
Gov Thorpe (ontinues his look ot
Cleoling your own tompoign
sellings. Thii lime Gov dii(usser
odding spe.ili( lo.otions to youi
plonel by looking ol fie key sites
he ceoled lor the world of Koris
(epholon-

t--o low,ns on from mv prev ou.
I  dnrc e o scussrn8 some oeas
concern ng wonds to set  your  Inqusi tor
campaigns on,  I  l l  be ook ng a i  adding
specific ocations to your setting. These
add deta io  your  wor ld and wl  ako
be ronre of the p ac€s where your
nquisltor scenarios are aciua y played
out  As before.  l  l  be c i t  ng exanrp es
from Kars Cephaor,  the wor ld where
o!r  own Inq!  s i tor  campa gn k

HO\A/  MANY?
The number of  locauons you d€ta i l  w I
depend on a n!mber ot  th ings Fi rs ty ,
how long you ntefd yo! f  campaign to
ast. ll the characters are only going to
be aro!nd for  a shor t  whi le ,  t  probaby
sn'i wodh go nB into ioo much effort
coicern ng p aces ihey won i be
vis t ing.  On the other  hand i f  yo!  want
the characters to be spendrng a lot of
tinre on your world, i s worth coming
up wth more locatone,  sonre of  wh ch
yo! may not intend to lse yet bui wil
add depth to the backgro!nd a'rd
poss by act as hooks for f!fther
scenar os lat€r n th€ campaign

You a lso need io consder how much
rnov ng aroLrnd the characters are going

to do, as we as how nrany different
warr or bands are nvo ved n the
canrpaigr f yo! have qu te a few
players, you w ll probably need nore
locations for thern to meet in lt you
have ioo rnany f ghts n a single p ace
it nari gett ng a reputairon as
nqr is  t ion Crand Cenira I

As a r l le  of  ihunrb d ray you need
three d fferent ocat ons to stalt with
and should probably ntroduce ai least
the same runrber  aga n dur  ng the
campaign f  possib le Ihs should gve
you some choice ard variety io rtart
wi th,  wi thout  being too m!ch work up
l roni ,  and shou d a low the characteE
to explore thei r  €nvrronrnent  as they
becom€ more fanr iar wiih the world
and the campa gn.  Renrenrber  thai  you
don t necessai y have to play a garie in
al l  o l  these ocat ions some of  them
might  be rnent ioned as extra
background.  possib y for  la ter  nc lus ion.

\N HAT AFIE THEY FOFI?
Atholgh you may have cr€aied an
overu ew of the who e planet, yor'
need to have some actlal p ac€s tor
your waff or bands to f ght These
ocat  on,  wi l l  bet ied nquiestrongy
to the p oi of the canrpa gn and the

ind vidual scenarios thenrselves rt 5
mportani thai ih€y have as much
character as the rest ot ihe campaign
and refleci ihe atmosphere you want to
evoke.  For  exarnple,  a gunf ight  n a
random city nr€ei nray be fun but
doesn t rea ly add much to ihe sioryline
you re t ry ing to b!  ld  A shoot  or t
across t!nrb edown and ovefgrown
r! ins ln  the gardens of  the !surped
covernor 's  mansion might  do the i rck!

Ty ng locatrons to the carnpa gn p ot
works both ways You nright have a
part cular scenar o in nr rd which
requires a speci fc  ocat  on -  f  iwo
lnqu sr tor  wanor bands are f ight ing
over posses, on of a certain book, for
examp e where s t  be ng held?
l_lowever, locations car also be the sp!r
for  a scenar io dea.  Noi  a scenar los
have io be inked d i recty to ihe
.ampa gn, and sorne may even be red
her inss or  dead end,  pofwise As an
example you m ght  have thoughi  Lp
th s wond€rfu setting let s say a
grand ose cenret€ry where the p lanet  s
powerfu elite have been bur ed for
rnillenn a You can p cture it in your
nr ind -  the massve mausoeums and
grand tombs some the size ot small
pa/aces 8! i  whai  has a l ih  s  io  do wih
your campaign p lot  of  sav ng the word
from a pr€-H€resy death cu i? We ,
obv ousy ther€ are myihs aid rurnours
ihat one ot the caskets n the cemei€ry
contains anc eni docLrments dat ng back
to pre lmperia times, when ihe cult
was founded Th s, of co!6e, can be
utter nonsen!e f you don t want the
nquisto6 to have ihat  sor t  of

in formaton b! t  t  doesn' t  s top them
f ght  ng for  possess on ot  the
mausoleum in quest  on

THE OUESTItrN OF TEFIRAIN
ore of the main constraints to the
number and variety of locations in
which you can pay scerar  os is  the
ierrain you have io fight over. However
th€re are a couple of  s  mp e t rcks you
can use to make a lttle scenery go a
long way For a start if your basic
temin sei isi i ioo epecfic, different
set ups can be different places. Draw
iwo or ihree maps us ng the ietra n r
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your co ec i ion and see how ay ng out
the pieces ln difierent places can shape
the locat ion The amourt  by which you
b' r rch up or  spread out  the tet ran can
be ihe d ff€rence betw€en the narrow
wind ng a ey5 of  an lmper a l  c iy  and
an ope'r plaza in front of an
Ecces archy cathedral  Use th€ same
set lps two or three t mes so ihat ih€
playeB gei used io certa n areas having
a def  ned ayout  That  way when yo!
change the set i ing,  a l  you need to do s
change the layout  to  show t  s  a
diJfefent area of the clty,i
cataconrbsl mperal Cuard base, or
whatever your teirain .o ection nray

specal feaiures afe another  s  mp e way
to add some variatioi. As w th a pre-s-"i
ayo ' r i  a  cer iarn roorn,  bu d ing
rnonument or  o iher  feature can be
associated w th particu ar p aces. and
can aso be ted in  to the scenar io being
played.  This m ght  be a stat !e under
wh ch is  supposed y a secret  eni rance to
an underground bunker i t  m ghi  be a
ho ow atar  table which h ides secret
texts of  a forb idden c! l t ,  or  i  could be
dozens of  o iher th ngs.  Bui ld  ng one
tetra n featlre for a <erar o is a lot e$
daunt ng ihan iry 're to f I the who e
Safling tab e

lhe po nt  is ,  you don t  necessar  y  have
to rnake terrain for a who e iable to
lnvent  a rew ocat ion,  i  may be
poss b l€ to do wih a cornbrnaton of
ser  ups anc un que rearures

That sa d, lf you have ihe time and
resources In i roduc ng a new tet rarn
set  up par t  way thro!gh the campa gn
can really give the p ayers a sense ihai
ihey are somewhere new You may
already have an apocalyptic f ra baiue
between the Inq! is i tors in  rn ind,  ard a
specia ly bu i i€na n ,et would be a
stunn ng end io the campaign Of
co!6e,  you don t  have to lse the
scenery lust  the once,  bui  ih  f r l t  use
would realy  add a dra inat ic  twis i  and
lend importance to the 5ceiaro Af ter
a . yolr players are go 'rg to krow that
you weni io some effod and w ll be
expecirng a rea ly entedain ng battle
( j !s t  don t  spend so much t ime on the
tetrain that yo! don i have i me to
wrrte a surtably excit ng scenario to go
with fl)

Now we're qu te foriunaie here at the
Siudio io have a nLrnrber of gam ng
tab es and iefrain collections Looking at
these, I devised a n!nrber of locato'rs
in which scenarios may take p ace, and
ihese are shown.

GAMINE LOCATII]NS
THE SE\ /EFIs
Although burltfor warhammer 40,000 ciiyfights, we have ai5o used these boards io
representthe 5ew€E beneath the capltal(ihe canalin Patliclia. helped this). The sew€6 are
a great envircnmentfor many miscellaneous encoufte6 and make a nice. subtedanean
change from fighnng in buildi.Ss or streetj On occasion wd have lsd Waftammer and
Necromunda giant rat miniaiures to reprelentJ swarms oi rais which aitack model, dunned
or tnken oul ofaction The sewe6 are also home io the mutantteroristr and other
nefanous cnminals and 5cum.

SLAVE FLANTATION
Your tadrtionalgreen wa.haEmer or warhamf,er 40,000 board @n stil be put to good use
for inquisitor In this c6e, the additioi of a few P ec* of approPrate archtecture and
abaidoned machinery allows us to recreaie aderelici fam. Pethaps it has been oveilun by a
nave revolt, and some of lhe mutant rebels de siillhidfg out. This seemingly deseded
outposi.o!ld be the lair of a ival lnquisiior, anii-slavery fofces or even a hrghly nilitani anti_

Mt]l]N EIASE PFIIMIS
Tn6 wa5 a boad lused fo.a rcenarlo set olhide a shuttle base on Kan5 Cerhdlons m@t.
Th€ scenaio revoived arolnd one wairior band iry'ngio sn€ak intoihe @mpound and sieal
ishuttle to get io the capita to llfk up wiih ihetralres.Ihe Covemofs securily forces had
been put on alert aid,led by a tympalhetic lnquisiioi wefe patrollingth€ pe.imeter ftsa
very open b@rd. so to help oui the inf |talos I rmpo5ed serous mod fie^ to awareners
.olk, based lpon the ssLfrption ihatihe base was cureftly on ihe noont dark side.
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AMETHYST FALAEE \ /EST \ /ING
Ihe ceftre ol (ars aephaon's capital is the Ameihyst Palace, whl.h I lnagine to be a
5pfawling. Oormcnghan fike blilding, more like a 5mailtowr than asi.gle building. Fart of
the history I have dev€loped was the.evoluiion severaltholsand yeaE ago, and dunng the
rebellion lenvrioned that a lar8e part ofihe Amethyd tulace, namely the wen wrg was
redu.ed io bu.ni olt rubble 116 a waren ol hrdden coddoB and buried treaslres, and
home to allmanner ots.avengeE lortune hunteF and other nee.do wells Snce the
Amelhysi palace ilsell predates the hpe.!m, it r quite |kely that pre imperlal arie{act
may be toLnd romewhe.e within the wen w.g ruins. Thecollaffe of part o{ the iloor hd
also cfeaied some enhances to ure labled catacombs beneaih the ciiv Eased on anotherol
ou ,  , ,o r8hr  bo . 'o  .  ' n "  wp i  w t  oo . ,  ao  e  , 'e  '
sprawhg rooms and Sallerles, rather than jun rndivrdua buildrfgs

.:ATAtrc|MEIS
As wellas ihe sewe^, the capital, Cephaon, is rldd ed with a.cieni @tacombs from whef
the plaiei was orgrnally setlled. Here are clues io ihe iett ing of (ans Cephalon, perhaps
ihe location ot the nysterious Da.k Age oflechnology weapon called ihe Angel. Many of
yo! may remedber this as our space Hulk board forihe Arfrageddon camparsn. Well, it 5
been pressed lnto seryice again as our hquistor catacombs.Ihe bleid ol op€n are6 and
naiiow condlits, plus the smaildooNays whch setoe as a.ce$ hatches at ths scale, giyes
ri a mlch denser nore connrlcied ook than the sewe6, aid the pipeline .unning ts lenEih
adds an intersting ta.t.alopnon for games pay€d across it. Thk h aciually one othy
iavour te boardr to Dlay acrots

THE AMEIUSH SITE
This was a luf locanon as well, whi.h lnspied a simpe ambush scenario with a twist. Set
out in wanelands suroundng one ofthe nines, an Inquisitor was on his way io find out why
confrunication had beef losi, suspecilng mutant t€ronst activrly. A |and ofoppodlnist
outlaws amblshed the veh cles en route,.ot knowingthatthey coniained juch a powerful
indlvidual. The scenano inlolved them breakng ofi the attack and getirng backtoihen own
ttansport beiore the vengefll lnqu slior who was convr.ced of more rnisief motiv€s behind
the attack, calghi up wiih ihem! h this game didn t actually have ihe vehicles moving, they
merely provided cover to fght afolnd butsofreofthe games flf havelicluded movirg
v€hicles and lhope io publish sone rules ior dealifg with these in thef!ture.
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TEMPLES
Religious secis, occult goings on and
spiritua, deviancy are a central
themes for Inquisitor Temples and
shrines ar€ perfect locations for all
sorb of culi activity. Modelling a
54mm cathedral might be beyond
most of us, but a secret tabernacle
hidden away in anothef building, or
perhaps the crypt of an Ecclesiarchy
chapel, is a more manageable

CATAEOMEIS
AND SEVVEFS
As I mentioned earlier, all sorts of
undergro!nd adventures can b€ had.
No self-r€specting s€ttlement i5
wihout a network of tunnel, and
caves beneath it - a lair to f!grtives,
mutanh. bloodthrsty cults and ihe
resting place of ancient archeotech,
any of which can be us€d for the basis

INDTISTFIIAL
COMPLEXES
This includes mines, atnrosphere
processoE, muniiions factories, depoh
and similar conttructions. This can ako
lnclsde more extravagant locauonsl

MAFS ANEI EIIAEFIAMS
There s noih ng like a map to g ve ihe
impress on that a p ac€ is real. Maps
can vary from a few hasiy rcr bbles
to e egant 3'D cornpuier generated
works of art (if you have the
resolrces and ski s for that so.t of
thrng ) There are iwo sods of
rnaps you can do. F rstly there afe
rnaps n the trad tional sense,
which show a city, area of

perhaps a gat haruener on one ofthe
synem's gas giani planets, or maybe a
corpse recy.ling plant on a hive world
cut off from the resi of ihe |lnpe Lrm
for years and despefaiely short of food
(yeughl) .

SPAEE POFTS
To gei anywher€ off a planet you need
a spacesh,p of so;e !o.t from vrsrtrng
an orbital station lo followinS the trail
of a hated foe halfway across the
galaxy. Not all Inq!isitors have their
own starships and will need to stow
away, steal or oth€rwise commandeer
one. Inqursrtors who do have their
own Vansport may have to prot€ct rt
from attack, or perhaps make a daring
escape when thin$ go wfong...

AFIMOUFIES ANB
MILITAFIY FAEILITIES
Anywhere wher€ there afe lots ot
weapons for the unfaithful to use
against lmperial servants, the
Jnqursition i! golng to take a keen
inieresi. lmagine a fight in the ammo
warehouses, where allcombat has to
be hand to hand, because a single
stray shot could elrgulf the whole
place ia a massive explosion Or a'r
investigation inio a senior miJitary

Present ing the p aye6 wth a map each
and asking what iheir  plan ls goifg to
be, where they're going to enter and
so on gives th€m ilme to prepare

conmande', whose troops ar6 utterly l
loyal to him and must be avoided or ,.
otheMise dealt with.

AFltrHIVES
AND LIE!RAFIIES
There is an ancient lmperial proverb, .
"Knowledge i5 powe.. guard rt well."
Some libra.ies in ihe lmpefium date
back to as tar as the Dark Age of
lechrcloSy, and many are the s€crets
they contain if onJy you know where
to look. lhe Adeptus Mechanicus .i
freqlrently search such facilities for :
fabled Standard Template Construct :
data, either with permission or more
illicjtly :

STAFISHIP5
The wa6hipiand merchant vesseh of
the lmperium can be hlge eesscls,
space-borne cities with all of the
in-fighting, cult aciivjiy and heresy
you would find in any oihef
settl€ment. So much so, in tact, that
pretty msch any of ttle other locations
mentioned here could b€ found
aboard a starship, as well as more
specifrc pla.€5 like the plasma reactor
cfiamb€rs, tun decks, command
brjdges and shutde bays.

beJore the enco!ntet and actualy
scoutng o! i  the area or f  nding the
rnap cou d be the oblectve of an

wrderness or perhaps the whole
planet. These can be !sed to
prov de an overv ew ot the area s
topography and show the re atve
positioning of difJerent locations

Secondly. there are more
detailed schernatics o{ actual
locat iofs,  such as a sma I  scale
stfeet rnap and ntefra layoLrh
ot bu ldings. These have a
couple of !5es. F rstly, if they
are based on your terra n
colleciion, you have a fecord
oi the set-Lrp for the iocaUon
it  you p ay more than on€
scenario there Secondy, You
can use ihem as part of ihe
scenario bf efifg fof the playe|s
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