
magicians in general? Something to keep an
eye on, for sure.

”Not to kill him, mother?” Mordred asked. ”He is
your enemy.”

҉҉҉҉҉҉҉҉҉҉҉҉҉҉҉҉҉҉

”What did you say to me!?” Morgana’s voice
rose, building anger.

Mordred stood in his usual spot at the parapet,
looking out over the town below. He knew that
the kingdom was his by right, he only needed
seize it from the idiot he was ashamed to call
father.
”Your time will come soon, my child.”
Mordred heard the familiar voice issue from
behind him. He did not turn to look, because
he knew eyes were on him, eyes that could not
see his mother lurking there.
”My time is now, I think.” Mordred replied
quietly, without moving his lips much. ”The
king is in Gaul until Winter Solstice at least,
and he left that dolt Lancelot in charge.”
”Lancelot is a womanizer and a fool.”
Morgana whispered. ”Apply pressure, and he’s
our man.” There was a rustle of cloth from
Morgana’s robes as she set something down.
”This letter is signed by Gawain. It says that
the king is dead. It is addressed to him, and it
says that Artur spoke of you with his dying
breath, recognizing you as his son. It also
forgives him for sleeping with the queen.”
“False?” Mordred confirmed.
”Of course. The only person who might see
through it is Ambrose. The Myrlin.” She
scoffed the title, it was a joke to her.
”He has not been seen here in many years.”
Mordred scoffed. ”The old man probably
crawled into some hole and died.”
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”Make no mistake, he is still around.”
Morgana corrected her son. ”He is conserving
his resources. Avoid him if you can. Try not to
kill him if you can’t.”

”I want him defeated, not killed. This is a time for
finesse, my son, not bloodshed.”
”No.” Mordred whispered.

”I am going to be king. I will not be your pawn. I
will kill who I please, and I will spare who I
please.” Mordred’s smile vanished, then came
back cruelly. ”You can’t stop me.”
”You would reject all I’ve done for you!?”
Morgana hissed.
”No, mother. I would do what needs to be done to
realize it.” Mordred said. ”I will not let your
magician’s games get in the way. I will - ”
But a metallic smell drifted to him, and knew his
mother was gone. Yes, she was the woman that
bore him, the woman that paid for the finest
tutors to look after him, to train him to be a king.
But if even that family tie would keep Mordred
from the throne, then it must be severed. It was
his destiny to be king. He would be king.
Mordred lingered ten precise seconds, then
walked away, ignoring his mother’s false letter. It
was time to be King. Time to seize the moment.
His way, not Morgana’s.
҉҉҉҉҉҉҉҉҉҉҉҉҉҉҉҉҉҉
Ambrose appeared on the parapet, gnarled staff in
hand, and saw the battlefield below, shadowed by
a gloomy, overcast and smoke-tainted sky. What
was left of the town was trampled to foundations
and ashes, and littered with bodies. It looked fresh
- hours old only. Two ragged, broken armies stood
on either side of it - one in front of the gates,
below him, and the other farther out. Between
them, two mailed figures dueled, swords and
shields ringing blows through the cold air. One of
them was clearly Artur.

Ambrose was spotted in the army below, and the
call went out. Belatedly, he realized that they
weren’t Artur’s troops - they bore the colors of
another. Black on Crimson. Mordred? He ducked
in time to avoid the volley of arrows, and set his
timeslip to take him back a few hours and out
onto a nearby hill.
The battle was almost accidental. Artur’s army,
returning early, saw the red flags on Camelot’s
towers, and circled round, through the woods,
right up to the town’s verge. As soon as the gate
opened, they charged up toward it, not realizing
that Mordred was impatiently leading his own
army out to seek Artur’s force. Mordred had
numbers and position, but Artur’s troops had
surprise and experience.
Lancelot, still inside Camelot, had closed the
gates behind the usurper, letting the armies decide
who would be king. Ambrose respected that
decision, though it would probably mean whoever
won would exile him.

”But he’s my son!” She started to claw at her
timeslip. ”I have to do something!”
Ambrose waited until she was absorbed in her
frantic struggle with the device, then hit her
over the head with his heavy druidic staff.
Morgan fell to the ground, out cold. ”Sorry,
Morgan. This one’s out of our hands now.” He
muttered, picking her up.
Below, the fight raged on. Mordred was faster,
but Artur was, even at sixty years of age,
stronger and more skillful. It was an even
match.
”I’m sorry, my liege. I cannot help you any
longer.” Ambrose whispered as he set his own
timeslip for home. He knew he wouldn’t be
coming back. With one last look at the duel
below, Ambrose activated the handpiece, and
he and his errant junior partner vanished in a
purple flash of light.

At last, the two armies drew back, and Artur and
Mordred came to parley. Ambrose struggled to
think of a way to even begin to roll this back.
Could it be one of Morgan’s plots? And how
could he even begin to unravel this one? How far
back did it go?
”Yes that's me, and no, it's not.” Morgan, weariedlooking, was at Ambrose’s side. ”It wasn’t
supposed to be like this. That’s my... my son.”
Ambrose’s guard rose, but as soon as he saw her
wearied, defeated demeanor he relaxed some.
”Mordred?” She didn’t look like she’d spent
enough years here to raise a child to Mordred’s
age. ”Why, Morgan?”
”You were winning. I had to try something new.”
She admitted. ”But even he is against me now.
Bloodthirsty.”
Below, the two men stepped back and took
combat stances. Morgan gasped. ”A duel!
Disagreements aside, we’ve got to do something,
Ambrose.”
”Morgan, you’ve done enough.” Ambrose waved
his gnarled walking-stick in front of her.
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Alliance undetectable. Starpoint is mobile, and
can be flown but its sub-light drive engines are
very under-powered. It is equipped with an old
version of the hyper-drive, but this hasn’t been
used since Ginguro’s been there.

by Solomon777
Introduction
Commander Calhoun divvies out the tasking for
the Rebel Forces stationed on the Outer Rim
planet of Skaress. He glances at a clear screen
which signals a small beacon far out into the
depths of space. He checks the digital charts
before him and then nods to the group. “Okay
crew, here’s what I got left. Starpoint is a small
satellite in orbit around the planet Nath. It’s been
there for quite some time, about a hundred or so
years. Your mission is to replenish the satellite’s
only inhabitant, Commander Ginguro, with
supplies. A Ghtroc freighter is waiting for you in
the hangerbay.”
Starpoint is an adventure originally set in the Star
Wars universe, and written with the West End
Games, d6 system in mind. However, it can be
easily modified to fit other gaming systems.

GM Information
Starpoint is meant to be run in real time, thus the
use of a timer of some kind is encouraged to keep
the game flowing and build a sense of timecritical thinking. Originally the time keeping was
done by rolling a d6 to find the number of
minutes to conclude the coming encounter.
The initial trip out to Starpoint should not have
much in the way of encounters; this can always be
modified per level, or game tempo and style.
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Starpoint itself is an operating navigation beacon
once used by the Old Republic, The Hutts, the
Galactic Empire, and the Rebel Alliance (under
the cover of the Empire). The majority of the
population of the galaxy does not know Ginguro
is out here, as his sole concern is keeping the

Nath is a red ball of volatile esper gas, and its
radiant energy is what keeps Starpoint in
constant operation.
The E’Llast Asteroid Belt is very near Nath
and can be barely made out with the naked eye
when in Nath’s orbit. The E’Llast Asteroid
Belt surrounds a larger asteroid titled Asteroid
Z; it is roughly the size of three Imperial
Super-star Destroyers.
Both the core of Nath and Asteroid Z cause
anomalies in the Force, and are sensitive to
each other. In fact they feel passionate enough
about the existence of each other that they
cause any Force Sensitive characters that enter
the system to feel both extreme adoration and
extreme anger.

Objective
1. Replenish Starpoint
2. Discover anomaly in the Force
3. Mediate possible conflict between Starpoint
and Asteroid Z
4. Re-establish Starpoint in another orbit or
another isolated, yet centrally located area.

Sequence of Events
Encounter #1: Starpoint
Encounter #1 occurs shortly after the crew
boards the lone station. Upon arriving in the
system around Nath, those characters who are
Force Sensitive sense a disturbance in the
Force, strong passion and anger. ‘The Darkside
is strong here’. They are openly greeted by
Ginguro, who fakes a smile and is anxious
when he walks his newest company around.
He constantly refers to Starpoint as ‘SP’ or
‘she’, and as he speaks, Ginguro can be spotted
rubbing his hand over SP’s hull when he is
standing still.

System map
Starpoint itself is a haggard old station, it sends
out a beacon that has been sent for nearly five
generations in standard cycles. He walks the crew
around the small accommodations, showing the
crawl space he sleeps in and the meager storage
closet he holds his food stuffs in. He is very proud
when he is able to show the advancements he’s
made.
This will be when the old R2-unit that Ginguro
has onboard meets the crew. The R2, R2-O3, was
placed here by the Empire, and Ginguro
reprogrammed it to be his assistant. The R2 does

nothing shy of watch the characters, not
beeping and whirling as most R2 units. This
detail can be used for whatever the GM feels
to build tension. Of the other droids, they are
nothing more than labor droids to keep the
regular wear of the satellite to a minimum.
Only two droids are still operational, the one
attached to life-support, and the one attached
to Starpoint’s sub-light drive engines. The R2unit is the only droid not stationary.
Almost as soon as the short tour of the satellite
is complete, it is rocked by several explosions,
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as several items smash into the shields and hull.
Of the systems that were damaged in the assault,
the characters find the onboard shield system and
the hyper-drive unit completely destroyed. This
event is seen as an attack by Ginguro who appears
so mentally damaged from the destruction ‘SP’
received, he loses most of his ability to do his job.

meteors either by destroying them or slowing
them enough to miss or Starpoint to move out
of the way.

A check of the satellite sensors (Easy Difficulty)
directs the crew to a small volley of meteors that
are headed to Nath’s atmosphere. The entire
volley had just passed the satellite. The sensors
also show that the trajectory came from the
nearby E’Llast Asteroid Belt.

Encounter #3
If the party had past the volley from Encounter
#2 they meet the final meteor 1d6 minutes
away from Starpoint. The massive central
asteroid, named Asteroid Z, has flown from the
center of the asteroid belt and is headed toward
Nath and Starpoint. A Force Sensitive
character can detect that this is the source of
the disturbance of anger within the Force.
Despite all attempts the characters cannot
destroy Asteroid Z. The character that is Force
Sensitive can communicate with Asteroid Z if
they try to seek out the anomaly. Tell the
character that Asteroid Z is a Force Sensitive
Character, and its anger is directed at
Starpoint.

Ginguro then asks the crew if they can investigate
the asteroid belt to discover who assaulted ‘SP’.
If the character choose to repair ‘SP’, the hyperdrive and shields are both Very Difficult to repair.
The characters have 1d6 minutes to decide on a
plan of action before Encounter #2 occurs.
Encounter #2
Another volley of meteors is headed to Starpoint
and Nath. This collection is 2d6 in number and
they are larger than the first volley. The time the
character has to respond to this varies as to their
actions from Encounter #1.
If they stayed onboard Starpoint to effect repairs,
and the freighter they crew is still attached, the
characters can try to move Starpoint out of the
path of the meteor shower with evasive
maneuverings The meteors are large enough to
cause devastating damage, 10D worth to
Starpoint. The shields are still down, as each
attempt at repairing takes 15 minutes of time. The
meteors travel in a straight line and a single
piloting skill against a Moderate Difficulty is
needed to safely avoid the shower. If the evasion
is failed the crew’s freighter is destroyed and
Starpoint’s sensor system is also damaged.

34

If the crew had taken flight to the Asteroid Belt
they find the meteors in flight to Nath and
Starpoint. They had an additional 1d6 minutes to
engage the meteors or travel onward to the
Asteroid Belt. If they continue on to the Asteroid
Belt, Starpoint will be destroyed. If they engage
the meteors in an attempt to destroy them each
meteor can take 15 damage before it is destroyed.
The crew should be allowed to abate the volley of

The party has 1d6 minutes following the
conclusion of this Encounter before Encounter
#3 occurs.

If they had engaged the meteor volley from
Encounter #2, the final meteor is immediately
there. It will collide with Starpoint in 1d6
rounds, unless an action is taken. The same as
above, a Force Sensitive character can detect
the Force anomaly from Asteroid Z.
Options for the characters to stop the impact;
convince Asteroid Z is there for another
purpose, and not because of Nath, a Difficult
action. In which case the Force Sensitive
character is the only one Asteroid Z will
communicate with. Another thing the
characters can do is pull Starpoint out of
Nath’s orbit; the best option for character that
are not Force Sensitive. If this occurs, Asteroid
Z will enter the orbit and not leave. This is an
Easy check against ones piloting ability. If
Starpoint returns to Nath’s orbit afterward,
Asteroid Z will speed its orbit to collide with
Starpoint. Asteroid Z moves twice as fast as
Starpoint, and the only tactic that will stop
Asteroid Z’s pursuit is leaving orbit.

NPC’s

Commander Ginguro
An experience pilot he became closed off to
living folks following the loss of his family to
the Empire. He volunteered for assignment on
the one man station, taking easily to the
company of droids versus any other species.
His mental state is in question when the party
encounters him and he spends much of the
time speaking to the hull of Starpoint as if the
ship was speaking back to him. He speaks
freely to all six droids that are employed
aboard his satellite.
If any of the party are droids, he will speak to
them with far more comfort than the others.
Asteroid Z
Asteroid Z is responsible for the anomaly
within the Force. Where Asteroid Z is driven
by anger and spite, Nath is engrossed with
adoration for the Asteroid. It is the passion of
both of them that creates waves through the
Force, and the sensation goes from the light to
the darkside quickly.
Nath
The planet is also responsible for the anomaly.
Where Asteroid Z is driven by anger and spite,
Nath is engrossed with adoration for the
Asteroid. It is the passion of both of them that

creates waves through the Force, and the
sensation goes from the light to the darkside
quickly, as can be seen. Nath is a gas ball
consisting of the volatile esper gas; a useless
commodity throughout the galaxy.

Unthinkable Moves
It is possible to land on Asteroid Z, but with
Moderate Difficulty. Asteroid Z is infected
with mynocks who will instantly attack as they
are under the strong influence of Asteroid Z’s
anger.
Another tactic Asteroid Z may/will take,
especially if the characters do not leave its
surface, is flying back to the Asteroid Belt
where Asteroid Z will pummel itself with
smaller asteroids for 2d6 hours at a time. There
is are 1d6 round breaks between showers, the
characters can fly off Asteroid Z at this time
with Difficult resistance. Only one check is
needed to escape.
If Asteroid Z destroys the characters ship,
strands the characters on itself or Starpoint, or
catches Starpoint it destroys Starpoint.
Artwork Provided by Still Pond and Lady of Hats
(Gthroc Freighter from Wookiepedia)
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GM Map - With Labels

PC Map - Without Labels
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