The Darkness Campaign:  1-1-20
D&D 3.5

“All is Darkness.

You were born in the Dark and you will die in the Dark..”  Charonti Maxim
Campaign Background-The History of the Charonti:  


More than 200 years ago the second great cataclysm struck.  According to our crumbling parchments, we the Charonti people were once the rulers of our world.  We lived (if you believe the tales..) in a world of light.  A world that was dominated by a great orb of pure light in an open sky.  This “sun” gave light, warmth and comfort to our ancestors.  


Under the open sky our people built a great civilization based on order and reason.  Then one day our ancestors were struck by a great plague which all but destroyed our civilization and left our people in ruins.  But the spirit of our people is unconquerable.  We rebuilt and relearned under one of histories greatest rulers, Queen Nefti I.  Over a period of amazing growth and exploration our people reconquered their world and rebuilt the Great Society.  And then the second Great Cataclysm struck.


According to the historians, our people were advanced in making magical “gates” to other places and worlds.  During their explorations they came across a Gate that lead to someplace unspeakable and released a being only known as “The Great Shadow” into our world.  This Shadow grew to such power that when its power reached its zenith, it cursed our people and sent them into the depths, where we remain to this day.


Our priests tell us that all is not lost.  We do not worship gods as it is said our ancestors long ago did.  Instead, we value morality and reason, and our wise ones gain power from such faith.  Using augury and the greatest of magics, our priest tell us that we can still regain our freedom from this dark prison.  We must simply go up.


For the last 200 years the survivors of the 2nd Cataclysm have work together to move up through the depths of the earth to someday reach the promise of open sky and that unbelievable hope called the Sun.  

The World of “Darkness”: 


The PCs are members of the surviving Charonti society that have been cast into the depths of the earth, and for that last 200 years have been trying to advance itself to the surface.  According to records, more than 50,000 Charonti were cast into the Darkness.  The Great Society has been slowly losing population over the years.  Now there are less than 10,000 survivors, and your losses are increasing rapidly due to terrible attacks and no resources.  At this rate, if your people do not breach the surface, you will not survive another generation. 


The PCs are members of the prestigious military organization known as The Scouts.  The Scout’s duty is to explore upwards and find routes for the Great Society to advance forward.  The life expectancy of Scouts is short. They venture into unknown territory and deal with the horrors in darkness that other Charonti can only imagine in their worst nightmares.  

Player Character Creation: 


The players are to create characters using the D&D 3.5 system rules. I will be less focused on PC power parity then in other campaigns. The limit will be the basic D&D text plus any that the players can convince me of.  I am thinking of saying each player can add one book to the basic set of DMG & Player’s Handbook, but only Wizard of the Coast texts.  

Players will create regular 1st level human characters, with 28 points to spend on abilities (DMG pg. 169)
Out of Character Knowledge:  

I am trying to create a campaign where PCs not only explore dungeons, they must explore dungeons to save their society and people.  I chose the Charonti society because most of my players are familiar with it and it is not the same old Western European flavor.  I added the Darkness element, to make it a bit more mysterious and challenging.    
CHARONTI SOCIETY AND BACKGROUND
Charonti Distant Past:  

The Charonti are the First People. Originally a very pious people, they grew in wisdom and knowledge, developing a vast civilization.  Their magics and technology allowed them to carry their people far from their shores into distant realms where they found the "shadowpeople".  The Charonti brought civilization to these other people and races, and grew even greater is wisdom and knowledge.  About 5,000 years ago the Wasting Plague appeared.  A devastating magical disease which virtually destroyed civilization in  a matter or days.  To this day, the Charonti don't know where the Plague came from.  The Charonti world crumbled and they were cast into darkness.  Some wizards and their decedents who survived became petty rulers known as Magelords.  However, one princess of the royal house survived and kept a very small enclave alive.  150 years ago under Nefti, the decedent of the royal house, the Charonti were reunified with the Congregation.  The Colleges of Magic were established along with the great library of the Dodecon.  Duty to their people is first priority, followed by justice and a search for knowledge.  

Charonti Society:  

The Charonti People:  The Charonti are small people averaging 5'4"-5'6".  They have black or dark brown hair and black or dark brown eyes.  Women either wear their hair long or are bald, and most men are bald.  Their skin is dark brown and their features are middle-eastern.

Culture:  The Charonti culture most closely resembles Ancient Egypt.  The people (men & women) dress in sarongs or skirts and people live in pyramid style buildings.  

The Just Society:  The Charonti Crown is fully dedicated-in fact, magically bound-to the creation of a just society.  The Charonti know that as they rebuild their nation they will gain great power, and it is their duty to be both good and wise. The most important ideals to the Charonti are duty to society and acting in a just manner.  Other Charonti ideals include the following: dedication to one's place in society; the practice of formal etiquette that reflects ancestral piety and a respect for the wisdom of one's elders; and the animation of the dead as a means of preserving hereditary wisdom and learning, as well as freeing the living from manual labor.  

The Caste System:  The Charonti believe that a person is best suited to one calling in life and should pursue that calling without distraction. There are 3 castes in society: the scholars, the guildsmen, and the outcasts.  Scholars are the servants of the crown and the prestigious caste, but have virtually no wealth and are bound to service.  The Guildsmen are the commoners who have the right to obtain wealth but little influence or power.  The Outcasts are Charonti who live in outland settlements and may or may not recognize the Crown, and are often considered savages.

The Undead:  The undead, or Charonath, are an important part of society and greatly outnumber the living population (about 5-1).  Charonath perform virtually all manual labor, which free the population to devote themselves to intellectual tasks.  More importantly, the Charonti view the undead as their ancestors and family members who aid them, allowing all citizens to continue serving their family or community after his life is ended.  The Charonti do not fear or loathe the Charonath, they respect them.

Government:  The Charonti are a nation at war with the chaos outside the walls and with the Knorr who are bent on destroying their heritage.  The government is dedicated to restoring the former glory of the empire and creating a just society.  The government is made up of following: the Crown (the Queen, who is head of state), the Court (30 philosophers who decide the issues of morals along with the Queen), the Council (12 advisors to the Queen who set the priorities of the restoration), the Vizier (runs the day to day management of the Crown), the Jurists (the Judges run the system of justice), and the High Guardian (the highest ranking officer of the corps of guardians who protect society).

The Scouts:  The Scouts are a branch of the Scholar Caste who specifically enter into the Upper Caverns in order to advance the Charonti people towards the surface.  They are considered very brave, and have one of the most dangerous duties in society.  Few people but the Scouts dare venture outside the caves of the Civil Center.  The Scouts employ guilds of all types to help them in their duty.  Scouts are even permitted to contact and occasionally trade with Outcasts, as long as it is within the best interest of the Charonti.

Magic & Technology:  The Charonti have lost the vast majority of their magical knowledge since the 2nd Cataclysm first struck 200 years ago.  The Addakainen is the "pool of magic and knowledge"  which holds the Dodecon.  The spells in the Dodecon (the limited Charonti Library) represent all the magical knowledge that has been salvaged and saved, or rediscovered throughout the years.  The Charonti know it is but a fraction of the knowledge of their ancestors. Wizardry is considered the second highest calling in Charonti society, second only to philosophy.  At least 25% of the population are mages and magic pervades the entire society.  Magic is so prevalent that many people are trained and able to Read Magic.

Education:  There are many schools in Charonti society and every scholar and guildsman has access to a free education.  Only Outsiders are denied, for they are not true citizens of society.  All children are taught to read and write, and all are taught a craft, skill, or profession.  In addition, all citizens are versed in philosophy.  Charonti culture promotes education at the path to both a strong and just society.  Important schools include:  the Children's School (up to age 14), Open School (determines the path the young person will take), Guild Schools (crafts and artisans), School of the Guardians (military academy), Colleges of Wizardry (specialist's school), and the College of Thought (school of philosophy).  

Religion:  The Charonti were once a pious people who devoutly practiced a religion centered around a deity they called Thanhotep ("cycle of beginning and endings"), a god of death and rebirth. Since the destruction of their society, the Charonti have turned away from divine powers and turned inward focusing on Moral Philosophy.  Most Charonti believe it is best to leave the supernatural powers alone. 

Charonti believe that if they die outside of the community, their corpses will be consumed by scavengers, unable to aid their descendants and their souls will come under the power of some deity.  Charonti who die within the community are either raised (if their family can afford it) or animated to serve their family and community.  Their souls are ritually reincarnated back into the community by the powers of the Philosophers.   

ARCANE SPELLS IN THE DODECON:

Elder/Universal Spells: 

Cantrips: Arcane Mark, Detect Magic, Light, Prestidigitation, Read Magic, 

1st Level:  Charm Person, Comprehend Languages, Hold Portal, Magic Missile, Silent Image, Protection from Evil, Read Magic, Sleep,

Abjuration:  

Cantrips:  Resistance,

1st Level:  Alarm, Mage Armor, Protection from Evil, Protection from Cantrips, Shield,

Conjuration:  

Cantrips:   Ray of Frost, 

1st Level:  Grease, Mage Armor, Monster Summoning I, Unseen Servant,  

Divination:  

Cantrips:  Detect Poison,

1st Level:  Comprehend Languages, Detect Undead, Identify, 

Enchantment: 

Cantrips:   Daze,

1st Level:  Charm Person, Hypnotism, Sleep, 

Evocation:  

Cantrips:  Flare, Light

1st Level:   Magic Missile, Shocking Grasp, Tenser's Floating Disk, 

Illusion:  

Cantrips:   Dancing Lights, Ghost Sound, 

1st Level:  Change Self, Color Spray,  Silent Image, Ventriloquism,

Necromancy: 

Cantrips:   Disrupt Undead,

1st Level:  Chill Touch, Create Shard of Control, Detect Undead, Rend the Dead,

Transmutation: 

Cantrips:   Mage Hand, Mending, Open/Close,

1st Level:  Erase, Feather Fall, Shocking Grasp, Spider Climb,

2nd Level:  Levitate, 

BARD SONGS RECORDED IN THE DODECON:  

Song Cantrips that are Recorded:  Dancing Lights, Daze, Detect Magic, Flare, Ghost Sound, Light, Mage Hand, Mending, Open/Close, Prestidigitation, Read Magic, Resistance,

1st Level Songs that are Recorded: Alarm, Charm Person, Erase, Feather Fall, Hypnotism, Identify, Mage Armor, Protection from Evil, Silent Image, Sleep, Ventriloquism,

Note on Light Spells: 

In the world of Darkness, all Light type spells only function at ½ normal radius.  So a light spell only gives off full light in a 10’ radius, and shadowy light in a 20’ radius.  
CHARONTI NAMES:

Charonti build their names over time using multiple syllables.  With more experience the name grows.

The following is a list of the most commonly used syllables in Charonti names:

a=he



ad=ocean

adda=pool


ahm=scribe

al=nation


am=tablet

an=peace


ar=man

at=wind



ban=brave

bra=brother


buc=giver

cha=new


con=storehouse

daal=child


dode=education

dor=fire



ek=great

eser=scholar


en=home

es=maker


fer=mother

gath=large


gox=father

ha=daughter


ho=cycle

hram=far-seeing


i=she

ain=cunning


ihn=proud

il=aspire


im=dark

is=young


ja=disciple

kah=justk


ai=knowledge

kan=hammer


khan=guildsman

le=lineage


lia=luminous

men=trader


mir=water

mose=oldn


a=without

nath=dead,death


nef=wise

nem=wizard


en=magic, magical

neth=living,life


nez=run

on=son



or=flower

pal=reason


pil=outcast

qad=desire


ra=little

ron=people


sha=builder

sur=teacher


tay=heart, center

tep=end



than=begin

ti=gentle


ton=creator

u=sky



uh=fat

uk=sprawl


um=shelter

vu=thief



wa=philosopher

xer=warrior


zo=stone

