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Introduction
During my time spent on the Fantasy Grounds II forums, I spent the first few months mostly asking questions, and getting a lot of
great advice and feedback from the community. During the last few months, I’ve found I’m able to start answering a lot of questions,
and I thought I’d take a few minutes to share my methods for a common activity for GM’s: creating adventure modules. The way I
construct my modules is not necessarily innovative or the only correct method—but those who have used the adventure modules I
create have said they liked the format, so I’m more than happy to share the techniques I use, which incidentally are pretty fast, too.
Note that I’ll be building a module with the 4E_JPG ruleset for 4th Edition D&D fan-created ruleset, but nothing I’ll be explaining is
restricted to any one ruleset.

Before going further, let me explain why you might want to use an adventure module. I’m going to make the assumption that the
reader understands how to host a game on Fantasy Grounds II, and they are familiar with using the Story, Maps/Images, and
Personalities, Items, and Tokens sections of their campaign. I will also assume that the reader knows how to enter Story entries,
though if I do something unusual I’ll try to list a good example. So back to the why I just mentioned; you’ve got your campaign that
all the player’s characters are in, and you kick off their first adventure (let’s say you put in Kobold Hall, from the 4th Edition DMG)
and you all have a great time.

Next you’re going to run them through Keep on the Shadowfell, so you enter in that adventure! You do it in chunks as you progress
through the adventure, and the players have a great time. As Keep on the Shadowfell completes you start entering in the material from
Thunderspire Labyrinth, and you’re really detecting a problem—you have too much stuff in your campaign! The Story window is
gigantic, with hundreds of entries, your Images/Maps window is bursting at the seams with maps you’ll probably never use again, you
have so many Personalities listed now that you have to use the search tool to find anything, and the Items window (okay, the items
window is probably doing alright), then the Token box is beyond saving, with so many tokens in it you can’t find the one you want.

If only there was a way to only see the Kobold Hall adventure material while you were in it, then be able to remove the Story,
Maps/Images, Personalities, Items, and Tokens with a mouse click! You can: that’s what making an adventure module achieves. It’s
very simple; you just create a campaign that contains all of the adventure material, then you export it! From then on, in your main
campaign (which I’ll call the host campaign) you can load the adventure up when you need it, and close it when you don’t! So turn
the page and I’ll start to show you how to streamline your campaigns (and also make sharing your creations easy)!



Tip for the Dungeon Master
This is a brief section I want to introduce, just to make a quick
recommendation to any Fantasy Grounds II GMs: the second
monitor.

In no way, shape, or form am I suggesting that you have to have
a second monitor to host a game—I’m just suggesting that it can
really make things a lot easier on you. It’s just a matter of real
estate; let me show an example: I have a 22” widescreen LCD
monitor, set to 1680x1050 resolution. Here is a screen of the
module we’re going to create in this tutorial:

At right is a screenshot of my widescreen monitor; I have the
combat tracker open (with 5 PCs and 5 NPCs, pretty basic for 4th

Edition D&D), a map window open, a smaller DM-keyed map
under it (needed for setup primarily) and the story entry for this encounter. Tucked under the chat window is what I call the
“Adventure Index” which makes navigating the adventure easier. As you can see, I’ve pretty much used up all my space at this point.

By setting an old 19” CRT monitor next to my widescreen (set to
1280x1024), I can make my window this wide. Now I have the
combat tracker all the way open, my player map as well as my
DM map, another little map to keep marching order on, a bunch
of minimized maps, and on the right I’ve got four story entries
open, three personalities (the ones for this encounter) and the
token box is beneath on of them. It’s just a lot more room to
work with on your screen!

So my point is, if you have another monitor lying around, you might find it pretty handy to help you host games on Fantasy Grounds
II; you have a lot more to look at on your screen than they do!

Okay, so on to creating an adventure module!



Create a New Campaign
I’m going to break this up into sections, for the step by step process that I use myself to create a new adventure module. For this
tutorial, I’m going to make an adventure module based on the adventure in Dungeon magazine #155, called, “Heathen”. The reason I
have chosen this one is twofold—it’s not a huge adventure, but has everything I need to show all the steps, and Dungeon #155 is a free
download, so I’m not worried about my screenshots showing material that you have to purchase. (Do not ask me to send you a copy
of the module we create—this is a tutorial, so you can make it yourself, and we can all respect copyright.)

The first thing you have to do is create a new campaign. Make
sure this new campaign uses the same ruleset as your host
campaign. (Note that the alias listed is not the alias I use.) After
you create your campaign, it’s time to start filling it out with you
adventure material!

Planning
Each person has their own method for creating new adventures,
but I like to start out by making list of everything I’m going to
need, so that when it’s time to start assembling it all, I don’t have
to stop to go back and get missing things. Basically, I like to
have everything ready before I start making Story entries, which
is when I’m going to tie it all together! So there’s a list to be
made, which is easily done by skimming the adventure for:

Images/Maps
Personalities (and corresponding Tokens)
Items

So I’ve made my list on the next page:




