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Introduction 
Beyond the borders of what passes for civilisation in your 
world lie untamed lands. Lands that have not known the 
plough, the road or any permanent settlement. Here 
nature is in the ascendant and only the hardy survive. It is 
here that often the hunter becomes the prey. 
In every campaign there should be areas of wilderness, 
Places where the writ of man does not run. It is the 
demesne of beasts, nomad tribes and fell monsters. 
Unlike a dungeon or a town there are no boundaries on 
where a party of adventurers may roam. That said it is not 
as daunting to run as it sounds.  
How to design your Wilderlands 
As you know in Dead Simple we believe in the KISS 
principle so to make plotting the wilderness easy just 
follow the following steps: 
1. Decide what type of wilderness you want to play, i.e. 

moors, hills, forest, mountains, marshes etc. 
2. Write down three descriptors about the landscape. 

For example; Bleak, Rolling, Cold Moors; Dark, 
Damp, Silent Forest etc.; Hot, Dry, Rocky Desert. 

3. Decide what effect these descriptors will have. 
4. Pick two or three monsters they might run into while 

in this wilderness. These could be individual beasts 
or small tribes. For example; the bleak moors are the 
homes to predatory Ogres and also to hunting 
parties of Centaurs. The Ogres hunt by night and the 
Centaurs by day. The Ogres are aggressive and will 
attack immediately if they find the adventurer's 
camp. The Centaurs will not attack unless the party 
is aggressive towards them, but might demand a toll 
for crossing 'their land'. 

5. Choose a couple of hazards unique to the type of 
wilderness. These could be related to the terrain or 
the weather. For example: the bleak moors are full 
of bogs which are quite capable of dragging down 
both man and horse. They are also prone to ice 
storms in which hail stones the size of house bricks 
rain down upon travellers. 

6. Give them an objective, a place they need to get to, 
and some basic instructions on how to get there.  
For example: The broken tower of Amon Sûl is high 
on the bleak moors. Follow the King's road for a 
couple of days and at the second bridge head north 
onto the moors following the stream that runs under 
the bridge. After another day's march you should be 
able to see the tower on the ridge line. Beware 
though of the Ogres that plague these cold, dark 
moors and hunt the flesh of men by night. 

Though the players may feel free you will have just 
channelled them as effectively as if they were in a 
dungeon. 
To map or not to map 
Some GMs worry about not having detailed maps and to 
them I say 'chill out'. The maps of the medieval period 
were pretty awful, full of inaccuracies and guess work and 
with no usable scale. A good map was worth its creator's 
weight in gold. Thus the adventurers are unlikely to have 
one or have even seen one. Thus, as described above, a 

simple set of directions, may be all they require. Another 
source of information could be to hire a local guide. For 
the right price they may be able to take the party some or 
even all of the way to their destination. Some though 
could be brigands in disguise and will guide the party into 
an ambush. 
Player preparation 
Players should be encouraged to prepare for travelling 
across the wilderness. Some basic facts like how many 
days it will take to get to and from their objective, what 
sort of weather there may be and what the terrain is like 
should be enough. 
They can then decide what supplies they shall need, such 
as food, water, firewood, tents, blankets, mounts etc. Of 
course if they do not prepare properly then life can quite 
quickly get very 'interesting' for them. For example; 
heading out onto the bleak moors in a chainmail bikini or 
light robes may not be advisable as the weather can get 
bitterly cold, especially at night. An adventurer who is not 
prepared for this may well count as wounded after only a 
few hours. If they have an adventurer with the survival 
skill then he can make rolls to determine how much he 
knows of this particular type of wilderness, which is a 
good way of giving the players some hints about what 
they might have to face. 
The Camp 
One of the classic tropes in wilderness adventures is the 
camp. Few parties will want to travel across unknown and 
quite possibly hostile terrain at night. So get them to 
describe how they make camp on the first night. An 
adventurer with the survival skill should be able to set up 
a decent camp that will allow people to get a good night's 
rest. After that you can assume they shall take the same 
actions each night unless they say differently. What you 
shall need from them each time is a watch rota, as this 
will determine who should be awake when the Ogres 
storm the camp. Note that the closing distance for the 
attackers shall be from the edge of the party's light 
source. A dying campfire gives off very little light. 
Non-combat Challenges 
One of the things that a wilderness gives you is the 
chance to test the player's abilities in a non-combat 
challenge. How do the players intend to get their 
adventurers across the bridgeless chasm/raging 
torrent/sucking bog/frozen lake/quicksand? With 
encouragement the players can prove to be quite 
ingenious. 
Going home 
Note that the return trip can be even more exciting than 
the trip out. The party may be weighed down with 
treasure. They may have lost one or two of their mounts 
or have wounded comrades. They may also be being 
pursued by vengeful enemies. This then becomes a real 
test of their mettle. 
In conclusion 
A wilderness trip should be challenging, but like the first 
level of a dungeon, it is really the starter before the main 
course. You can use it to soften the party up a bit, but you 
should refrain from defeating them with it.  


