


Table of Contents
Introduction 1

Acknowledgements 1

Overview 1

Genre & Theme 1

Worldbuilding for Tabletop RPGs 1

Setting 2

A Wedge-Shaped World 2

A Disc-Shaped World 2

A Small Part of Something Bigger 3

Why Does the Map Matter? 4

On Societies 4

Narrative 5

Narrative Theme 5

Narrative Loop 5

Future Direction 6

Conclusion 6

References 6

Introduction
Over the last few months I have been developing a homebrew

fantasy world setting for an upcoming campaign of Dungeons

and Dragons 5th Edition (D&D) to be DMed by myself for my

small group of players and friends.

As outlined in my project pitch, I intended to use Paul

Stewart and Chris Riddell's fantasy novel series The Edge

Chronicles as an inspirational basis for my setting, although I

have ultimately found myself incorporating fewer elements

from The Edge than I had thought. In a progress report I

reported that I had finalized the player races for our

campaign, and shared some preliminary progress on the

development of the world map, a pantheon of gods, and the

political structures of the world.

What follows is an in-depth report on my progress over the

last month. Considering the enormity of the project, a

number of details have not made it into this report as it would

be impossible to encapsulate them all. Despite the significant

progress made, this project is far from complete and will

continue to be developed into the future.
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Overview
Genre & Theme
Considering that this project is intended to be payed using

the mechanics and systems of D&D, this is project

unquestionably falls into the Tabletop Role-Playing Game

(RPG) genre, and is a fantasy themed work.

Worldbuilding for Tabletop RPGs
The official Player's Handbook (2014) states that “D&D is an

exercise in collaborative creation” (p.4) and is a way to

collaborative tell and create stories, with the mechanical

systems of D&D providing some structure to the likelihood

and consequences of player actions (p.5). Or, as defined by

McKernan (2017), “the game becomes a framework through

which to craft and explore a collective imaginary space,

beholden only to the roll of the die and whims of the DM”

(p.71).

As the DM, it is not my job to create a rigidly planned fantasy

world and to railroad my players into recreating a pre-

envisioned narrative within this world. Rather, it is my job to

create the outline of a world and narrative which, in the

process of play “is constantly in the progress of being made

and remade by both the DM and the players” (McKernan,

2017, p.71).
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Setting
1st concept: A Wedge-Shaped World
As mentioned in my last progress report, the world of The

Edge is not particularly geographically diverse, so I set out to

create a brand-new world map while incorporating elements

of The Edge.

Initially I had intended to keep the wedge-shaped geography

with its eponymous edge-of-the-world cliff faces, but I could

not find any satisfying way to incorporate an ocean. I had

already finalized an amphibious player race, and my players

did not want underwater settlements relegated only to lakes.

Instead, I took cue from Terry Pratchett’s Discworld map and

started on some disc-shaped drafts.

iteration: A Disc-Shaped World
Unfortunately, in designing for a disc-shaped world there is a

set parameter of the borders of the world, and I felt

compelled to fill out the entirety of the world from the

beginning. This was an overwhelming task.

I have since stopped considering the world in its entirety and

have decided to focus on a single land area. With the

intention to explore a political conspiracy narrative it made

more sense to focus on a smaller more intricately connected

area. Distant landmasses are simply not relevant to the

interconnected political relationships relevant to the outlined

campaign narrative. Developing only a small area in a larger

world will also allow the remaining blank canvas to be

developed to accommodate any narrative we might wish to

explore in future D&D adventures.

Map of The Edge, by Chris Riddell

2
Setting | Map

https://en.wikipedia.org/wiki/The_Discworld_Mapp


iteration: A Small Part of
Something Bigger
Up until this point I’d been trying to create maps by placing

key locations, and then trying to form the geography around

them. This just wasn’t producing any results I was satisfied

with, and it wasn’t until consulting Browning’s A Magical

Guide to Mapping (2004) and reading that “magical

geography should be used to intensify experiences, not

explain everyday phenomenon” (p.8) that I realized I was

unsatisfied because my maps were not believable.

From there I used the concepts in Browning’s guide, fantasy

cartographer Nathan Vanderzee's video series How to Draw a

Fantasy Map, observations of maps in Reddit's

r/worldbuilding, and some help with the coastlines from

Azgaar's Fantasy Map Generator, in order to develop the

current working draft, which I am much more satisfied with.
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Why Does the Map Matter?
There’s a special joy in seeing a fantasy map when opening a

narrative work. While maps are not always necessary, they

can be very useful in helping audiences mentally navigate a

world. In my opinion, this makes a map essential for me and

my players.

“Materiality is one of the four significant factors in the player

experience of tabletop gaming” (Rogerson, Gibbs & Smith,

2016, p.3956) but there are few components to be had in our

virtual D&D sessions, which are conducted digitally through

video chat. “A digitised game should support playful

interaction not only within the game but also with its

components” (p.3964) and digital maps are one of the few

components I can provide to my players. I’ll be working to

make the map more visually appealing (it’s a common

sentiment that art enhances a game experience) . There will

be several small settlements not on the map to encourage

players to annotate their map copies.

On Societies
When developing the societies of this world, I started by

considering what kind of governing body each society would

have, and why they held that position of power. This was done

through scouring lists of forms of government and by drawing

on questions raised in a number of Tim Hickson's

worldbuilding videos, such as On Woldbuilding: Monarchy.

From there I’m able to consider the cultures of each society,

and what tensions they might hold with other societies.

Note
The societies are in vastly different stages of
development, but it is not feasible to describe
them all in detail in this document.

For example, the largely human society centered in The

Floating City and its twin city of Undertown are controlled by

a plutocratic aristocracy, who hold a tight control on the

supply of flight stones – which are key to skyship operation –
and have developed a harsh divide between the wealthy and

poor. Shrykes (a flight capable avian species) have little use

for airships, meaning that this aristocracy can exert

frustratingly little influence on them. Meanwhile, the

incredible social Goblin Nations have a strong culture of

tight-knit cooperation and sharing, and don't appreciate harsh

trade terms.

I have also been developing some more specific elements of

these societies to accommodate the wishes of my players.

Visual inspiration for The Floating City, by Bzzz88
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Narrative
Narrative Theme
As mentioned previously, I am intending our D&D campaign

narrative to involve a large political conspiracy. This was

inspired by my players conspiracy theorizing in our current

campaign and expressing a desire to see some mystery and

politics the new campaign.

Narrative Loop
While I could fully plan out an Aristotelian narrative

structure, a D&D campaign narrative is “highly dependent of

the players’ actions, interactions and decisions, the initial plot

created by the Game-Master is at best hypothetical”

(Louchart & Aylett, 2004, p.302) .

Similar to RPG video games such as Bioware’s Mass Effect

and Dragon Age franchises, players will be given a sort of

home base, and the narrative loop will involve them being set

out on a series of missions with some sort of goal. These

smaller story arcs will have a roughly planned beginning,

conflict and resolution, which will then be adapted to

whatever narratives emerge through play sessions. Over time

these various missions will be revealed to be connected to a

larger conspiracy.

A home base will allow players to decompress between

narrative missions and allow them to interact with recurring

NPCs, helping deepen their emotional connection to the

game world through these NPCs.

Based on advice regarding mysteries in D&D campaigns,

many of the critical clues needed to unravel the conspiracy

will be based on observation and logical deductions, and not

locked behind skill checks. This will prevent frustration from

missing crucial information simply due to bad luck.
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Future Direction

“Worldbuilding is the process of creating an entire
world. This covers a wide array of subjects:
geography, history, mythology, politics, biology,
language, even physics, if the builder so wishes”
(Sarvo, 2017, p.6)

Is this a complete world yet? Absolutely not.

We have the basic foundations and scaffold of the world but

there’s still plenty of work to do. Each of the major

settlements and societies still need more detail, and I will

also be working with my players to develop their characters

and to carve each character’s history and backstory into the

world.

The overall campaign narrative also needs to be written.

Although not D&D based, the Call of Cthulhu module Masks

of Nyarlathotep includes a well-developed campaign

spanning mystery, and I will be looking to it for guidance on

how to include an overarching mystery in a tabletop RPG.

I have a number of ideas for interesting NPCs the players can

encounter in their adventures, but these all need to be

cemented and developed as per the Creating Nonplayer

Characters chapter in the Dungeon Master's Guide.

There are also a number of monsters and creatures from The

Edge Chronicles (such as Bloodoaks, Halitoads and

Rotsuckers) that I would like to incorporate into my world.

Again, the Monster Manual will be used to help figure out

how to translate these creatures into the mechanics of D&D.

Conclusion
Several months ago, I had the vague idea that I wanted to

make a D&D world from nothing but my imagination, and

with some inspiration from The Edge Chronicles. Now, I have

the solid beginnings of a world!

I’ve ultimately used less Edge inspiration and elements than I

thought I would, but I don’t think this is an issue. There’s

nothing wrong with having the world turn out a bit differently

than originally envisioned. The important thing is that I’m

satisfied enough with it to run sessions of D&D in it, and that

my players are happy to play sessions in it. With another solid

month or two of work, I think we’ll be ready to begin our

campaign.
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