D&D 3.5 Campaign Introduction Material
1.0  Background Information

This game will be utilizing all features of the recently-modified 3.5 version of the D&D rules.  While I do not personally possess all the supporting books, it is likely that I will allow use of most, if not all, of them.  Should any of you wish to utilize any features from those game books other than the Player’s Handbook, Dungeon Master’s Guide, or Monster Manual, please discuss your ideas with me prior to commencing.

As with many other D&D games we have played, your group will be the standard “mixed bag” of character classes, races, and alignments.  While I place no major restrictions on many of the game elements, I do expect the group to continue to work together.  This is a standard and reasonable expectation.  Further, if anyone has any questions or special requests with regard to your character background or things you want your character to do or accomplish in the year that has passed, or simply need some helpful suggestions, please feel free to email me (aventrue@ca.rr.com) anytime.

I reserve the right to modify any of the rules contained herein.

2.0  Current Situation

2.1 Your Employer

You are a vassal of Lord Ordin, a Baron in Perrenland.  Baron Ordin maintains his capital in Krestible, a small city of approximately 10,000 beings (about 80% human, 18% humanoid, 2% other).  This city is located within some foothills of the great Yatil Mountains.  It guards strategic mountain passes bordering on the Kingdom of Ket to the south.  Up until now, relations between Perrenland and Ket have been neutral, with occasional trade between the two.  Up until year 601 there had been rumours of Ketish incursions into the southern-most parts of the mountain passes along with an accompanying reduction in merchant trade.  However, due to the actions of your group, much of the turbulence in the area has subsided and trade has again resumed.

Lord Ordin has a reputation as a warlord of great repute.  He had been serving his feudal master (the Voorman of Perrenland) in their wars against the Tiger Nomads to the North throughout the years 598 - 601.  This had represented a tremendous drain of manpower and resources, and Lord Ordin scarcely had the resources remaining to adequately protect the mountain passes.  Nevertheless, with open warfare to the north and a reduced (yet still very real) possibility of Ketish incursions to the south, the importance of guarding this pass has been, and remains, of critical importance.  

2.2 Your Status

Some of you have been in the employ of Lord Ordin now for two years, while others were recently brought into his employ (see section 3.1.3).  With events such as they are, it made sense for each of you to seek steady, “safer” employment for a time until the war situation died down.  For those that remain at Brighstone, the rewards have been good and the status advantageous.  For new adventurers coming into the fold, the stories of brave deeds accomplished by the lords of Brightstone have been told throughout the region – just the sort of place an adventuresome spirit would be attracted to.

As vassals of Lord Ordin, you enjoy the relative safety of his Barony, with your primary duties having been assisting in guard duties in and around the southern mountain passes.  This has given you opportunities to get to know many of the Baron’s soldiers, workers, and scholars.  Those contacts will likely continue to be important resources for you in the future.

2.3 Your Assignment

The Canton of Helmburg.  This is the smallest of Perrenland’s 10 cantons.  It is located approximately 75 miles north of Marikest.  Mistress Tasha, a Sorceror of reknown, has been in charge of this area for about 18 years.  She stopped previous Hill Giant incursions taking place in that area, and as a reward was given charge of that, arguably, most wild of places.  The region itself is mostly plains and flatlands, with occasional scrub, and hilly areas closer in to the Yatil Mountain range to the west.

During the final days of year 601 all contact with Mistress Tasha (the region’s foremost Sorceror) ceased.  And strange magical effects have been seen in her canton, especially near her Tower.  A group was sent by the Voorman of Perrenland to investigate.  As suspected, no one from that group returned.  Now, Ordin is requesting your assistance – to form a task force and enter Tasha’s lands and investigate the problems, and report back.  Ordin will pay each of you that participate 2000 gp for your service.  You will also gain limited acquisition rights to anything which you find that does not already belong to Tasha or the first group that was sent in.  Of course, to earn this money you will be expected to bring back solid information.  

The magical “effects” in the canton radiate out for about a league in all directions from her stronghold, which is located about dead center of the region.  The best explanation for the effects has been mis-alignment of magical reality.  In other terms, that means that magic of most (all?) sorts suffers from odd and variable consequences in the area.  Whether it gets worse farther in than on the fringes, is anyone’s guess.  Weather patterns have been affected by this, but tend to take the form of dark skies (though cloudless) and random winds and temperature changes.  No storms or earthquakes, or similar disasterous occurrences, have been reported.

In practical terms, for you as players, this means that anything magic (items, spells, even some supernatural abilities) may not function 100% as one might expect.  
3.0  Character Roles and Creation Details

3.1  Character Basics

Based in part upon the information detailed above, each player is to create a new or replacement character using the 3.5 edition D&D rulebooks.  For those that do not have version 3.5 you may create your character using 3.0 then we will convert it to 3.5 on the first game day; conversion will be a relatively simple and quick process.

Ability Scores are completed as follows (c.f. DMG v.3.5, p169).  All ability scores start at base 8.  Take 25 points to spread out among all abilities.  For ability scores of 14 or lower, you buy additional points on a 1-for-1 basis.  For ability scores higher than 14, it costs a little more (see the table below).
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You will gain feats and ability score increases per Table 3-2 in the Players Handbook (p.22).

3.1.1 Race

Any standard race is allowable.  Preferred races include:  human, half-elf, elf, dwarf, gnome, halfling, and even half-orc.  If you have a desire for a special race, please speak with me about it prior to the first game.  Make your character’s age between 20 and 50 (or equivalent, depending on race).

3.1.2 Class and Alignment

Players may choose any standard class as listed in Player’s Handbook.  All characters have the options of choosing specialty and prestige classes (once they satisfy the requirement criteria).  Most prestige classes will be available, though there may be a few restrictions.  Please discuss with me prior to selecting any prestige class for your character.

You may select any alignment: good, evil or neutral.  However, the only caveat is that your group is of such combination that it is able to work effectively together.  

3.1.3 Level

You have the option of starting your character at either level 7 or level 8.  There are advantages and disadvantages to both, detailed as follows:

Level 7:   You have previously been an employee, vassal, servant, or soldier of Lord Ordin.  Therefore, you will be able to start the game with more funds (talking about $$$) than those that are not employed initially by him (see 3.1.4).  You are already part of the game scheme and therefore in the future may be asked to fill (or at least have the option of) a leadership position within the group.  You will already know the group of characters so no formal introductions will be necessary.  The obvious disadvantage is that you are one (or more) levels lower than others may be.  Start the game with 21500 experience points.  (This starting level represents an exception to section 3.1.6 below.)

Level 8:   You will be an “outsider” for purposes of knowing Lord Ordin at the beginning of the game.  While you will start with less wealth than your level 7 counterparts, and will be meeting Lord Ordin for the first time (and entering into his employ), as well as meeting the other characters for the first time, obviously you will have a one level advantage for purposes of experience points and future level progression.  Start the game with 28500 experience points.
You may multi-class if desired, observing the standard experience point restrictions for non-favored classes (see pp 59-60 of Players Handbook v.3.5; pp 55-56 of v.3.0).

Experience will be awarded in the standard way, same amount to each player that remains for at least half of a game session.

3.1.4 Starting Wealth & Magic Items

Characters of level 7 may start the game with base 10,000 gp in liquid wealth.  You may spend those funds in any manner you desire, including purchase of magic items at standard book costs (see DMG).  You also may select up to 90,000 gp worth of purely magic items.  Any portion of the 90,000 that you don’t spend may not be converted into gold, nor can you save unused magic item gp for future use.  Thus, you are encouraged to purchase magic items now.  Also, you gain the Toughness feat (Players Handbook p.101) and the Negotiator feat (PH p.98) for free.

Characters of level 8 may start the game with base 5000 gp in wealth.  You may spend those funds in any manner you desire, including purchase of magic items.  Also, you may select up to 50,000 gp worth of purely magic items, as above.  Finally, you gain the Self-Sufficient feat for free (Players Handbook p.100).

There are opportunities to gain additional starting funds, but those will be detailed at the first game, after you have already completed your character(s).  Also, your new character may be given additional items from the party-treasure resources, if the other players choose to do so.

If anyone has a particular desire for some type of specialty item not found in standard books, please discuss with me prior to purchasing that item.

3.1.5 Spells and Spellcasters

For those that select Sorceror or Wizard as character classes, please observe the standard rules for familiars and spellbooks.  For Wizards, you can add three new spells to your spellbook per level after 1st level (rather than the standard two per level as detailed in the PH).  

3.1.6 Character Death and Rejuvination

Starting a new (second, or third) character after your first character dies (assuming you haven’t previously created a secondary back-up character) requires that the new character start exactly one level lower than the average level of all surviving characters’ levels combined, after throwing out the lowest level character.  (For example, you die.  The players that remain alive have characters of level 6, level 6, level 7, level 7, and level 8.  Throw out one of the level 6.  The remainder average out to level 7 exactly.  Your new “replacement” character would then start the game at the bottom of level 6.  If the spread were level 3, level 5, level 7, level 7, and level 7, after throwing out the level 3, this would average out to level 6.5, therefore your character would start at level 6:  5.5 rounds up to level 6.)  Note that any average with a decimal of .4 or lower rounds down.  See me for details if you have questions.

3.1.7 Special Bonuses

Once you have finished creating your characters (one, or two), there will be bonus awards that you may choose from.  You will each receive a document titled Character Starting Bonuses, displaying a chart showing the bonuses you may select, and how many you will receive at the beginning.  Your selections should remain your own, and therefore not be revealed to the other players (though you are under no requirement to keep the secrecy).

3.1.8 Hit Points

All characters start the game with hit points per level using the following chart.  Add in Con bonus per level, if any, as usual.
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3.2   Having Two Characters

A always, there is a chance your new or replacement character may die in-game, and there may not be any way to have him/her resurrected.  In this campaign you had the option of creating two starting characters, rather just the standard one.

For those that have two characters, each game you will select one as your primary character.  The primary character will be played in the day-to-day gaming during the session.  While your secondary character will remain in play, he/she will not take part in the day-to-day adventuring.  The secondary character will remain away at the nearest town or city.  With two characters, you will be required to create some history for them such that both characters know each other in some way (related, friends, associates, military comrades, business dealings together, etc.).  This will apply to new and replacement characters – if you have one character you have played in the past and are just now creating a second/new character, figure out a way (story/history) for them to have known each other.  

3.2.1   Switching Characters

At any time in between adventure chapters, you may switch the primary character for the secondary character, and vice versa.  Once in play, you cannot switch characters until either the chapter ends (your GM will inform you when that happens), OR until the character in play dies and is not resurrected (whether by choice or by circumstance).

3.2.2 Two Character Experience and Progression

Some of you may prefer to keep only one character “on file” and then create their second when and if their first should permanently die, thus examining the game situation at that point in time in order to determine what kind of second character they may want to run (in terms of race, class, and so forth).  This is perfectly fine, and it does give the advantage and flexibility of being able to more precisely gear your second character towards the needs of the campaign situation when (and if) your first character should die.  It also keeps your own record-keeping simpler.  

Both primary and secondary characters gain the same amount of experience points.  (For example, your primary character earns 4000 exp pts for successfully completing a mission.  You secondary character also earns 4000 exp pts.)  While this may seem arbitrary (and it is), my goal is player enjoyment and simplification first and foremost.  This is the main advantage of going to the trouble of creating two characters early on.  It is assumed your secondary character is out on other missions for Ordin while your primary explores and performs the live in-game missions.

4.0  Creation Ideas

Normally, in our previous D&D games, as players we are left to our own devices when it comes to the combinations of character classes and races.  At times, a few helpful ideas from the GM can be useful toward that end.  In that vein, I have provided below some “ideas” on possible combinations for the adventuring group.  Please bear in mind that these ideas are just that—ideas only.   Whether such ideas are made into reality will in no way advantage or disadvantage any player over another.  With that said….

The Outdoors Group

· Barbarian (Human)

· Druid (any race)

· Sorceror or Wizard (any race; the “brains” of the group)

· Ranger (Human or Half-Elf)

· Rogue (Halfling or Gnome)

· Bard (Human or Half-elf)

The Knightly Group

· Fighter (Human, Dwarven or Gnome)

· Paladin or Ranger (Human or Half-Elf)

· Wizard (any race)

· Sorceror or specialized Wizard (any race)

· Cleric (Human)

· Rogue or Monk

Multi-classing may be used to satisfy these class ideas.  Note that one group could be the primary characters, while the other group could be the secondary set of characters (see section 3.2).  Again, there are merely serving suggestions.

