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INTRODUCTION

What you hold in \our hands is a very Unique product.
This is the codification of some of the best idéas

of the world's finest role—ﬁla\/)mg ame desioners in
whhat Jrhey hink. is imporm T in pU ing Jroge hey an
encounter.

Not only are their articles a must read for the new
aame desianey; the example encouNters ’rlney PresenJr
offer the test in qur’ring ed@e gme design.

This is the Primer That every game designer needs
o have on his bookshelf. I've been in the role—Pla ing
opme design industry for over forer Jears. In man
of those Jears m P\roducfs weve the ‘best sel|ing
Produc)rs out That Jear. 1 learned Mmany new ﬂnings
Trom this set of articles. Thin@s That have improved
my“ design ckills, so I know Jrlney Wil imP\rove J?)ws 0S
well,

g 11T I_ILLr\,f\lulh_lm:. 1 “n.,LlAll‘j\_;_” L

T know \ou will find vourself mining) This Produc’r over
and over again for fresh ideas.

James M. Ward
Summey of 2016
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Over the last 15 years, Goodman Games has established a
reputation for publishing some of the best adventure modules
in the industry. Now we present our advice on how you can
write great adventures! This compilation of articles is authored
by two dozen of the industry’s best-known adventure writers.
Each article gives a different perspective on how to write
adventure modules that don't suck, written by authors with
decades of experience and prominent published credits. By
the time you're done reading this book, you'll be on the path
to designing great adventure modules on your own. Whether
you're an experienced writer or an aspiring novice, you'll find
something of value in this book!
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