Campaign starting bundle.


By Jeroen du Chatinier.








Introduction: A couple of weeks ago (Today being 26/06/1997.), I asked the following question: How many of you have started their campaigns outside a bar? I got so many responses to this question, I thought it would be nice to bundle these, for everyone who is starting a new campaign and is in need of some help. Or just for ideas of course.


I’ve left the mails mostly in their original state. I’ve only removed typos, and reply-marks etc.


Any comments, praise, additions, criticism (constructive please.), marriage proposals or otherwise, should be send the chatin@euronet.nl 





Well, that’s it, hope you enjoy this,





Jeroen du Chatinier,


chatin@euronet.nl


Holland





Thanks to everybody who has send in his/her ideas. If you’re name is not in here, please send me your name. 
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1. Servants of the order.


By Edmo S. Filho.





	My DM did something interesting. In his world, there's this order of Mitra (not his invention, obviously), which battles the order of Cyric(Sp?) (not his idea too). He made me and the others part of the order, like apprentices. I'm the mage, and there's also a Priest and some fighters who are our escorts to the missions they send us. So we have weapons, some spells for me, and enough money to live well. All money and items we find are turned to the order. So, things aren't as easy. We also can't go around gallivanting, as all we do must be in the Order's interest.


	It's cool, 'cuz we rise on the order's ranks, and all we do is tied into one big plot, which we still know little of. When we're ready (probably ninth level, as we're playing D&D,not AD&D) we'll be free to do whatever we want.


	We got to know each other when we first went out together. Each mission, we know more of the others... We all must be Lawful Good, but there's one of the fighters which slowly turning more evil...He just can't help being cruel. We finally got hold of the PHB and DMG, but we still don't know if we're going to convert the characters to AD&D or start a new campaign in AD&D and keep the old one D&D. My mage is almost on the 5th lvl., which will give me the use of the Lightning Bolt spell I found a couple of adventures ago. HEHEHE! 








2. Mind Blank


By John A. Tomkins





Here's something that I have done a couple of times to get the game rolling.





You tell the PCs that they answered an ad in which they were told they would make 1000gp.


They are gathered in a room in the back of some inn. There is are two men, one standing at the head of the table and the other is shuffling scrolls around. There are also 2 (more or less) extra NPCs standing with the PCs.





The man begins by saying that he is happy that you have all gathered together for this job. He explains that the job he is going to talk to you about is very important. The PCs must sign a waiver before he can explain further. 





If the PCs sign, begin by having the guy say, "The job is...." Then tell the PCs that there is a flash of light. They are standing around the table again, but this time, they are dressed slightly differently, there is a bag of money in front of each of them and the man with the scrolls is missing.


The DM removes all or some of the extra NPCs figures from the board.





The man says, "Thank you for a job well done. Your money is there. I am sorry for your loss, they have been taken care of. Your service with us is finished." He then walks out the door and closes it behind him.





This is the trick, several days have passed. The characters were spelled to forget this time period. They need to find out that several days have passed, they need to try and find this man that paid them (he will of course disappear into a crowd of people), and they need to figure out what they did.





What they did is up to the DM. The PCs should be given clues that they were in various places for a time. The inn might ask them if they want to finish out their time for the rooms they rented or some merchant lead them to think they were visiting him once before.





The whole idea is that they worked together once before, but they forgot and now have to work together to figure out what they did.








3. The rainstorm


By David Starner (deos@okla.net)





I started my campaign, during a rainstorm, and every one had to run for cover in a tower. They pretty much had to stay together that night, and in an evil wizards tower, it's never quite THAT simple. The only problem with it is it doesn't provide for long term cohesion (but the bar thing only has cohesion because the DM tells them they're travelling together, which a touch of railroading.)








4. Thinking together.


By Patrick Week + Bruce A. Gulke (akira@starnetinc.com)





I typically spend one night with all the players, developing character, backgrounds, etc...  Then I sleep on it for a week, trying to piece together common goals, histories etc...  I then provide any linking history that I wish to add for each of the players, and then come up with something clever...





The last group(the hardest I had) went as follows:





Two Fighter/Mages(same mentor who disappeared 5 years before - they were elves) and decided to find her. I gave one of these characters a magic item left by her parents when they dropped her off at this mentor's keep, never to be heard from again...  This item was unique in that it was told to be one of the few items created by the gods.  It is only a +1 amulet of protection, _but_ it allowed me to assign to that person a Paladin of that God, as protector, a favour to the church, and a priest of Time and Knowledge, who's temple wished to know more about the item and what could have brought that item into this person's possession. So there, 4 people inexorably connected. There were two more however, a 3rd level bard leftover character from a previous campaign(she bolted from the others, their goals didn't meet apparently), who had some cash and hired a gladiator as a henchman. 2 more connected. I provided the bard with some information about the whereabouts of the mentor, and thus all six were brought together.





They have followed those leads though, and the four will definitely stick together, but this bard is pretty flighty and she may take off again, I'm not sure what to do about her, but I'm sure I'll think of something. :]





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





I've never been happy with the concept of the 'tavern' gathering. To me, a group of PCs who travels together on an on-going basis, facing the Forces of Darkness(tm) regularly, having to cover each other's backsides constantly, etc., should have a more cohesive reason to be together beyond "We're drinkin' buddies!"





What I've started to do recently is sit down with the PCs before a campaign starts, and discuss a reason why their particular characters would be travelling together. Rather than come up with something myself, the players decide (with assistance from me), why they came together (and why they probably will stay together). This way, a more realistic party is created, rather than a motley band of characters that wouldn't stay together beyond one greedy dungeon crawl.





5. Gwarinyhll


By Doc Cornelius





I have a mage who IS the old cloaked stranger who sends poor 1st-lvl adventurers to their deaths by paying them 100 gp each. Funny? I've sent 12 halflings, 3 barbarians, 5 Wizards, 8 Warrior-types, 6 priests and 5 thieves to their deaths just by asking them a favor.





Gwarinyhll also likes to sit in his tower and laugh at those 4th-lvl adventurers who come there to kill him for no reason other than that he isn't good. He has been chased and shot at by angry elves he called dorks. He has jumped rooftop to rooftop to steal 5 gp each from an NPC party.





Meet: Gwarinyll, adventurers menace!!!





12th-lvl Thief/Mage, CN.





Turning the situation?


Noooooo





6. The other way ‘round.


By ?





An interesting twist on the "You're in a bar..." was in a friend's campaign. The game started with two PC's and some NPC retainers.  One PC was the bouncer in a bar, and had to toss out the drunk who was bothering the other PC.





7. The mad owner.


By Chris





well I try to make some original campaign starters but several I am  afraid has been in or around a tavern, or something similar, but I remember once that the characters had bought a tower in a town  called hasselheim, and suddenly they found posters all over the land with: 


 			Soldiers wanted for the 


			Attack on Hasselheim


			Good fees Warranted


			Inquire at the dusty goat.


Grin. They took off at once to the dusty goat, but it was actually the old owner of the tower of Hasselheim who where to reclaim it.








8. Rebellion.


By Linda (baxter@midusa.net)





My current campaign began in my home-made world. All the player characters were in a port city for one reason or another and I managed to trump up charges on all of them. Since they were all housed in the King’s dungeon, they had a short while to acquaint themselves before they were dragged before the evil King. He sent them on a quest for him with some of his personal guard along as jailers. During the quest they all decided to find some way of destroying the King so they are still together while scouring the countryside for more volunteers in their rebellion. BTW the King just happens to be very paranoid and a high level mage who loves to confiscate all magic he finds or hears about. Makes for one very hard enemy to defeat. I anticipate many, many sessions while they gain support and the means to defeat the arch enemy.








9. Thief novices and Humanoids.


By Jester of Clan Vermyn (Andjacob@online.no)





I'm starting my next campaign tonight (I hope).  It's an all thief campaign. They're all from out of town and are staying at the same inn, the local guild almost never allows freelancers to live long.... They get rounded up by a guild muscle and initiated.  After that they're just novices together.





The other campaign I'm starting is also beginning in a bar. This one is an all humanoid campaign. The PCs are all passing through the same town, in which there is great distrust towards humanoids.  They are going to end up in a big fight in which they're probably going to be driven off. As 2 of the PCs and 1 NPC are Sellswords that brings them together, the last is a Firebolg which fears mobs and large, aggressive crowds. He's also on some sort of quest to find new knowledge. I hope they'll feed off the story and join in some sort of pact (or something).





I don't usually start off in a bar, sometimes I've used an NPC employer, other times I've started them off as already being friends.








10. Apprentices on the test.


By Ripster





        I recently began my campaign but a simple twist of fate.  What I mean is that most characters start out training with their "masters" and then eventually set out on the world to right the wrongs (or cause more!)  I decided to have the characters meet in a common ground, a training center!  All of the respected "masters" have gotten together to see how the each of the training is better than the other.  Yes, guinea pigs, if you will.  The task is to complete a simple mission through an underground cavern.  The one(s) to survive would be declared victor. Of course, immediately afterwards, an important mission (your adventure) comes up and the party immediately has to (bond) and carry on to complete the task!








11. Meetings at the bridge


By Brian Koppi (chikoppi@pipeline.com)





	My current session just recently got under way, on a bridge.


	There are four characters; a paladin, a mage, a priest and a fighter. At the onset of play none of the characters knew the others.


	The campaign began with the characters in a busy river port. As most of the rooms in the city were full, an innkeeper asked the paladin if he would care to share his room. Finding the reduced rate agreeable, the paladin agreed -- thus meeting the mage. As part of the character's background, I also provided the players with some NPC's their characters had met in town prior to beginning play. I began the first session with some dialogue between the paladin, mage and NPC's.


	Later that night (game time) the paladin and mage were returning to their inn, crossing over one of the city's many canals. One of the NPC's they knew staggered onto the bridge, supporting a badly beaten stranger with the help of another man, also unknown to the characters. Before any explanation could be made, an armed and masked gang stormed onto the bridge and demanded the NPC's companion forfeit a package to them. The man refused, the NPC tore loose the mask of the gang leader, recognising him, and a fight ensued.


	Also on the bridge at the time was the priest, returning to his lodgings at the temple. He remained neutral for a time but soon took up sides with the other characters (thankfully). During the fight, the badly wounded stranger pressed a leather pouch into the priest's hands, just before expiring. The fight went poorly for the group, the NPC and second stranger were killed, before the cries of the city watch were heard (the bridge was within sight of a watch tower) and the armed gang ran off.


	The pouch contained a sum of money and a note instructing the purchase of a slave, who was actually a spy from a foreign court smuggled across a war zone. The instructions did not bear the name of the author but stressed the dire importance of the mission to the well-being of the nation and provided a time and location to bring the informant. The note also bore the warning "trust no one!"


	Intrigued, and prompted by loyalty to the nation and their now dead companion, the three decided to go through with the instructions. They will meet the fighter while pursuing their goal.


	The episode isn't really indicative of the course the campaign will take, it's more an excuse to have the characters meet the man responsible for bringing the spy into the country. If the players don't screw it up, this individual may become the character's benefactor.


	Fortunately, the character's all had similar values and decided on a


mutual course of action.





12. 2 Campaign Hooks.


By Zack





Campaign Hook 1


	My last campaign used an interesting technique to start. The group happened to be passing through the same square at the same time. When the entire group was in the square a man tripped and fell down. This man had been carrying a deck of summoning which was promptly spilled all over the square.  Several cards from the deck were activated and the square was thrown into chaos as it was filled with blood-thirty monsters.





	The enemies were all illusionary and after the creatures were dispelled the party was hired by an old man whom had been saved by the party.  (this old man had been attempting to steal the cards, causing the entire situation.  He was a thief trying to sneak out of the city. The party eventually caught on and almost stopped him.)





Campaign Hook 2


	The campaign before that had a bar scene with a twist.  If anyone went in to the bar looking for adventure, a rough looking man would offer to show them adventure for only 1 silver.   The anyone who paid (showed they had money) would be led to a small alley where a street gang would beat them to an inch of their lives and take their money. The rest of the party would happen to pass by and see a man being beaten by some street toughs. When the group carries the unconscious (badly hurt) person to a healer, they are asked if they would be willing to provide some services for the church.  The church pays well, so the party agreed.





13. Orcish raid (Better than this title makes it seem.)


By Great One





	How about this. All of the PCs are relatively normal people living in a city that is large and prosperous, but rather isolated.  The clerics in the party work in their respective local churches, the thieves are members of the local guilds, the wizards apprenticed to the local masters, the fighters militia men, night watchmen, private security, body guard to someone important, whatever.  Then about 10,000 orcish warriors come by, united by a local chief of unusual charisma and intelligence, and smash this city to pieces.  There's your very first adventure.


	Start out the first session with none of your PCs knowing each other except maybe as fellow residents, neighbours, whatever. Run them through their normal daily activities for a half hour or so, or even longer if they're having fun.  Create a bunch of NPCs for the party to interact with (I'd suggest about two dozen NPCs that aren't just extras). You'll want to check out the advice on freestyling in the Creative Campaigns (I think, someone correct me if I'm wrong) sourcebook, since it is rather unlikely that any of your PCs will actually be wandering through the city together.  To set up a nice contrast to the comming horror, have it be Market Day, or some religious holiday that involves a big festival.  Maybe a tournament, with dancing and drinking. Make your PCs comfortable, and play it out like you're just introducing them to the city. To keep up the illusion, drop a few hints about possible adventures, like an old tomb nearby that is rumoured to have incredible


riches. Make it seem like the start to any other campaign. Then unleash the orcs.


	They descend on the city with everyone full of drink and revelry, and begin slaughtering indiscriminately.  The guards, drunk and sleeping at their posts, fail to close the gates. The orcs swarm through the streets, burning, killing, raping, pillaging, all the things that orcs do for fun. A pack of first level PCs, aren't going to turn the tide, although you can let them try (though try not to kill them on the first adventure, but if someone does something *really* dumb, or really heroic, you might consider allowing him to die a heroic death--but I'd let him create his new character with a few bonuses in an attribute or two as compensation for a brave and noble death).


	The PCs will probably end up being captured and dragged off to become slaves, along with many of the other townspeople.  Go through those two dozen or so NPCs you created, and kill off at least half of them.  For added punch, make sure you kill off the one the PCs liked the best.


	From there, the campaign can go in any number of directions. There will be a lot of improvisation in those first few sessions, and you will need to put a lot of work into that town to make it believable, most of which will be rendered obsolete three hours into your first session. It's a big sacrifice just to start off your campaign with a bang, but IMHO, it's worth every bit.


	BTW, I've never actually done this, and if anyone ever gives it a try, would you mind telling me how it works out?








14. Knights of the Dragon


By Peke, the fist of Tyr





I will try an idea in my next camping. It is more or less like this:





Three hundred years ago the country was menaced by the mighty drow nation that emerged from the underground. The valiant knights of the king were not strong enough to confront the evil, and in the hour of the defeat , the drow goddess herself came to the material world to accept the sacrifice of thousands of humans her followers were preparing...





And then, from the high mountains of the north, the hope returns, in the form of the Knights of the Dragon.





All of them were inhabitants of the country, that some years ago were sent to search for a weapon for salvation... and they find it: an old silver dragon called Malkiar the White by humans, who send them again in personal quest to discover old items of power. Each of them returned with an artefact-class item, and so prepared, the six declared the war to the drow empire. They were:





-The Black Knight, whose black armour had the strength of ten men.


-The Quick, armed with the helm of dragon, that coffers the form of a copper


dragon (age 1).


-The Son of Thunder, whose staff can recanalize the wrath of the heavens.


-The Fearless, armed with the Hammer of Fire, with the strength of the Earth itself.


-The Faithful, porting the Amulet of Light, armed with a sword of light and a shield of faith


-The BlackWolf, son of evil and fighting in the side of good...





Do you notice they have no names, something like Johnny the Quick? Later you will see.


They died after leading the mightiest army the country had seen in a thousand years, after banishing the evil goddes, and Malkiar the White disappeared...





But now there have been drow sights in the frontiers, and some country men swear they have been a great white dragon flying under the moon light.





And when the bard who has singed all the above finish, the players notice that the names of the heroes are their own names, as they seem to be physically equal...





As it is written, anytime the realm is menaced, the heroes will return...





They will start as normal characters, but will gain extra experience each time they learn (or do I have to say 'remember' ?) about their previous lives. And they can found their magic items again someday...





I plan to write a poem like the ones about the heroes of the lance in the Dragonlance novels, for the bard song, and for the players to use as guide...





15. Family and The Humorous Wizard


By Cural Antalas(cural@bigfoot.com)





Actually, I can't think of very many where the game DID start in a bar...





My current campaign that I'm DMing first started in the home of one of the PC's.  She was a priestess of one of the local temples, and she was holding a party, and all her friends at the temple were there... :)


It was also a way to give the sylvan elf a reason for being in the  city.  The priestess was a half-elf of sylvan blood, and so they decided that she would be the sylvan elf's half-sister.  So the elf was in the city to visit his sister...  ;)





I started another one where the PC's were running for their lives from an evil wizard that had a sick sense of humour.  As a background, I told the PC's that he gave them a week, then he would send his creatures out after them.  (He teleported them to a random spot on the continent, chosen by a thrown dart.)  There were 3 characters, one was a thief.  So I told the other two that they knew that the other guy was responsible SOMEHOW for their predicament, but that they weren't quite sure HOW...  :)


They just happened to get in the wizard's way while chasing down the 


thief...  :)





16. Different short ideas.


By Bret.





Alahandra's (sp?) Questing Call


A misdirected letter - the PC gets a letter intended for someone else


General announcement seeking adventurer types


Spells cast upon the PCs


A rogue ball of chaos picks up random people (the PC's) and drops them


into the same place.


Taken captive by some invading force.


Sole survivors of an attack from some invading force.


Reputation of one of the adventurers draws the others (I used this one


recently).


Village shaman sends the village fighter (wilderness warrior) to meet up


with a strange figure out of a dream.


Divine intervention.


Friends since childhood.


Related somehow.


Get them talking to each other in any way - make one of the PC's a


delivery boy for the local baker, delivering to the son of the


blacksmith (the other PC).  Of course, this would be for lower-level


adventurers.





By Nathan Burgoine (nburgoin@chat.carleton.ca)


	A happy loving couple talk a walk after a festival, through the woods.  A shooting star crashes into the ground a few miles away.  They are the only ones who see it...





	A man climbs down off a merchant ship that he bought passage to the capitol on.  It is in dock, and being unloaded.  Cargo crates are being passed around.  Then "something" in one of the crates gets free... 





	A young half-elf finds some companions in his home town, and though he is the youngest of the group, they allow him to join them.  He has finished his training as a transmuter apprentice, and is ready to give adventure a whirl.  He steps out of the city with them, laughing about how they're going to be famous - and then his next step has him alone in a strange forest.  He wanders, finds a village, and they tell him that he's *very* far from home.  He goes back to his home town, and the only person who remembers him says he's been gone for 70 years - and the home town is now a small city...





	A young nobleman celebrates a birthday with another noble family, for the afternoon, then goes home.  His house is in shards, burned to the shell.  A shield has been attached to the ruins that reads, "Eradication of the Families of those who cross me."  Shaken, he begins to run...





	And on and on and on.. IN fact, I don't think I *ever* used a bar/tavern as where something started...  Usually, my campaigns begin separately for each PC involved:  The Wizard-Merchant belongs to a secret Wizard guild, he learned about trouble through them.  The Thief-Spy was pretending to be a part of the city guard, and got asked to get information.  The Paladin's temple was robbed of something important.  The cleric and her brother, the Fighter, learned that an old family enemy might be nearby, and planning something wrong... etc.





By ?





A good way to add spice to the ole' "You're in a bar..." thing is to start of in a bar, but the kingdom has banned all alcoholic beverages, therefore closing all "legal" taverns. (Perhaps due to some old dwarven hate)





