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Worldbuilding Episode 003 Show Notes

Warning: this episode veers from story-centeredgipies and
ends up being a laundry list of information abdt t
psychology of human needs and how these shapeibehav
and a break down of our own civilization’s stagés o
development from a hunting-gathering economic l¢vel
hypothetical space-based economic level.l give raivg
because this is very much a textbook episode ofnmdition
that ends up being a bit (cough) dry and acaddmsppent a lot
of time researching this one, using informatiomfrive print
sources includinguns, Germs and Steel, but the episode ends
up with a bit of content overload.

| almost didn’t publish this episode, but the comte good,
and | didn't want to waste the material. | alsoded that the
guestions | raise in the show are important onestsider in understanding the major details of yoorld
and the character’s needs within that world.

Introducing the World Builder’s Library. Get this w orldbuilding book:

Guns Germs and Steel by Jared Diamond-great worldbuilding resource thate eloquently and completely
explains the principles | try to explore in thisssle’s hour.

Key Worldbuilding Concepts

Maslow’s Heirarchy of Needs(notes from Wikipedia)

Maslow’s hierarchy of needs is often depicted pgramid consisting of five levels:
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the four lower levels are grouped togethedeisciency needs associated with
physiological needs, while the top level is terngealvth needs associated with
psychological needs. Whitficiency needs must be metgrowth needs are
continually shaping behaviour. The basic concefitas the higher needs in this
hierarchy only come into focus once all the neéds are lower down in the pyramid
are mainly or entirely satisfied. Growth forcesateesupward movement in the
hierarchy, whereas regressive forces push prepoésus further down the
hierarchy.

St ctual zdion
Naads

/éelf-E steem Heeds

Love and Belongingness
Heeds

Safety Heeds

Physiological Needs

Suggested Worldbuilding Activity

1.

o

N

The goal is to get enough details about the wodd@nomy from this activity that you can start uagt
with some authority about your world, and get s@mvith the actual story, rather than over-develgpi
every last detail.

. Picture a character in your world with all of hisher weapons and tools, sitting down to eat a nmeal

the obligatory tavern, restaurant or food establisht, and needing to repair a minor wound with
medicine. Then describe this person in detalil.

. Answer the following questions, and you will havdesep enough sense of your world: Where did all of

the parts that make up the tools come from? This pfaait make up the weapons? Trace these parts
back to the natural resource they came from (mdtatsber, hides), then explain how each was made,
mined, grown or manufactured at each stage of ddgem

How difficult was it to acquire each piece, and wisahe relative availability and value of eackqa?
Create a price ration (1 being the cost of one comfaod item in the world—in our world a car is
about 20000 times what a unit of food like breadhhcost). Who grew, raised, manufactured or
assembled each piece?

Answer the same sets of questions for the charadethes, and the food he or she is eating.

. What taxes were incurred as the character boughbtils or weapons or food from the tavern? Who

mandates the taxes, who collects the taxes, ancewlooces penalties if these taxes aren’t paid?
What is the medicine and where did it come from?

. Note: if the world has collapsed or regressed,thadtharacter is scavenging or has scavenged items,

trace the source of the items from the origindagrevious world.

Next episode, let's get back to the story desigthefworldbuilding (and away from the dry and acaite
stuff). Let me know if you have specific topics jalike to hear!

Special thanks tdragon’s Landing InnThe Harping MonkewandFear the Boofor their support!
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Comments

Leave a Comment

If you would like to make a comment, please filt the form below.

Name (required)
INils

Email (required)
|ni|s@pandemonium.de

Website
|http://ni|s.jeppe.de/

Comments

Submit Comment |

Recently

e Worldbuilding Ep. 015: The Party

e Good news: a new episode is almost here

e Announcement: New Site Coming Soon

e Forums are back

e Forum may need a complete reinstall

e Worldbuilding Ep. 014: Setting Part Three, Usingiia Systems
e Episode 14 will be up tomorrow afternoon
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e Daughter of the Sun Artwork

e Podcast Update for November 2007

e Roleplaying Game Art and Design Thought ExperimAnt:Directing for the CORE Game Engine
(Chupa/Cinematic Open-source Role-Playing Engine)

Contact

e SandD Worldbuilding 101

Subscriptions

m Subscribe to all podcast shows!

Sign up for the Imaginary Worlds email list and gktpodcasts and network updates via email:

|
Sign me up |

Delivered byFeedBurner
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Good Stuff

e Coming soon!
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