Godbound-The Damara Campaign:  3-26-20
Campaign Background:  

Welcome to the Damara-Godbound Campaign.  Players will be playing newly ascended Godbound PCs, who were formally D&D Forgotten Realms Adventurers (think 1st Edition, 20th level).   The nation of Damara has fallen apart and been attacked by the forces on an evil Witch-King of Vaasa (north of Damara). 
In just one night in 1347 DR, Castle Perilous was created on a crag in northern Vaasa by the lich Zhengyi, and he claimed power in Vaasa, garnering the support of the goblins, giants and orcs, as well as creatures from other planes and the undead, and the Grandfather of Assassins
 
In the same year, Wolf Winter struck Damara, in which the harvest was destroyed by early frosts, leading to widespread starvation, and dire wolves, some lycanthropes, spread into northern Damara. This coincided with an evil creature infesting the Bloodstone Mines, halting the mining operation that was responsible for almost half of Damara's bloodstone revenue and killing hundreds of miners. 
In 1348 DR, the armies of the Witch-King Zhengyi occupied Bloodstone Pass and swept into Damara, massacring many Damarans and plunging the nation, along with Vaasa, into a decade of war. Narfell and Impiltur offered no help with the conflict on the grounds that they had their own problems to deal with. 
A stalemate was reached in 1357 DR when King Virdin's Damaran army was involved in a standoff with Zhengyi's forces across the Ford of Goliad on the river of the same name. The stalemate lasted throughout the month of Kythorn (the source material gives "June" as the month but this is not on the Faerûnian calendar) until Virdin used a magic wand, believed to have been given to him by his chief lieutenant Felix, which he believed would allow his army to safely cross the river. It was a deception and Zhengyi's army had been waiting for this moment. They struck while much of Virdin's army was in the river, laying the decisive blow. Virdin, who was watching from a nearby hill, was assassinated by a dagger used by an unknown assassin, believed to have been Felix. 
Due to their failure in the Battle of Goliad, Damara came under the power of the Kingdom of Vaasa. The northern provinces of Damara were deserted and the refugees fled to the south of the kingdom. During this time, the Kingdom of Damara was non-existent, as it became a land for a few dukes and barons independent from each other. These independent leaders were forced to pay tribute to Vaasa and acknowledge the power of their northern neighbor. 

 Gareth Dragonsbane and a group of intrepid adventurers have been able to slow the advance of the Witch-King, but it is only a matter of time before the kingdom falls.  The year is 1359, and the PCs have just arrived in the Barony of Bloodstone after their Ascensions.   

It is time to take the fight directly to the Witch-King…

PC Creation:


Players will create basic beginning 1st level Godbound Characters.  The basics are below.  
Campaign Notes:  
This is a quick ad-hoc campaign, in a format I am both unfamiliar with and uncomfortable with, so patience will be necessary please. 

It is not necessary for players to know much about the Forgotten Realms or Damara, just fake it.  PCs must be good (basically) and heroes, with the purpose of saving the kingdom of Damara from a terrible threat.  PCs must also be willing to work together.  
Godbound-Damara PC Creation:

Background Role-Playing Requirements for Characters:


 
The most important part of PC creation is the Player Character’s personality and background.  Please detail the PC in depth and include all of the following as a minimum.



1. Physical Description:  Include age, ethnicity, height, weight, etc.


   
2.  Family:  Include descriptions and relationships.    


  
3.  Education:  Where and when, and how well


  
4.  Where and how do you live:  Self-explanatory

5.  Career/Job-Income:  Self-explanatory


  
6.  Hobbies:  Self-explanatory 


  
7.  Faith/Religion:  Self-explanatory


  
8.  Pets:  Self-explanatory 


  
9.  Relationships:  Include Friends/Loved Ones, and Enemies


 
10. Personality:  What type of person are you in a few words. Include likes, dislikes, and important points of view.



11.  Motivation/Drive:  What does your character want and what do they strive for? 



12.  Former Character Class:  What were you before you ascended: Paladin, Wizard, etc. 



13.  Former Alignment:  What was  your former Alignment: Lawful good, Neutral, etc. 



14.  What is your connection to Damara:  Why are you intent on saving Damara

15.  Include anything else that will help flesh out the Character.
1.  Determine Who Your Calling and Background: Players must write a few words describing the PC’s natures or personality, and their motivation or calling. 


2.  Create Three Facts about PC:  A Fact is an important truth about your hero (and technical term in the game), one that shapes their past and abilities (Pre-Empowerment). One Fact should be about where they came from or their origins including about how they acquired the skills or talent they used to survive before awakening to their divine power or their past Profession, and one Fact should be about some sort of important relationship or organization, religion, or other group they're involved with, family relation, or group enmity.  Another Fact should be about their profession or chosen trade.  Facts add +4 to PC’s Attribute Rolls/Saves when appropriate.  

NOTE:  One Fact MAY BE SAVED for the first game as PC develops if the player so chooses. 

3.  Pick Attributes:  Take the set numbers:  16, 14, 13, 13, 10, 8, Please keep track of your original Attributes.  PCs might raise them with future Words or Gifts, and may then shift them around.

4.  Record Saving Throws:  Subtract the higher modifier of the appropriate attributes from 15 to determine your three saves.  Hardiness (Strength/Constitution), Evasion (Dexterity/Intelligence), and Spirit (Wisdom/Charisma). Patrin can automatically succeed on a roll with the cost of an Effort.

5.  Hit Points:  Begin with 8 Hit Point modified by their Constitution Modifier.  

6.  Pick 3 Divine Words/Words of Creation: These will be gained in the future, and are the focus of the PC’s power.   The should be no redundacy in Divine Word choice amongst players.  If there is conflict, we will create a roll-off for the whole group to determine who gets what Words.  

7.  Determine Attack Bonus and Damage: Base Attack is +1 plus attribute modifier, Damage is based on weapon + attribute modifier, 

8.  Determine Armor Class: Based on Armor and Attribute Modifiers

9.  Record Effort:  PCs begin with 2 Effort

10.  Record Influence:  PCs begin with 2 Influence, but will gain some in the future.

11.  Record Dominion:  PCs begin with 0 Dominion, but will gain some in the future.

12.  Create Background: Give basic background and history of PC (See above).

13.  Equipment:  PCs will begin with any basic equipment they wish.  


The Words of Creation

Alacrity   Agility and swiftness in motion

Artifice   Building, repairing, and destroying objects

Beasts     Command and transformation of beasts

Bow        Ranged combat and impossible accuracy

Command    Leadership, rule, and enforced obedience

Death      Undead, death, and the dying

Deception  Trickery, stealth, illusion, and lies

Earth      Stone, strength, soil, and obdurate hardness

Endurance  Tireless vigor and scorn for injury

Fertility  Plants and growth both unnatural and normal

Fire       Heat, smoke, light, fury and lust

Health     Vigor, healing, and the command of disease

Journeying Swift, unhindered travel over far distances

Knowledge  Knowledge both mundane and supernatural

Luck       The having and giving of luck good and bad

Might      Raw strength and its use in tremendous deeds

Night      Darkness, sleep, night-passage and dreams

Passion    Emotion, devotion, grudges, and yearnings

Sea        Water, seas, rivers, sea-beasts, and purification

Sky        Weather, lightning, flight, and winds

Sorcery    Initiation into theurgic spellcasting

Sun        Light, vision, truth, heat and banishing

Sword      Melee combat and unarmed struggles

Time       Prophecy, postcognition, and time-weaving

Wealth     Money, prosperity, and abundant goods

Fate

Shapeshift

Other Possible Words:
Birds:  Traits, control, flight

Cities:  Building, connection, knowledge

Dance:  Motion, movement, rhythm

Desert: Heat, mirage, survival

Desire:  Romance, beauty, craving

Entropy:  Disorder and decay

Fear:  Horror, courage, nightmares

Insects:  Traits, control, swarms

Intoxication:  Chemical influence, poisoning, drunkenness

Madness:  Broken logic, delusional visions, irrationality

Murder:  Secret killing, poison, betrayal 

Music:  Harmony, sound, and passion sound provokes

Protection:  Guardianship of others

Theft:  Lying, trap evasion, taking, 

Underworld:  Caves, darkness, buried treasure

Vengeance:  Pain and punishment against those who transgress

War: Life and death in the field of battle

Winter: Frigid conditions

Peak Human:  Being a superlative human in everyway
Example Godbound PC:

Name:  Hyperion

Nature:  Idealist (Neutral Good)
Motivation/Calling: Need to save people

Background:  Hyperion is a 22 year-old Ranger who has fought for Damara and the cause of good his entire life.  He has recently ascended . 

Words/Gifts:  6 points
Bow (Can summon any used missile weapon, never run out of ammo, ranged attacks are magic): 

Feathered Tempest (Lesser Gifts):  On Turn-Always hit lesser foes, and spread out damage


Rain of Sorrow (Greater Gift):  Commit Effort-On Turn: Ranged Attack does straight damage to Mobs +1 per level (1d8 +3).  
Command (Raise Charisma to 16, Tongue ability):  


Thousand Loyal Troops (Lesser Gift): Commit Effort: Visible NPC become cooperative as though I’m his boss, Worthy Foes get Spirit save. 
Sun (Shed light 200’, can’t be blinded, can see through clouds/smoke/darkness): 
Body of Burning Light (Lesser Gift): AC: 3, Light Weapons-200 ft range, 1d10 damage, light shed is natural sunlight.  

Hasten the Light (Lesser Gift):  Commit Effort: Appear anywhere in natural sunlight (or own light) within 1 mile. 
Level:

1

Influence: 
2
Dominion:
0
Effort: 

2
Attributes
Modifiers
Check


Str.
13 
+1

8+

Dex.
16
+2

5+

Con. 
10
+0

11+

Wis.
14
+1

7+

Int.
13
+1

8+

Cha.
16 (8)
+2

5+

Facts: 

1)  Hyperion is a single child raised in the woods by a  hermit and became a Ranger.

2)   Hyperion has travelled extensively throughout the Forgotten Realms. 

3)  Hyperion has learned the Strife of the Hunting Beast (Does not allow armor usage). 

Saves:


Hardiness:  14+

Evasion       13+


Spirit:          14+

Hit Points (8):

AC (No armor):  7/1 (Body of Burning Light)
To Hit:  +1/+3

Weapons:  
Long Sword:  To Hit: +2, Damage: 1d8 +1
Long Bow:  To Hit: +3, Damage: 1d8 +2

Fray Die: 1d8
Equipment:  Ranger Clothes, Long Sword, Long Bow, Quiver of Arrows, Hunting Knife, Ranger Equipment, Travel Gear,
