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Silvermoon Adventures
Calling all Heroes, Adventurers and Treasure Seekers!  Excitement, challenges, and treasure can be found for the bold, the brave, and the strong in the Forgotten Realms.  Will you survive and achieve glory or will you be vanquished by those you oppose?  Welcome to the SilverMoon Forgotten Realms Campaign!

Introduction & Background 
This campaign is set in the Sword Coast region of the Forgotten Realms – a thin strip of civilization stretching down Faerun’s western shore.  The widely-spaced cities of the Sword Coast are arranged on a single great road like beads on a string.  The road goes by several names as it winds over two thousand miles from Luskan in the north to Calimport in the south, passing through Neverwinter, Waterdeep, Baldur’s Gate and other great ports along the way.  The adventure starts in the city of SilverMoon in the Northern area of the Sword Coast.  

· The year is 1398 DR (Dale Reckoning).  It is 10 years after the SpellPlague.  By 1395 DR, many of the effects of the Spellplague had ended and most arcane magic has returned to a semblance of normality. 
· All characters will originate somewhere along the Sword Coast of Fearun.  You can be from a large city such as Neverwinter, or Baldur’s Gate, to a small fishing and farming community such as IceWind Dale.  Choose a location as part of your background story.  

· What do you want out of life?  What is your character trying to accomplish?   What are your long and short term life goals?  

· Minor character changes will be allowed during the first two game sessions. 
· Consider the following questions when developing your background and personality:
· How does your character handle a helpless robber that ambushed you on the road?
· Are you a hero?  Why or Why not?  Are you cowardly, foolish, greedy, merciful?

· Who are your parents?  How did you grow-up?  Do you have any siblings?  Who are they?
· Read the “TD Rules Summary” to become familiar with the rules mechanics.   

Character Creation 

1. We will be using the Tiny Dungeon rules modified with D&D 5E combat option mechanics as noted below: 
· D&D 5E combat tactics and movement

· No Attributes
· No Armor Class
· The Tiny Dungeon Advantage & Disadvantage rules will be used 
2. Pick your Heritage per the chart below.  
3. Concept:  Players should originate a description that explains their characters’ powers/vocation/role.  Examples include:  Wandering Sword Master, Unstoppable Barbarian General, Militant Rebel Leader, Arrogant High Patriarch, Mysterious Sorcerer, Wandering Outcaste Healer, Rogue Ninja, Famous Bard Singer, etc.  

4. Statistics:  None.  Not used in the Tiny Dungeon (“TD”) rules set.
5. You will have one (1) Luck or Inspiration per game session per the standard D&D 5E rules.  This allows for a reroll for most things.
6. Alignment:  Pick an appropriate D&D Alignment.  No evil characters.  We will use Alignment as general role-playing guidelines.
7. Belief:  What does your character believe and/or what do they care about?  It can be an ideal, a place, a person, a nation, or almost anything.  This can change over time with role playing.  Sometimes, your Belief can be especially important, such as when they are the targets of magical effects.  In these occurrences, you will need to make a roll and then either act to defend or harm your Belief target depending on the circumstance.  IE:  Defender of the weak.  If you are charmed to kill a helpless child, your Belief may allow a 2nd saving throw to break free of the charm.  You need not commit to a Belief at character creation but be prepared to do so after the second game session.
8. Hit Points:  You will start with the hit points as noted by your Heritage and Traits.  Each level after 1st, you will gain one additional hit point.  
9. Background:  If desired, you can originate a backstory.  It is not mandatory for this game.  
10. Traits:  Your character will have three Traits and bonus Traits per your Heritage.  Select your Traits from the charts below.  Each time you gain a level you will gain one additional Trait of your choice.

11. Skills:  Select five (5) skills at first level.  Then select one of these skills where you have Mastery (Advantage).

12. Weapon Proficiencies:  Select a broad category of weapons to be proficient.  You Test with those weapons with 2d6.  Select a specific type of weapon from this grouping to be Masterful.  This allows a Test at Advantage (3d6).  All other weapons you Test at Disadvantage (1d6).
13.  Equipment:  Characters start the game with a backpack, a weapon of your choice, armor and shield if desired, and $25 gp.  You may spend this gold at character creation per standard D&D 5E prices.  
14. Armor Class:  None.  Armor is an affectation and does not impact the game mechanics unless the character has a Trait or something special.
15. Weapons:  Pick what you like per your concept.  Weapons do 1 point of damage with a successful Attack Action Test.
Above all else, have fun!  Good Luck!
House Rules
· Equipment:  See the character sheet and the rules “Cheat Sheet” summary.
· Training Time:  Will not be used.  A character will go up a level at the direction of the referee.  
· Languages:   All characters start knowing how to speak the “Common” and your Heritage languages.  Only those character concepts that require reading and writing will automatically have these skills.  IE:  Scholar, Wizard, Priest, etc.   
· Economy: We will be using the gold piece as the standard economic unit in this game.  
· Used Equipment:  There is a market for used equipment.  Selling of used equipment yields 25% of its retail price.  Purchasing used equipment is 50% of the retail price.  However, used equipment will be damaged or sub-standard.  In all those cases, these items function at Disadvantage
· You must Attune some magical items  before they can be used.  (As per D&D 5E rules.)  You can attune up to 3 items.  The attunement process takes an hour.
· Deities and Religion:  There are many gods, demons, and monsters in this world.  Religion will be used.  
· Spells and Spellcasters:  You need specific spell-caster Traits to cast spells.  See the Traits and Spell lists below.  The spell reference are iconic spells most commonly known.  Unusual or unique spells beyond those referenced must be researched or found.  
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Meta-Gaming Notes
· Tone: this is supposed to be a medium-fantasy somewhat serious game.  At times the game can get campy because of the referee running the game cannot help himself.  
· All characters start at 1st level with level advancement at specific milestones during the campaign.
· All characters must be willing to cooperate with the other characters.  They cannot be “evil”, but they can take a cynical approach to life if desired.       

· Replacement characters will use the same character generation as original characters and will come into the campaign at the same level as the rest of the characters.    
· It is assumed any needed replacement characters are traveling with the rest of the party.  They will be introduced when needed.  

· Stunting is greatly appreciated.  (If done well, you can gain bonuses.)
· Please create a name for your character that is appropriate for the period and setting.  No joke or pun names.  
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Character Niche Ideas
It is best for each character to be unique.  Noted below are some ideas:

Fighter w/exotic weapon

Merchant

Brew Master


Priest
Thief / Rogue


Military Enlightened Merchant

Treasure Seeker Philosopher


Boxer
Crafter 



Hunter / Ranger Paladin



Bard 

Alchemist


Monk (clergy)

Artist – seeking inspiration
Ninja
Wizard



Wrestler
Heritage Traits
	Heritage
	Hit Points
	Trait(s)

	Human
	4
	Gain an additional trait at first level of your choice for a total of four Traits.

	Elf
	4
	Bow Mastery – You have Mastered bows and have Advantage when using them.  This is in addition to the Mastered weapon chosen at first level.  This nets you two weapons where you have Mastery (3d6)

	Dwarf
	4
	Dark Vision – you are able to see in total darkness out to 60’ (but not magical darkness).  

	Gnome
	3
	Gnome Illusions – A Gnome automatically knows the Minor Illusion cantrip and gains the stealth skill for free due to their small size.  However, their movement is penalized by 5’ per movement action.  (For a move of 25’ at first level).

	Halfling
	3
	Lucky – can reroll any failed Test for any reason once per game session.  Stealthy - Advantage on Stealth Tests and can attempt to hide if partially obscured by an object or a creature that is at least one size larger than the Halfling (Medium sized or larger.)  But 5' less movement per move action.

	Tiefling (Hellborn)


	4
	Fiendish Blood - Immunity to damage from natural Fire.  As an Action, they may create a finger of flame up to 5’ away doing 1 point of damage with a successful Test.  There is no limit to the number of time they can do this per day. 

	Aasimar (Heavenborn)
	4
	Inner Light - Can glow as a bright torch at will providing light to all within 30'.   They can never take Stealthy Traits.  As an Action, they can heal a target they can touch for 2 Hit Points.  They can do this 1 time per character level per day

	Half-Elf
	4
	Skilled - Gain Proficiency and Mastery with a skill of your choice

	Half-Orc
	5
	Large Size - provides the Half-Orc Advantage on Intimidate Tests, but Disadvantage on other Social Tests.  Any time the Half-Orc rolls two 6's on a Test in combat, this will result in an additional +1 point of damage


Traits
	Trait
	Type
	Description

	Alchemist


	Crafting
	Provided the right reagents and recipes, you can mix potions, elixirs, and poison.  You also gain Advantage when identifying these items.  The cost is $25 and make an Arcana Test that takes 3 hours.  Failure destroys the regents.  The character knows two recipes at first level.  If the potion is magical, you must know the spell before making that kind of potion.  You start each game session with two elixirs they could make.  Each time you take this Trait after the first time, you gain an additional two recipes known.

	Armor Master
	Armor
	When wearing armor, you have extra Hit Points that are lost first when taking physical damage.  The type of armor determines the amount of extra hit points.  Light armor = 1 HP, no penalties; Medium armor = 2 HP, Disadvantage on Stealth Tests; Heavy armor = 3 HP, Disadvantage on Steal Test and 10’ less move per action.  These Hit Points cannot be healed and must be repaired.  It takes 3 hours of work to repair one Hit Point.  Typically, one Hit Point can be repaired during overnight resting "downtime".

	Barfigher
	Melee
	You can select Improvised Weapons as a Weapon Group.  Any improvised item you wield grants you weapon Mastery (Advantage)

	BeastSpeaker
	General
	You are able to communicate with natural animals.  This communication is very primitive, basic, and simplistic.  Also consider the motivation and focus of a typical animal; they will not know much.

	Berserker
	Melee
	You can attack with primal and furious rage. You can choose to make an attack with Disadvantage.  If you succeed, you deal 2 damage instead of one.

	Blacksmith
	Crafting
	Once per day you can make a Test with Advantage.  If successful, you automatically repair a normal item, or 1 point of Armor.  Creation of non-magical items is also possible during non-adventuring “downtime”.  

	Charismatic
	Social
	You gain Advantage when attempting to convince someone of something or otherwise influence them.  (Deception, Persuasion, Intimidation)

	Cleave
	Melee
	If your attack drops an enemy to zero (0) Hit Points, you may make an extra attack with Disadvantage

	Dark-Fighter
	Melee
	You do not suffer Disadvantage for having your sight impaired.  You cannot see in the dark, you are just not a Disadvantage when fighting in darkness

	Defender
	Melee
	When an adjacent ally is hit, before Evade Tests are made, you may choose to have that attack hit you instead.  

	Diehard
	Health
	When an attack would reduce you to zero (0) Hit Points, you avoid the attack.  You can do this one time per day.

	Dual-Wield
	Melee
	Wielding two light weapons at once that you have Mastery with, you can take an Evade action for free when an opponent hits you.  

	Dungeoneer
	General
	You do not get lost in underground areas or dungeons.  In addition, you gain Advantage when attempting to identify creatures native to dungeons or caves.

	Eidetic Memory
	General
	When Testing to recall information you have previously seen or hear, you succeed on a roll of 4, 5, or 6.

	Flanker
	Melee
	You take advantage of your ally attacking an opponent directly across from you.  In this case, your melee attack is at Advantage

	Fleet of Foot
	General
	Melee speed for one Action increases from 30’ to 40’ and you gain Advantage on Tests involving chasing or running.

	Healer
	Health
	Using herbs, ointments, and a healing kit, you are able to heal other’s wounds for 1 Hit Point with a Successful Medicine Test.  Only one attempt per wound can be made and it must be done within 15 minutes of receiving that wound.  It takes 5 minutes to administer the healing.  

	Heavy Packer
	General
	You pack heavily and your pack carries more then normal.  You gain two (2) “Extra” inventory spaces (6 slots) for equipment and treasure.

	Insightful
	General
	Test at Advantage when trying to determine if somebody is telling you the truth or lying (Insight)

	Lay on Hands
	Health
	As an Action, you can Test to heal yourself or others for 2 Hit Points three times a day.  This Trait can be used to cure poison, disease, and other non-magical ailments.

	Lucky
	General
	You may reroll a Test one additional time per game session.

	Marksman
	Ranged
	When using the Focus Action, your next attack with a ranged weapon is successful on a 3 – 6.  

	Martial Artist
	Melee
	You can select Unarmed as a Weapon Group in which to be proficient.  Once per day, you may reroll a failed Unarmed Attack or Evade Test.    

	Master Performer
	Social
	When using an instrument, you gain Advantage when swaying groups of individuals in non-combat situations (Performance).  

	Nimble Fingers
	Rogue
	You gain Advantage when Testing to pick locks, disarm-traps, or do slight-of-hand (pickpocket).

	Opportunity Attacker
	Melee
	Using a Heavy weapon with a 10’ range, if a foe leaves a square you threaten without using the Evade or Disengage Action, you may take a free attack on that foe.  You can only take one opportunity attack a round.

	Opportunity Attacker
	Melee
	You may take two additional opportunity attacks in a round.  However, you still only get one opportunity attack against a single opponent per round.

	Perceptive
	General
	You gain Advantage when Testing to perceive things around you (Perception).  You do not gain Disadvantage for Perception checks while sleeping.

	Plague-Proof
	Health
	All Tests against diseases are done at Advantage; even magical diseases

	Poison Resistant
	Health
	You have Advantage on all Tests to resist poisons and venoms.

	Quick Attack
	Melee
	By concentrating on your melee attack, you give up your movement and all other actions to attack with your Mastered melee weapon twice per round.  

	Quick Shot
	Ranged
	By concentrating on shooting your missile weapon, you give up your movement and all other actions to fire your missile weapon twice per round.  

	Reach Weapon Attacker
	Melee
	While using a large (2-handed weapon), you may take advantage of this extra length to have 10’ melee combat reach with your weapon.  Without this trait, the extra length of a large weapon has no bonus.  

	Resolute
	Health
	You gain Advantage on all Save Tests.

	Scribe Scroll


	Crafting
	Provided the right reagents and recipes, you can craft magical scrolls.  You also gain Advantage when identifying these items.  The cost is $50 and make an Arcana Test that takes 3 hours.  Failure destroys the regents.  The character must be able to cast spells and can only scribe the spells they know.  You start each game session with a single scroll of your choice they can make.  

	Scroll Reader
	Magic
	You can read power-laced magical scrolls.  You will start at 1st level with a magical scroll of the referee’s choice.

	Sharp Shooter
	Ranged
	You are skilled at shooting into combat.  You no longer have Disadvantage when shooting into melee combat.  

	Shield Bearer
	Armor
	While wielding a shield, Test with 2d6 using the Evade action instead of a 1d6.  You gain a shield at 1st level for free.

	Skill Master
	General
	Gain Advantage with one skill where you have Proficiency.

	Skilled
	Skill
	Gain Proficiency in a new skill.

	Sneaky
	General
	You gain Advantage when Testing to hide or sneak (Stealth).

	Spell Casting Apprentice
	Magic
	Gain 2 cantrips.  These are spells you can cast at will for one action.  They effect only one target, and do one point of damage.  IE:  Firebolt.  Cantrips can also provide limited information, such as Detect Magic, Identify, or Detect Poison.  Test to complete the spell casting ritual.  (See D&D 5e for Cantrip ideas.)  Each time you take this Trait after the first time, you gain an additional two cantrips known.

	Spell Casting Master
	Magic
	Must be a Spell Casting Apprentice first.  This allows the character to cast three (3) spells, each once a day.  These spells are regained after six hours of rest but can only be replenished once per day.  Damaging area spells have a maximum area of 20’ radius, and do 3 points of damage to those that fail a Save Test, and 1 points of damage to those that succeed.  IE: Fireball.  “Holding” type spells affects up to 10’ radius, and “Holds” those that fail a Save Test, but the Save is made every round thereafter for the trapped foe inside. IE:  Entangle, Hold Person, Web.  See D&D 5E spells for ideas.  Each time you take this Trait after the first time, you gain an additional three Spells known.

	Strong
	Skill
	You gain Advantage when Testing to do something with brute force, such as bashing open a door, breaking a lock, and etc.  (Athletics).

	Subtle Spell Caster
	Magic
	Casting spells is normally obvious.  With this Trait, if you succeed on a Stealth Test, you can cast a spell without being noticed.

	Survivalist
	General
	You gain Advantage when Testing to forage for food, find water, seek shelter, or create a shelter in the wild (Nature skill).

	Tough
	Health
	You gain two (2) additional Hit Points.

	Tracker
	Skill
	You gain Advantage when Testing to track in the wilderness.  While outside, you can also locate true North without Testing.

	Trapmaster
	General
	You have Advantage when Testing to find, disarm, or set a trap.  You also gain Advantage on Save Tests vs traps.  Creating a trap costs $25 in materials and a successful Slight-of-Hand Test.  Failure destroys the materials.  If the trap catches a foe, it does two (2) points on a failed Save Test and one point of damage on a successful Save Test.  It takes an hour to set a trap.  Cannibalizing an existing trap takes an hour and a Slight-of-Hand Test at Disadvantage.  

	Turn Undead
	General
	All undead in a 50’ radius make a Save Test or take 4 points of damage.  A successful Test still results in 2 points of damage.  This is useable twice a day.

	Vigilant
	Melee
	You have Advantage on Initiative Tests  (May not apply)


Tiny Dungeon Spells

	Spell Format
General rules and guidelines for spells:

	· Area holds 10'R

	· Area damage 20'R, Test to hit, 4 damage; 2 with save

	· Individual damage – Test to hit; 4 damage, Save for 2 damage

	· Individual damage – No Test to hit, 3 damage, Save for 1 damage
· Individual buff - for rest of scene.  Gives advantage for a specific type of Test

	· Healing: Restores all HP on Target - range is Touch

	· Healing :  4 points of healing at a range of 30'.

	· Mass Healing:  2 points of healing all allies in a 20'R at a range of 30'
· On-going afflictions effecting foes gets a Save Test each round to stop

	

	

	Cantrips

	· Color Spray - a blast of injurious light that strikes a foe for 1 point of damage with a successful Test.

	· Detect Magic - Magical items and affects appear to glow for the Caster within a range of 60'.  You cannot see through containers and walls but if the items is visible, you can determine if it is magical.
· Fire Bolt – a bolt of fire that strikes a foe for 1 point of fire damage with a successful Test.

	· Gust of Wind - range 60', a single medium or small er creature makes a Test or is pushed 5' away; or, create a blast of air that moves an unattended object weighing no more than 10 pounds up to 10' away from you; or, create a harmless sensory effect such as causing leaves to rustle, wind to slam shutters, or clothing to ripple in a breeze.  

	· Light - create a light as bright as a lantern on any area or object within 10' sight-range.  It will last an hour or until dispelled and can be any color desired.  Casting this spell a 2nd time will cause the first light to extinguish. 

	· Magic Missile - a rainbow color missile that strikes a foe for 1 point of damage with a successful Test.

	· Minor Illusion: Create an image of an object within 50’ that lasts up to a minute that is no bigger than a 5’ cube.  Any physical interaction dispels the illusion.  You cannot create light or make yourself invisible, but you can hide behind an illusion.  

	· Purify Food & Drink - All nonmagical food and drink within 5'R is purified and rendered free of poison and disease


	Arcane Spells

	· Call Lightning - outdoors, you may bring a minor storm that blasts lightening in a 20' Radius doing 4 HP damage, 2 points of damage with a Successful Save Test.

	· Curse - Make a ranged attack Test.  If successful, the target suffers Disadvantage on all their Actions until they use an Action to make a successful Save Test

	· Faerie Fire - With a successful Test, a foe up to 60' away is surrounded by non-damaging fire.  All attacks against this foe is at Advantage.  This lasts until the foe is dead or they use an Action to make a successful Test to put out the fire.

	· Fireball - Fill a 20' radius area with a fiery explosion doing 4 HP damage with a successful Test.  Those affected get a Save Test to avoid part of the damage and suffer only 2 HP damage

	· Flame Arrow:  Individual damage – Test to hit; 4 damage, Save for 2 damage

	· Fly -  Flight for yourself or a touched ally for an hour at your normal movement rate.  (This includes elevation changes.)  You gently glide to the ground when the duration expires.

	· Haste - Touch somebody in range, they gain an extra Action each round for the rest of the combat scene.  This can be a movement or combat Action.  

	· Hold Person – Make a  successful Test, a target within 60' is rendered immobile until they use an Action to make a successful Save Test.    

	· Invisibility - A touched target within 30' becomes invisible for up to an hour. You have Advantage on Stealth checks. You break invisibility if you take any hostile actions.  In this case, your invisible attack is at Advantage.

	· Mirror Image - create illusionary duplicates of yourself for the combat scene.  This gives you a free Evade Test every round without having to use the Evade Action

	· Scorching Ray - A blast of hell-fire strikes your foe at a range of 60'.  No Test needed to hit or cast, 3 damage, Save for 1 damage with a successful Test.    

	· Sleep -   Put all those in a targeted 10' radius to sleep if they fail a Save Test.  Each foe put to sleep makes a Save Test each round to wake up.  Waking is at Advantage if an ally attempts to wake them.

· Translocate  - With a successful Test, swap locations with an ally within 60’

	· True Strike - On your next Attack action you roll at Advantage.  If you already have Advantage, you gain the Focused Trait for this one attack (Success on a 4 to 6.)  Your attack also does 2 points of damage

	· Web  - Cover a target up to 60' away with webs in a 10' radius.  If the target fails a Save Test they are held.  Test at the start of the affected round to break out. 


Divine Spells
· Aid – Temporarily gives a single ally within 30’ 1d6 temporary hit points for the scene.  These are used first if the ally takes damage.
· Armor of Faith – give touched target divine armor for the combat scene.  This gives you a free Evade Test every round without having to use the Evade Action
· Barkskin - you touch a willing creature, their skin because rough, and bark-like for the rest of the combat scene.  This provides a free Evade Test without using the Evade Action.  
· Entangle - Grasping weeds and vines sprout from the ground in a 20' Radius within the range of 90'.  Creatures in the area are held unless they make a Save Test.  Each round those affected get another Save Test to break out.
· Cure Condition – Removes a condition from up to 3 allies within 60’.  These can be confused, stunned, paralyzed, and etc.  (However, not cursed, poisoned, or diseased.)

· Divine Blessing – Grants a target you can see up to 60’ away a guaranteed success on their next Test

· Freedom of Movement – Range of touch, an ally is not negatively affected by rough terrain and can freely move through areas of webbing and any such effects that hinders movement for the scene

· Healing - Touch somebody in range, they regain all their lost Hit Points as if having rested overnight.
· Restoration - Cures the individual touched of all nonmagical poisons and diseases.  If the disease or poison is magical, the caster must make a Save Test to be successful.  Alternatively, this spell can be used to cure 2 points of Hit Point damage if there are no poisons or diseases afflicting the patient.  
· Spare the Dying - This spell automatically stabilizes a creature within 60' that has 0 hit points or cures a poisoning or natural disease.  No effect on undead or constructs
· Weapon Bless  - Enchants a weapon touched for the rest of the combat scene with divine energy making the weapon do an additional +1 point of damage on a successful hit
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