
P aolo Setmi gazed nervously at the caravel bob- 
bing gently at the end of the pter. Workmen snll 
swarmed over her like ants, trymg to make the 

old girl as seaworthy as possible. Twenty, even ten years 
ago father would have commissioned a brand new vessel for 
the voyage Paolo was about to take, but reversals in the 
family fortunes now made that impossible. Still, if he and 
his fnends could succeed in opening a new trade route to 
the East, he thought, the days of wealth and glory might live 
again. 

Just then the loud snapping sound of a spar breaking 
a d  cries of alarm shook Paolo fiom his reverie. Of course, 
he thought grimly, that assumes we all don't drown first. 

lntroduction 
One of the common problems with running any 

role-playing campaign is being able to conduct adven- 
tures on a consistent basis and maintaining campaign 
coherency. The other demands upon both the 
Gamemaster's and the players' time often prevent reg- 
ular sessions, or at least cause frequent disruptions in 
the regular schedule. Trying to figure out what to do 
with a missing character can waste half the night. The 
Odyssey campaign was designed as a response to this 
problem. The action centers around the voyage of a 
single vessel to far off lands in search of fabled wealth. 
The ship's intrepid crew is nominally led by the young 
scion of a down-at-the-heels merchant family, seeking 
to restore its fortune and position with a desperate 
voyage into the unknown. 

Each of the players assumes the role of onemember 
of the ship's compliment, and the adventures take 
place at various ports-of-cat1 along the way to a leg- 
endary land of riches. Because adventures can be easl- 
ly and logkally separated by time and space, the cam- 
paign can be as episodic as necessary to suit an indi- 
vidual gaming group's schedule. A t  the same time, the 
underlying rationale for the campaign unites the play- 
er characters and is easy to remember despite long 
breaks in the action. The cast of characters can be 
conveniently altered a t  any given port, accommodat- 
ing newcomers and player attrition alike. The Odyssey 
campaign also allows players to take on several roles 
with a character for every sort of adventure. And, if a 
character's player is not present for a given session, 
that character can always just stay on the boat. 

Getting Things Rolling 
The first session of the campaign should focus on 

preparations for the journey and character creation. 
Unless the Gamemaster wishes otherwise, it is possible 
to run this sesslon without combat or even finished 
characters. Everyone roleplays their characters, inter- 
acting with one another and non-player characters in 
order to get the ship outfitted, supplied, and manned. 
Some or all of the player characters may be hired, or 
assigned by thelr family or employer, to man the ship. 
In addition to getting to know one another, the char- 
acters may want to research their tntended route by 
consulting local sages, interviewing old sailors on the 
docks, or even stealing charts from rival merchant 
families or other vessels. It  would be very interesting to 
have one player as the first mate interviewing a few 
potential sadors, and then having the other players 
prepare more than one character to see which one the 
first mate chooses. If the GM is running the captain, a 
good first mate will know what to look for in a seaman. 
A first mate with ulterior motives on the other hand.. . 

The first session ends when the party finally sets 
sail, with friends waving goodbye from the docks, or 
maybe an angry mob waving torches and clubs. After 
the session has ended, the players' characters may be 
finalized, their personalities, motivations, and basic 
natures being well established by the evening's events. 

Character Types 
With the hiring of the wwigator, Paolo finally had his 

crew. Sailors, warriors, merchants, scholars . .. adventur- 
ers all - he just hoped they were trustworthy. Paoh even 
took on a passenger at the last mmute, despite his better 
judgment. He didn't particularly care for the forelper, but 
he needed the money to finish outfitting the ship.. . 

Below is a partial list of character archetypes suit- 
able to the Odyssey campaign, with tips on how each 
one can be linked to the overall plot. Although final 
character generation may be left until after the first 
game session, every player needs to select, at the very 
least, an archetype before play begins. 

The Young Merchant 
This young adult has been entrusted by his or her 

family to undertake a great voyage to save the family 
from ruin. Being chosen to lead the expedition is not 
necessarily an honor. It's entirely likely that no one 
wanted to go around the world, and junior got the job 
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