D&D 3.5 Campaign Introduction Material

1.0  Background Information

This game will be utilizing select books of the 3.5 version of D&D rules.  The list of allowed D&D books is included at the end of this document.

The (in-game) year is 610 – nearly 10 years since my first Stronghold campaign (2007).  Coincidentally, being 2017 in the real world, it is 10 real years since that last campaign, so consider this the 10th anniversary.  The game will commence at the start of winter, with the adventure hooks and campaign beginning immediately.  
Your characters – those you have chosen to play in this campaign – have more or less spent the bulk of the past decade in the Perrrenland (and Brightstone/Marikest) regions.  During this time they have continued to assist in the protection and/or administration of Brightstone Castle and surrounding vicinity.  On occasion, some have ventured out individually or in small groups on missions or to take time off to engage in short personal adventures.  However they passed the time, your current group of characters have contented themselves to remain a permanent part of this community.  
2.0  Current Situation

2.1 Your Liege  
You are a vassal of Lord Archibald Ordin, a Baron in Perrenland.  While you all report to him by way of chain of command, you have more or less been operating independently in your own region.  You make your own economic decisions, you coordinate your own area patrols, you use your own resources to keep a watchful eye on the mountain pass – where there are frequent trading caravans.  Total population of your piece of the world is about 1000 – which includes the inhabitants of Brightstone Castle (soldiers/guards, craftsmen, workers) and a small trading post (village) immediately adjacent.   

Baron Ordin maintains his capital in Krestible, a small city of approximately 10,000 beings (about 80% human, 19% humanoid, 1% other).  This city is located within some foothills of the great Yatil Mountains.  It guards a strategic mountain pass bordering on the Kingdom of Ket to the south.  Since 605 relations with Ket have been friendly, with reguar caravans thru the mountain pass and frequent trading.  (Brightstone and Marikest benefit from this trading as well.)  
Lord Ordin has a reputation as a warlord of great repute.  He had served his feudal master (the Voorman of Perrenland) with distinction 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.  With the assistance and employment of your group of characters, the mountain pass has been made safe, Brightstone Castle has been renovated and is now a fully functioning facility, and the region has been pacified and made safe for travel and trade.  
2.2 Your Status and Location
You are all located in the Canton of Helmburg, which includes the region around and to the north of Brightstone Castle (located 15 miles into the mountain pass thru the Yatils – see map).  Brightstone Castle and Village is your primary home (and would make an excellent ski resort if some developers from Park City got their hands on the place, but I digress).  Outside of Krestible, the next largest town in the Canton is Marikest, which is located about 15 miles north of Brightstone and just outside the entrance to the mountain pass.  Your group frequently travels to/from Marikest (mostly by a Teleportation pad which is located in a secure area within Brightstone Castle).  

All of you have continued to be vassals of Baron Ordin for the past 10 years.  As vassals of Baron Ordin, you enjoy the relative safety of his Barony, with your primary duties having been the continued protection and administration of the town of Marikest, surrounding region, the southern mountain pass – most notably, the Brightstone Castle and Village (where most of you maintain your permanent residence), and administration of the copper and adamantine mines in the mountains just outside of Brightstone.  All (or most) of you have received, at some point in the past, commendations and/or titles from the Baron.

2.3 What To Expect
The adventure hooks and basics.  More details on this later.  But expect there to be occasional routine issues to solve and conflicts to resolve.  From these, bigger problems may develop.  Be prepared for harsh conditions, tough adversaries, difficult situations, and bizarre occurrences.   
3.0  Character Creation Details

3.1  Character Basics

Each player is to play a character based on the following options:

· Bring in a pre-existing character that has adventured in the Stronghold, Ket, or Exploration campaigns (2007 thru 2013).

· Bring in a pre-existing olde character that you have played in much earlier games (1980s and 1990s).  Discuss this option with me if you choose to do so.

· Create an all-new character or modify an existing NPC type of character.

3.1.1  Pre-Existing Characters from past 3 campaigns
Find a character you have played in one of my three past campaigns, and prep the character for adventure.  If your character is below 10th level, you must raise the character to 10th level.  This serves two purposes:  One, the campaign is based around a higher level difficulty, and characters below 10th level will be less effective and far more likely to die off than not.  Two, it has been at least 5 years since the last adventure (in game time), so it is logical that your characters would have done off-campaign missions that would increase their experience levels.  
If your character is starting out already at 10th level or above, you must raise the character +1 level.  Level 15 is the maximum your character may be raised to in this manner.  The purpose of this one level increase is the same as above.  

In either case, when increasing your character’s level, be mindful of any adjustments for feats, ability scores, and so forth.  The total experience points your adjusted character will have will be the minimum needed for the new level +1 point. 

3.1.2  Olde Characters from the past

If you want to play one of your old favorites, this is acceptable as well.  I provide this option for players that may want to revisit/re-live a character that they have enjoyed in the past but that may not ever have a chance to adventure again.  As stated I am not aiming to balance the campaign with all characters of the same level.  

If your Olde character is level 15 or higher, then your character enters into the campaign as-is (their most recent/past version), converted to 3.5 edition if necessary, and retain all (or most) of their class, racial, and special abilities.  As for magic items, I will need to examine those and make determinations as to what kind of magic items are allowable.  It is possible that your character may not be able to bring in all of their magic items – if to do so may imbalance the campaign (in my opinion) or cause me personal chagrin.  For Olde characters of level 15 and higher, unless you have your experience points already noted on your character, presume your character is midway between current level and next level.  

If your Olde character happens to be under 10th level, then you must bump your character up to 10th level.  If your Olde character is between 10th level and 14th level, then you must bump your character up +1 level.

3.1.3  Creating an all-new Character

For players that choose to create an all-new character, please follow these guidelines:  

Decide on a starting character class, race, and alignment (non-evil) from the PH.  Work out a background (in conjunction with me) – this background should address what your character has done, why your character journeyed to this area, and other information that will serve to hook and anchor your character into this campaign.  

Start at 1st level with your Ability Scores 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 gain feats and ability score increases per Table 3-2 in Players Handbook (p.22).  Hit Points are maximum at first level.  After 1st, you must roll your hit points for each subsequent level, but reroll 1s.  

Once you have completed your 1st level character, increase your character on up to 10th level, using the PH (or other books as appropriate) to determine the number of feats, ability score increases, and class bonuses accordingly.  Multi-class your character as you see fit.  The experience points your newly-created character will have once you are done will be the minimum needed for 10th level +1 point.
3.2  Starting Wealth & Magic Items

Pre-existing characters will begin with whatever wealth and magic they had written on their character sheets.  If for some reason you are missing your character sheet, let me know so that we can determine a fair assessment/increase in wealth and magic.  This applies to your Olde characters as well as other characters brought in from campaigns other than Stronghold, Ket, and Exploration.  
By contrast, pre-existing characters from one of those three primary campaigns (and you know who you are) will receive the following (in addition to the level bumps):  

· 6000gp worth of new magic items.  This can only be used to purchase magic items and what you do not spend is lost (does not convert into cash).  Use it or lose it.  You may not turn/trade in any of your existing magic items for cash to purchase other items.  Anyone wishing to sell any of their magic items must do so in-game.

· 5000gp in actual cash.  This can be used to purchase anything – equipment, weapons, transportation, magic items, or to save.  

· There are also magic items in the group treasury at Brightstone (separate document) that any character may choose from (at no cost)

Newly created characters will start the game with either what is already on their sheets (if any of you convert an existing game NPC into a character), or will use the following rules to determine your wealth and magic:  

Start the game with base 10,000 gp in cash.  You may spend those funds in any manner you desire (equipment, weapons, armor, transportation, magic items, etc.)  Also, you may select up to 50,000 gp worth of magic items.  Please let me know what magic items you want to purchase (as some super-special or oddball items may not be allowed).  Any remainder from this 50,000 gp that you do not spend on magic items is lost (does not convert into cash).  
3.3  Character Death and Transfiguration (Tod und Verklarung)
If any character should die/perish/destruct in the game and either you do not want to resurrect him/her, or it is otherwise impossible to bring the character back from the dead, you may do one of two things:  One, bring in another character you used in my past 3 campaigns (see above), adding +1 level (minimum 10th level) to the character.  Two, create an all-new character (per rules above) at one level below the level of your character that just died/perished/destructed (but not lower than 10th level).  
3.4 Game Books Players May Use (this campaign)
The GM may be using any and all existing 3.5 edition game books, whether they are on this list or not.  Players will be slightly limited.  If a game book is not on this list, you may not use it (please do not ask).  Also, if your character(s) take feats, spells, or other special abilities from some of the lesser used books on this list, you will be asked to justify how and why your character has that ability.  In other words, please don’t cherry pick feats, spells, and abilities just because these books are going to be available for use in the game.  Pick abilities that make sense for the character.  
Arms and Equipment Guide (AEG)
Complete Adventurer  (CAdv)
Complete Arcane (CArc)
Complete Champion (CC)
Complete Divine (CD)
Complete Mage (CM)
Complete Psionic (CP)
Complete Scoundrel (CS)
Complete Warrior (CW)
Dieties & Demigods (DD)  (for selection of deity)
Draconomicon (Dr)
Dragon Magic (DM)
Dungeon Masters Guide I & II (DMG1/DMG2)
Dungeon Survival Guide (DSG)
Dungeonscape (DS)
Expanded Psionics Handbook (EPH)
Fiend Folio (FF)
Frostburn (FB)
Heroes of Battle (HB)
Heroes of Horror (HH)
Libris Mortis (LM) 
Magic Item Compendium (MIC)
Miniatures Book (MB)
Monster Manuals I thru V (MM)
Planar Handbook (PLH)  (replaces Manual of the Planes)
Player's Handbook 1 and 2 (PH)
Races of Destiny (RoD)
Races of Stone (RoS)
Races of the Dragon (RotD)
Races of the Wild (RotW)
Rules Compendium (RC)   
Sandstorm (Snd)
Spell Compendium (SC)
Stormwrack (SW)
Stronghold Builders Guidebook (SBG)
Tome of Battle (ToB)
Tome of Magic (ToM)
Unearthed Arcana (UA)

