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A 4e D&D campaign for the Toronto Area Gamers 

         

The town of Husk is a tiny haven in a stark and deadly 

wilderness. The town serves as a base of operations for 

adventurers seeking glory and fortune in the wastelands 
beyond.  Between sorties, they rest up, trade info and plan 

their next adventure in the taproom of the Stout & Castle. 
 

Players initiate adventures and schedule games, decide 

where to go, and organize an adventuring party. Each 
session can have different players drawn from the 

Toronto Area Gamers. If you can play once a week, that’s 
fine. If you can only play once a month, that’s fine too.  

 
The hard and fast rules are:  
 

1) Ryan Stoughton is the GM of this game. 
 

2) Players must tell the GM where the party is headed 
well before the session. 

 
3) The GM must be available, and able to run the game in at 
least minimal comfort wherever the game is held (Warning: 

your GM is allergic to most mammals and severely 
allergic to cats). 
 
4) Everyone needs to respect the game, the host, the other 

players, and the GM, and everyone takes on 
responsibility for making the game fun. This includes 
showing up clean and sober. If it ever becomes necessary, 

the GM has the job of dropping players who can’t abide by 
this rule.   

 
To be absolutely clear about that last point; I don’t want 

anyone in this game that was banned or had an explosive 
ragequit from TAG.  

 
Sessions should be organized on the TAG messageboard, 
since that’s something everyone can see. A normal 

scheduling thread would be something like “I’d like to play 
Tuesday. I want to go back and look for that ruined 

monastery we heard out about past the Golden Hills. I 
know Mike wants to play, but we could use one or two 

more. Who’s interested?” Interested players chime in and 
negotiation ensues.  Players may suggest alternate dates, 

different places to explore (”I’ve been to the monastery and 
it’s too dangerous. Let’s track down the witch in Pike 
Hollow instead!”), whatever — it’s a chaotic process, and the 

details sort themselves out accordingly. 

 

The game has no overarching plot – just a consistent, 
dangerous environment. PCs have to work together and 

pick their battles — there is nothing stopping them from 
strolling into areas that will wipe them out. 
If a region beyond the mountains is full of 10th level 
monsters, that’s that – they don’t suddenly become easier 

just because a bunch of 3rd level PCs manage to get over 

there. Everybody rolls in the open (except for rolls that the 
rules specifically says the GM should make behind the 

screen).  If the dice say you suck a critical, a critical you 
doth suck. Conversely, when the PCs win, they win on their 

own merits. 
 
The party should try to get back to town before the end of 

each session, making each game a different sortie into the 
wilderness. If a party gets stuck, those characters can’t play 

with another group until they got back to town, unless 
someone mounts a rescue mission. But those players can 

still play with other players – they’ll just have to roll up extra 
characters. Be warned: if a group is stuck somewhere and a 

month of realtime goes by without any new plans for that 
group, that group is considered stale and GM has free reign 
over their fates. 

 

Sharing information is a critical part of the game. Since 
there is a large pool of players, the average player will be in 
only a fraction of the games — or to look it the other way, 
each player misses the lion’s share of the games. Sharing 
info is essential to the PCs’ success. Luckily, you have the 

TAG boards to house the chatter between characters who 
make it back to the Stout & Castle. Did you stumble into 
the barrow mounds and barely escape with your life? Warn 
other adventurers so they can steer clear. Did you slay 
wolves on the moors until the snow was red with blood? 

Brag about it so everyone else knows how tough you are. 
Put together the small clues hidden across the world and 
you can uncover the big scores, the dark secrets, and the 
secret levels hidden in the dungeons of the Wastes. 
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If you’re planning your first sortie, the GM will provide you 

with a single hook to get you started, so you can make an 
initial plan.  You can also ask to make knowledge checks via 

e-mail if you have a specific question.  Ryan’s schedule 
becomes open on Friday August 21st, 2009. 
 

Post on TAG’s boards to ask for one!  Right now! 

THE SETTING AND HOW THE RULES REFLECT IT 

The world around Husk is both gritty and heroic.  As 
such, the setting does not contain epic-level elements, 
and paragon-level elements are rare.  To reflect this 
kind of world, both player characters and NPCs are built 
around a level cap.  Level 12 is the highest possible for 
all characters, and after level 12, the advancement 
changes to 1 feat per 4000 experience.   
 
See http://tagsfolly.wordpress.com/ for more 
information and to follow Ryan’s gaming journal. 


