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Above is Lens' oldest Lenedore Isle map and below is his newer version.
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You can grab the scans of hem here: https://annabmeyer.com/Downloads/lakofka/Len's%20Lendore%20Isles%20Map.zip




Download manager is recommended!
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Here is a scan of the old Greyhawk map that was in the trove of D&D material the Len left behind. It is a copy, most likely made back in very late 1970's, of the made that was made to prepare for the upcoming publication of the Greyhawk setting. Len who was a friend of Gary Gygax, but didn't work at TSR, was probably given one to be able to provide feedback, and kept it in his D&D notes.




You can download a high resolution image of it here (23MB; 6531x5009px):  https://annabmeyer.com/Downloads/lakofka/Greyhawk%20Map%20Old.jpg    
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Mapping Seminar - Tomorrow April 2nd @4pm PDT (7pm EDT)
2024-04-02
Greyhawk, Streaming
,
Patreon

I'll run my Gary Con seminar again on Twitch tomorrow at 4pm PDT (7pm EDT) on my channel: https://www.twitch.tv/anna_b_meyer

The slides and supporting graphics will be available on my patreon blog https://www.patreon.com/annabmeyer before the show starts.

Welcome to a deep dive into Fantasy Cartography, Worldbuilding, Greyhawk with lots of maps!

If you want to download all the slides as a single zip you can get it here (123MB): https://annabmeyer.com/Downloads/other/GC2024Slides.zip

Download manager might be needed. 
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Back from Gary Con - Double Con Crud
2024-03-30
Uncategorized
,
Patreon

Got back from Founders & Lagends and Gary Con. 12 days of travel and convention was a blast and so much fun which lasted until the evening I got home. Then I fumbled my con save and got a severe case of something best described as the fly from the nether planes. 

After almost a week I'm starting to feel better again. I had intended to take a few days off to do nothing, but this was maybe a bit too much!

I will be on twitch tomorrow, first Gabbin on LordGosumba at 7pm EDT, and the DarlingCreepshow's Gary Con Aftershow at 9PM EDT. 

Next Tuesday April 2nd I will have a seminar on my Twitch at 7PM EDT (4PM PDT). I will go over all the stuff I talked bout at Gary Con and anything else that comes up. so please join and ask questions. Slides and more information will be posted, before the seminar.   
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The Role of Maps - Distraction
2024-03-14
Uncategorized
,
Patreon

Do you want to lead your players astray, stall for time or just make them frustrated. Create a map that is wrong, in a weird language, or it needs to be decrypted, needing special magic, maybe it can only be read in the glow of a other planar moon. 

There are lots of interesting map options for a creative DM!
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The Role of Maps
2024-03-14
Uncategorized
,
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In my seminar I will try and go fairly deep into the Role of Maps in TTRPGs.

The first slide is labeled Canvas, emphasize maps can serve as a good base and reference document for your campaign. 

[image: ]

The map in the background is my test for a hand drawn style to show that any type of map can serve this purpose. In fact a simple map might be preferred, it can be edited easer using simple tools.   
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MeyerHawk - Conjured, Summoned or Called...
2024-02-29
Uncategorized
,
Patreon

Here comes a look at summoning magic. I like to define things while still trying (somehow) to keep them fantasy themed. 3rd edition D&D tried to define the differences between Conjuration, Summoning and Calling spells. Here is my take on that and an effort to set the ground rules for summoning spells.

Conjured

Created creatures using magic. It is an animated created sprit in the form of a creature.  Conjurations works in places where conjuration magic of the strain used is not suppressed. The creatures can be dispelled and detected as magical creations. New creatures every time with  intellect, INT and WIS that can't be higher than twice the level of the magic. 



Conjured creatures can be injured and killed by means normal for its type. 



Conjured creatures only exists for the duration of the spell, and will have its natural instincts and general abilities and knowledge (up to the level of the magic used to conjure it). Powerful magic can in special circumstances make these creatures persist beyond the duration of the magic that created them. This is one of the way [[Aberrations]] type creatures can be created.



Summoned

Creature projected in from somewhere else. Contact with the place, or plane, the creature exists is necessary for the spell to work. The creature can be dispelled back to where it came from and the projection destroyed. The creature can't be damaged or killed by normal means, only by using some form of hijacking magic. The same creature can be summoned many times, but only deities with multiple aspects can be summoned to more than one place at the same time. 



Called

Creatures need to be present within the spell range, and then come using their fastest rated movement. The creatures are real and can't be dispelled, but their compelling might. They take damage and die as normal. Creatures who are unwilling are allowed a saving throw to resist the call, but really powerful calls might not allow a saving throw during all circumstances.



These rules have made it necessary for me to rename a few spells. All the 5E "Conjure X" spells are in fact summoning spells. I'm going to create some Conjurations spells, and some more calling spells as well, as well as taking another look at their strains and conduits.   
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Critwall - Updated Map
2024-02-25
Uncategorized
,
Patreon
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Here comes the first Patreon excusive Gary Con preview - Critwall and my first proper city map with labels and proper renders to go with it.
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It comes in two sizes 50 x 44 inch, and 26 x 24 inches, and each are available with and without labels.  You can get them here:

50 x 44 inch labeled (60MB)

https://annabmeyer.com/Downloads/Shield%20Lands/Critwall%2050%20x%2044%20inch-1.jpg 

50 x 44 inch no labels (60MB)

https://annabmeyer.com/Downloads/Shield%20Lands/Critwall%2050%20x%2044%20inch-1%20NO%20LABEL.jpg 

Isometric (1.5MB)

https://annabmeyer.com/Downloads/Shield%20Lands/Critwall%20iosmetric%20city%20crop.jpg



I'm ending this sneak peak with another look at the city.
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More to come! 
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MeyerHawk - Making Sense
2024-02-01
Uncategorized
,


Senses in D&D and other fantasy rpg's have, in my humble opinion, left a lot to be desired. Old editions of D&D where too scientific, using infra and ultravision for example. Newer editions simplified things and just use terms like Darkvision, that simply means you can see in the dark. This seems to me to be mostly to give you an mechanical benefit, which again doesn't add to an immersive and interesting game. 



What you can detect, how and under what circumstances in the real world are determined by physics which means that even the fanciest way of detecting things comes with limitations and drawbacks.  This makes real world combat tricky, uncertain and multifaceted, I want this in my fantasy games as well. So how to go about achieving that? 



If real sensors are based in real world physics, senses in a fantasy world should be based on the physics of that world. Sounds simple in principle, but can be overly complicated to implement, and we want something that can be understood and usable during game play. I'm going to try and have a go at such a way of looking at senses in my Greyhawk games. The goal is to have a handful of different senses that makes sense (pun very much intended..lol), are familiar to D&D players, enhance tactical and flavor to encounters, and doesn't bog down play too much. These are lofty goals, lets have a go to try and work towards those goals.



Fantasy Physics

Senses need to work with what the world are made out of, so time for a deep dive into the inner workings of the multiverse in my campaign.



There are many different planes, but the stuff (or other non substantive matter) they are made of can be group into a few different types:



Physical

These planes are made out of real stuff, which comes in different forms and dimensions (more on that later). In this category we find the Prime Material Plane, the Inner Planes, the Ethereal Plane and the Positive and Negative energy Planes.



Metaphysical

These planes are are only "semi real" being made up by the thoughts, feeling and pure power of living creatures. These planes have then started to take on a life of themselves, which makes them semi real. Here we find the Feywild, Shadowdark, Astral and Outer Planes. 



Mental

Mental planes doesn't exist for "real" only as a places you can go to mentally. They can still be deadly and possess a number of  traits.





Fantasy Senses

Senses in a fantasy world need to work within the parameters of this multiverse. This is where it starts to get interesting, what kind of senses would the Metaphysical make possible? The Ethereal?



In order to make it simple, normal vison, hearing and smell need to work as we know it in our real world, with more sensitive version available, like low light vision and keen smell. These senses works within the Physical, and they have a hard time detecting magic like illusions, life, alignment and the true nature of things, this is the realm of other forms of senses.



Physical Senses



Low-Light Vision

Works just like normal vision but is more sensitive and needs less light and effectively doubles the distance you can see using a light source, making mon and even starlight function like daylight.



Darkvision (range)

Also works in the Physical, but in the Ethereal Dimension and sense the presence of "substance". It is a very primitive form of Ethereal sensing and make you detect your surroundings within a narrow range (usually 30-120 feet). No colors and very limited texture are perceived. Rain, fog or clouds limit Darkvision in a similar way to normal vision. Darkvision works even in bright light since it is based on detecting the presence of substance. The lack of detail makes it less reliable and creatures relying on it has Disadvantage on Perception checks. 



Darkvision works on all Physical Planes and are usually limited to around half or less on Metaphysical Planes. It doesn't work in Mental planes and some demiplanes that lacks real substance.



Most creatures that have both Normal vision and Darkvision have to take an action to shift from one to the other, certain feats my reduce this to a bonus action. some monsters have separate senses and can use both normal and darkvision at the same time making them formidable hunters at dawn and dusk. 



Deep Darkvision

A more advanced version of Darkvision that have no range limit. Deep Darkvision has the same limitations as normal darkvision (except range), on the Prime Material Plane. On Metaphysical planes it is reduced to a max range determined by the nature of the plane. It doesn't work on the Inner Planes and Mental Planes. 



Ethereal Vision (sometimes ranged)

This is more powerful than the Darkvisons, but comes with its own limitations. Ethereal vision lets you see the substance of the world, where things are, and also traces of where stuff have been. You can "see" the traces of things that moved from a place. This can be seen as very powerful, the drawback is that it requires "sampling time" so it can't be used in real time. In game terms this means a creature that uses Ethereal vision to sense its surroundings need to spend an action and can then comprehend the world, which makes it near impossible to use in combat but great for mystery solving and tracking. Ethereal vison also makes ghosts, phasing monsters and others using the Ethereal becoming visible. 



Ethereal Vision works on the Ethereal Plane of course, the Prime, and some Metaphysical Planes. Doesn't work on the Inner Planes and on Mental Planes.



Nothing stops a nefarious DM from having monsters that are better at relaying on Ethereal Vision and can use it in real time. Creatures native to the Ethereal Plane, flying creatures like dragons and others who need to "see" well regardless of lighting conditions.



Life and Unlife Senses (range)

The Positive and Negative Energy have to have its senses too, and his what every cleric and paladin needs, detecting life and undeath!

You can divide this up, and say that a creature can only detect one of the extremes, like giving undead Life Sense, or a paladin Undeath Sense. Other creatures can detect both its up to you in designing monsters, classes, magic and magic items. 



Elemental Sense (range)

This covers the opposite end of the physical from the Ethereal, the Elemental. Here we can have senses for all the different Elements - earth, water, fire and air, and derivative stuff, like the stone cunning of dwarves, and the ability to detect gems, gold and other things. These senses ought to work even through other stuff, but only on the Prime, Inner and with limitations on some of the Outer Planes. You can make it require extra time for detection if you think it is too powerful.



Blindsense (range)

This is the ability to sense your surroundings using vibrations in the ground, air, water or other surrounding medium. This works on the prime, Inner and most Metaphysical Planes. doesn't work in the Ethereal and Mental Planes.



These senses covers the physical side of things and gives us some useful and interesting gaming options. Time to move beyond the limitations of the physical tangible world.



Metaphysical Senses

This is an interesting environment that can cover almost anything, the key is to maintain interesting constraints and try to not duplicate any of the physical senses.



Alignment Senses (range)

This is a classical D&D sense, that have caused so much headaches in my earlier days of gaming, probably at your table too. Lets try and make this interesting, make sense while keeping some mystery. Lets start with the Good - Evil.



I see good and evil as traits that creatures that have make use of positive or negative energy to heal or harm life, necromancy, or just harbor ill intentions towards life strong enough to create an "metaphysical aura". Over time these forces combined with entropy (chaos), and the imagination, love, fear and other emotion and attitudes created the astral and outer planes.  



This can be be detected as a continuum from Good to Evil, usually felt like a gut feeling but some creatures might be able to see it as a tint. Most creatures are only sensitive to one end of the spectrum, the opposite from themselves. This creates some interesting limitations, for example you can blend in among your own but will stand out among your foes. A demon with detect good can detect a paladin out in the prime (neutral) but he would be undetectable in a good temple.  Same goes with aligned creatures and the outer planes who are (usually) aligned Good or Evil, aligned creatures would stand out as beacons of difference trying to invade the opposition and able to hide at home. This is one of the main reasons that battles usually takes place on neutral ground, it is the best for both sides. 



Law - Chaos are the other classical D&D axis of alignment, which I treat a bit differently. You can just treat it the same way as Good and Evil if you prefer. I treat is a single polar more or less Chaos. Chaos is the intention of trying to physically, or mentally, destroy the world around you. This disturbance can be sensed, and even some planes are chaotic by nature.



When you leave the neutral Prime and head for the alignment infused outer planes alignment sense might become the standard way to perceive the world. It is the way for identifications, weed out intruders and even finding your way around. The way to blend in is to adjust your attitudes, intentions and behavior or risk being hunted by things like Bebiliths in the Abyss where its alignment sense works at vast ranges across a layer even if it is open. The same Bebilith on the Prime might still be able to detect you, but only at a close range and might even be effectively blind apart from seeing alignment auras. 



By using planar physics, and letting it guide what senses a creatures has we can create some outlandish creepy stuff that, in my opinion, feels fantasy and can provide for interesting games. 



Arcane Sense (special)

This is the ability to sense magic (I leave the details on how to those who know more than me!). Its something that can be done through magic, so why not give some creatures the ability to do so naturally. The key here is to give it limitations that are interesting. Make the range dependent on the strength of the magic, but it should be substantial as a deterrence for powerful creatures using magic to solve everything. I have it a mile per level of magic, cantrips limited to 100 yards or so. Also have it blocked by matter, so it has to be within line of sight (or effect), which is a good reason for wizards (and other powerful creatures) to build towers or nest on mountain tops. 



How much information can you detect? I have it that it is an imprecise sense, and you can detect perceived strength. Meaning it can be a first level effect a mile away or a ninth level nine miles away. The School and Strain (meaning what type of force used, my house rule) can also be detected but that is about it. It is also a sense that usually require active search. Powerful creatures, like deities, or special magical items might be able to passively detect. 



You can also play with having clerics and others who wield divine magic to be detectable when they memorize or otherwise gain spells. Maybe that is true for Arcane casters as well. That is one of the benefits with Primal Magic in my campaign, it is weak, but that makes it hard to detect. you can call for an animal and not be detected by the big evil that always watches...



Detecting Fey and Shadow are variants of the Arcane Sense, specialized on its environments, effects and creatures. 



The Metaphysical Senses works in most places, but don't always trust it. Strong Powers of the world can use magic to either bend the results, or just blast out magic energies and drown out lesser magic. Like in so many cases, its only the strongest, or brightest thing that can be detected, the rest are hidden in the fray. 



If you want to be specific you might want to divide up magic sense to only detect certain strains or schools of magic.



Spirit and Soul Sense

If you have rules for things like ghosts, souls on its way to their final resting place and similar things they belong in the metaphysical and can be detected. Here you can play with scope, range, precision and how far back in time a spirit that used to haunt this place can be detected, and what can be gleaned from a detection. This is good for spooky sessions, and to have limitations that you as a DM knows but the players have to figure out through trial and error are what makes it fun, and spooky. Combine it with life sense (or better) for the monsters and you can have a fun game.



Special Metaphysical Senses

Have Fey and Shadow based creatures sense their own kind and strangers on their home planes. This can be tied into Spirit and/or Soul Senses if you want fewer senses. 



Mental Senses

This is most far out there realm, and some campaigns might not use mental planes or senses. It is fertile ground for fantasy story telling and really useful for adventurers, and foes alike. 



Detect Thoughts (special)

The very basic of mental sense, useful to detect the presence of other creatures. This need to be limited though, make it line of sight, imprecise and require an action to do. The range of Mental Senses are different they don't work in the real world, it is the mental realm. You might only be able to reach creatures you know and can think about, regardless of distance. You might be able to detect anyone's thoughts, but it is very hard to sift them out from all the mental "chatter", unless they are by themselves. If this is the case you hide best against this form of sense in crowds, you are vulnerable by yourself. 



Advanced Mental Senses

More advanced versions of this can be interesting, like sensing intelligence as well as thoughts. Sense created minds like animated creatures for example, or detect special emotions in a crowd are other possibilities. Again make sure to include limitations in range, blocking, countermeasures, effort needed and so on. 



Mental Senses, and even advanced versions might be needed to not be effectively blind on Mental planes. The range might be based on the creatures mental abilities. Intelligence and/or Wisdom might determine the range, charisma might make you stand out for example. Emotions and intentions are key in this realm, trying to hurt someone might be detectable, as well as fear and affection.



Now we have covered the different base forms of existence, what more can be left?



What if the Elven reverie they, instead of sleep is in some form of communication, communal defense, getting to know the world or training their Fey talents.



Combined Senses

Time to look into the truly powerful and their special ways of sensing the world. When your character goes up against a ancient dragon wyrm, or worse, a deity, what special tricks do they have up their sleeve to stay on top. Just like in modern warfare, information is key to success in fantasy battles.



Truesight (range)

Truesight is the ability to combine normal-,  Darkvision an/or Ethereal with Arcane Sense to see a more comprehensive view of the world. It gives a creature a direct ability to detect illusions, invisibility and incorporeal manifestations within its range. Truesight is hard to fool, using anything except physical barrier. 



The drawback is that this limits the creatures vision to the range of its Truesight, making it effectively blind beyond this range unless it has some other form of sense, that is not dependent on its eyes, like tremorsense. A combination of physical and magical cover might be needed. A Fog Cloud or Cloudkill spell might help give you an edge. 



Other combinations with Blindsense can be cool, but remember to limit the range and keep track of how it can be fooled. Remember that drowning a sense with information is often easier than to try and hide from it!



Other Factors

Senses, due to their nature also have other quirks that should be taken into account to make encounters more interesting. 



Precision

Is the information gained from the sense precise enough to be used for targeting, or is it only good enough for a general awareness.



Field of View

D&D doesn't really make use of creatures' facing, except when flanking. In some instances it might be very useful sneak up on an enemy from behind to avoid detection, but what if its Alignment Sense are omnidirectional and i can sense you sneaking up even if you ease your Stealth Check. 



Speed and Reaction Time

How long does it take to effectively use, and is it constantly in effective use, or does it require a round  (or more) of concentration.



Secret or Open usage

A creature that makes use of a sense, is it done without any detectable behavior or can it be done without its surroundings knowing about it. An example would be reptiles like snakes and some lizards who smell using their tongues. Some creatures might have special posture or movement when using a sense, or make noise blowing air through its nostrils to use its smell. 



Active Senses

Some senses might be active, like echo locations or sonar, used by bats and dolphins. Exotic versions of that might be mind blasts to weed out intruders by aboleths or ilithids. Active senses can also combine detection with an attack, like a wyrm's roar being both an echo location sense and a sonic attack stunning its prey. 



Exotic versions of this can be available on other planes where real world physics are not as limiting. Creatures native to the Ethereal, Fey, Shadow and other planes might be able to use the very environment  to detect, confuse, hinder and even harm. Mental and Demi planes might be particularly dangerous when faced with an antagonist who literary have created the plane in question. 



This was first take at trying to make Sense in the world of Fantasy. I hope it has given you some insights and ideas that can help you in your games!


















[image: ]
D&D is 50 - Happy Birthday!!
2024-01-28
Uncategorized
,
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D&D is now 50 years old and have come a really long way, and today I wanted to honor the fact that it is 50 years since our hobby was first published to the world!

I started playing in the winter of 1979-80 back in Sweden at age 15 and now I live in California and 50 years later I'm still playing and creating for the game. I hope you all feel like me and want to keep playing!

To celebrate this day in style, may I suggest the Royal Menu from my campaigns Needfest celebrations in Critwall:

Royal Menu

First Appetizer

Quale Breast covered in pumpernickel crumbs
Deep fried in butter, seasoned with Hepmonaland peppers

Beverage

Sornhill Valley Delight from 554 CY
A dry light white wine from the sunny Onnwal , the best year ever.

Second Appetizer

Caviar made from Plated Sturgeon
Fished in deep waters near Admundfort. Salted, bathed in olive oil from Naerie and seasoned with Celenian herbs

Beverage

Sparkling Ehlenestran Silver Wine
Chilled, and with ice shavings and faerie dust

Bread & Cheese

Dark Pumpernickel, with 8 different Adri Nuts and Heartland Golden Syrup
Thick slices with a jar of syrup on the side

Blue Grayington Velunian Cheese
Sliced and slightly oiled and salted.

Beverage

Adirole Strong - 578 CY
A brown brave Ulek Port from Gryrax

First Main Course - Fish

Scragholme Salmon
Deep Fried in butter, with oven baked Gold County potatoes with Hepmonaland Hot Seasoning
OR
Smoked, with mashed potatoes and Phostwood herb seasoning
OR
Dived (a mix of salt, sugar and dill), with mashed potatoes and Phostwood herb seasoning

Beverage

Walthain's Best

A white dry wine from the southern slopes of the Gold County. A lot of the guests thuough that this wine must have been added to the menu due to heavy sponsorship or lack of any other, it too dry and lacks any form of sweetness.

Second Main Course - Meat

Gamboge Boar
Well hung and marinated in Naerie oil and a rich Amedian spice mix, then skewer roasted over a fire made from Dapple Wood timber.

Beverage

Goldbolt Ruby - 569 CY
An Almorian rich red wine

First Desert

Gensal Winter Apple Pie with Ahlissan Custard
Red crunchy sweet apples chopped and mixed with a bready pie dough made by Eastmarch flour from Urnst, Keoish cinnamon, and ground sweet roots from Enstad. Comes with a Pint of chilled Ahlissan custard made from best of cream and vanilla.

Beverage

Gensal Cider

Chilled, sweet and strong as always

Second Dessert

Sea Princes Cocoa and Vanilla Ice Cream, with Nuts, Cream and Warm Syrup.
Sweet, fat, rich and veery flavorful ice cream bowl, served with a bowl of crushed Adri nuts, whipped cream and a small can of hot sweet Heartland fudge syrup.

Beverage

More Gensal Cider

We are in Shield Lands, what else could be served with desert...

Parting Nugget

Fairdells Moon Candy
A small bag of blue candy from Highfolk with a sweet icy smoothing taste.
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