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VECNA LIVES




Godbound Vecna Campaign
Legends and recent history tells of a great evil demi-god that is trying to ascend to Greater good-hood and corrupt your plane of existence.  Heroes of renown defeated this great evil preventing him from fully manifesting his powers on their world of Fearun.  Do you have what it takes to stop Vecna from achieving his ultimate goals and turning the entire multiverse into a realm of undead paradise?
Introduction & Character Background
We are continuing the Vecna campaign, transitioning from Tiny Dungeon mortal heroes to Godbound.  This will be a plane-hopping, high fantasy game where your character will have a direct impact on the cosmology of the multiverse.  A short history follows:
· The characters started as heroic mortals first finding a new Queen for the area of Silverymoon on the world of Fearun.
· During their quest, they unleashed the great evil known as Vecna.  
· The characters found Vecna’s eye, hand, and his body; putting all of them together in order to defeat him once and for all.  Unfortunately, this did not work.

· Vecna was killed on Fearun, but you have recently learned that he is going to manifest on his home plane.

· In order to truly destroy Vecna, you must destroy him along with his artifact eye and hand on his home plane.

· You do not know where this plane is, nor how to defeat him.  All you know is that you must once again find the Eye and Hand of Vecna to somehow defeat this great evil.  

· Failure to accomplish your quest could result in the destruction of many worlds and possibly the multiverse.
· It is highly recommended to convert the original characters to Godbound as noted below. However, this is not mandatory. If you want to bring in a new character, you may do so. 
· Consider the following questions when converting 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?
· Are you religious or just pretend?  

· Character changes will be allowed during the first two game sessions. 

Character Creation 

1. We will be using the Godbound rules modified with D&D 5E mechanics as noted below.

· D&D 5E combat tactics and movement

· D&D 5E attribute modifiers.  Thus, a 16 Strength is a +3 modifier, and etc.  
· Armor Class will be per D&D 5E

· We will be using the Advantage/Disadvantage 5E rules system
2. Per standard Godbound rules, you will have 3 Facts to start your character as follows:

· Race:  See below

· Class/Concept: Players should originate a description that explains their characters’ eventual powers/vocation/role.  Examples include:  Hunter, Warrior, Shaman, Scout, Bard/Historian, and etc.  

· History:  This is something that your have learned or experienced during your life.  In this campaign, since you vanquished Vecna from this plane, this fact will be “Vanquished Vecna.  Hero of Silverymoon.  Plus +2 to social skills when dealing with others in the Silverymoon area that knows about you.”

3. Available Races:  
· Human:  A jack of all trades.  Gain an additional Trait (see the chart below), and either an additional weapon proficiency or skills proficiency.
· Elf:  You have an automatic proficiency with bows (not cross bow), and either the Nature or Arcana skill

· Dwarf: You are able to see in total darkness out to 60’ (but not magical darkness) and you gain a weapon proficiency with either the axe or Warhammer

· Gnome: Free Arcana skill and able to make “light” as the mortal magic cantrip.  (Like a tourch).  Small stature so your movement is 5’ less per move action
· Halfling: Lucky – can reroll any failed roll once per game session.  Stealthy – gain the Stealth skill for free.  Small stature so your movement is 5’ less per move action
· Tiefling (Hell born): Fiendish blood, immunity to damage from natural fire.  As an action, you can create a finger or breath of flame out to a range of 5’.  This is 1d6 damage before conversion on a successful hit

· Aasimar (Heaven born): Inner light – you can glow as bright as a torch at will providing light to all within 30’.  Any stealth checks are at Disadvantage (whether glowing or not.)  Twice a day, on a touch, heal a target 1d6 (before conversion) hit points.  
· Half-Elf: Skilled – gain a skill and gain mastery (Advantage) of that skill.

· Half-Orc: Large size – provides the Half-Orc with Advantage on Intimidate checks, but Disadvantage on all other social rolls.  Gain either +1 to Strength or Constitution.
4. Mortal Talent:  Your character will have a single Mortal Talent.  Select one at character creation from the list of Mortal Talents provided later in this document.  Consider your character concept when selecting this Talent as opposed to a purely mechanical advantage.  When your character gains Gift points, they may spend them to acquire additional Mortal Talents at the cost of 1 Talent per Gift point. 
5. Statistics:  You have the following statistics to put into the six attributes of your choice:  16, 14, 13, 12, 10, 8
6. Alignment:  Pick an appropriate D&D Alignment.  No evil characters.  We will use Alignment as general role-playing guidelines.

7. You will have one (1) Effort to start.  As a Godbound, Effort allows you to automatically succeed on saving throws, skills checks and etc.  See the summary combat sheet for more options.  All used Effort returns after resting overnight.  
8. Anima Banner:  Please design an iconic display or image when your character uses Effort as follows:  one Effort = no display effect.  Three Effort results in a brightly glowing effect that will light a small room.  Five or more Effort results in an iconic display that can be viewed for miles.  The display is purely visual with minor sensory effects.  It will not damage your surroundings or opponents.  (See page 225 of the Godbound book as Incandescent Power for a detailed description)
9. Consuming Temptation will be used.  Please see page 215 of the Godbound book.  This can also be a weakness,  driving force, or primary motivation for the character.  You need to not commit to a consuming temptation at character creation but be prepared to do so after the second or third game session.
10. Hit Points:  Since you started out as a leveled mortal, your hit points will be reset as a Godbound.  As such, your Hit point total will start at 1 Godbound hit point plus your full Constitution modifier.    You will earn more through the game.  Each level after 1st, you will gain one additional hit point and half your Constitution modifier (round up).
11. Weapon Proficiencies:  As in 1st edition D&D, there will be weapon prophecies in this game.  You may select two from the following groups.  You are proficient with all the weapons in that group.  To attack using a weapon where you are not proficient is at Disadvantage.  See the weapon groups below and listed on page 13 of the Godbound book:
· Unarmed (punch, kick, grapple)
· Light
· Medium
· 2-handed Heavy
· 1-Handed Range
· 2-Handed Range
12. Skills:  Your character knows five (5) skills at first level.  One will be at “Mastery” which is at Advantage.  See the character sheet for the list of skills with their associated Attribute.

13. Words:  You have recently gained the power of a single Word.  Choose that Word.  You can select one Word from the Godbound basic book and the Lexicon of the Throne with the following exceptions:

· No Concept Words from the Lexicon of the Throne.  This includes Artificial Intelligence, Dragon, Faerie Queen, and Lich King.  However, you may select Peak Human as one of your Words if desired (page 43). 
· Additionally banned Words due to the campaign:

· Engineering

· Network
· No two characters can have the same Word except for Peak Human 
· Your first Word will give you access to your Greater Gifts as normal.  Your second and possibly subsequent Word(s) will not have access to Greater Miracles.
· You will not earn your 2nd Word until 2nd level. 

· New Universal Gift (page 29):  Flurry of Blows (Greater Gift, costs two gift points to acquire).  At the cost of an effort for the scene, you may take two actions in a round.  (Including attacks, powers used, and so on.)
· The Fertility gift A Second Spring is also a one-point gift available to Godbound with the Health word. 
14. Mortal Magic:  
To be a spellcaster, you must take training in one of the Godbound lesser schools of magic.  (Pages 57 to 61.)  As an alternative, you can originate your own spellcasting school concept, like a Storm Wizard, or a Water Mage.  If you go this route, all your spells must be related to your school concept.  

To cast spells, you must take the Low Magic Training Talent.  In that case, you gain the Apprentice, Adept, and Master levels of spell casting.  Archmage levels of expertise must be purchased with your Talents.  You know two (2) spells of any level known plus one (1) additional spell per caster level. Thus, you will know three spells at first level.  (Available spells will be in accordance with your school and mastery level.)  You may switch your spells when you gain a new character level.  
You may cast a number of mortal spells per day equal to the number known in any combination of the number of spells known.  
Casting is a standard action. You may expend an Effort to cast a spell as an bonus action during your turn.  

Since spellcasting is obvious, it may not be advantageous to use magic in a social setting.  If a caster wishes to cast a spell unseen while being observed, they can do so by expending an Effort and making a stealth check.  

Please be aware that there are no summoning, time-travel, teleport, or resurrection-type spells available for characters.  

15. Equipment:  Your characters will have the equipment, weapons, armor, and wealth from the prior campaign.  In addition, as a reward for your heroic deeds, the Queen will reward you with any normal equipment you may need up to a value of $1,000.  Anything beyond this you will have to supply yourself.  You may pool your money with other characters to purchase more expensive items before the game starts.  

16. Armor Class:  Note your total AC per D&D 5E rules (see page 145) as modified with Godbound mechanics as shown here:
· Light or no armor – no additional penalties

· Medium armor imposes a -2 to Dexterity Checks & Dexterity Saving Throws

· Heavy armor imposes a -4 to Dexterity Checks & Dexterity Saving Throws, and -5’ movement penalty
· A shield adds +1 to AC without any Check penalties

17. Weapons:  Use the weapons table per the Godbound book page 13.  The D&D 5E weapons tables (page 149) can be used for inspiration and description but the mechanics will be per the Godbound rules.  Please note your weapon details on your character sheet for easy reference.

Above all else, have fun!  Good Luck!
House Rules
· Equipment:  It’s assumed a character doesn’t go adventuring without the proper equipment like food, a blanket, rope, and other normal camping gear.  Therefore, it’s not necessary to record every piece of equipment on the character sheet.  Note any unusual or special piece of equipment possessed.  If there is doubt whether a character brought along a specific piece of equipment, they must make a Wisdom check to determine possession.  A character cannot make a check for an unusual piece of equipment and then sell it as a way to generate income.  The purpose of assumed equipment is to lessen the administrative burden of the Player.
· Maximum Bonus:  The maximum bonus to all rolls from any and all combined sources is 4 +1 per level.  Since you are starting at first level, your maximum bonus is +5.  Thus, the maximum bonus goes to +6 at 2nd level, +7 at 3rd level, and so on.   

· 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 read and write common in addition to your racial language.  If you are human, pick an additional language known.  At character creation, you may give up a statistic point to gain an additional language.  
· Economy: We will use the standard D&D gold piece system.   
· 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 a -1 penalty (when appropriate).  

· Amended Words & Gift Points:  Characters should expect to earn two instead of three Words and receive seven instead of the rules-specified six Gift points at 1st level.  You will be earning your Words and Gifts during play.
· Items of Quality:  Masterwork and items of Quality are available in this campaign.  However, per the Godbound rules, they will not add a mechanical bonus to checks or rolls for the characters.  Being more valuable and rarer than normal items, their resale value or looking cool is the real benefit to Godbound characters.  
· Saving Throws – we will use attribute checks as Saving Throws.  Thus, there are no separate Saving Throws for this game.  Use the Attribute Check system for Saving Throws.
· Attribute Checks & Saving Throws will be based on 23 less the attribute score.  (Instead of the Godbound base of 21.)
· A “Critical Hit” (or natural roll of a “20”) is an automatic hit and does maximum weapon damage before conversion.
· Influence will not be used in this game.  Dominion will be used and explained when appropriate.    

· You must attune an artifact before it can be used.  (As per D&D 5E rules.)  Attunement commits one life point for the first item, two life points for the 2nd artifact, three life points for the 3rd artifact, and etc.  Artifacts created by the Godbound user are automatically attuned and do not have this cost.
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Meta-Gaming Notes
· Tone: this is supposed to be a high-energy heroic game where the characters will change the world. 
· All characters start at 1st level Godbound.

· All characters must be willing to cooperate with the other characters and go on missions for their superiors.  They cannot be “evil” but they can take a cynical approach to life if desired.    

· This game will eventually become a sandbox campaign.  At times, you will have to be self-motivated to find adventures.  In some cases, the adventure will find you.  (Fair warning given.) 

· 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’s 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 a bonus.)
· Please create a name for your character that is appropriate for the period and setting.  No joke or pun names.  
· Magic items will be scarce.  Please adjust your treasure expectations.
· We will be using the Godbound convention that Godbound cannot use mortal level magic items.  

· I expect the characters to earn 3rd and possibly 4th level Godbound level during this campaign.

Mortal Talents
[image: image3.emf]Alternate Game Feat Gain feat or ability from another game system; with approval by the referee

Archmage

 You're an archmage of a low magic tradition. You must be Master-level  before you can take 

ArchMage status

Arctic Adaptation Ignore environmental cold damage

Dark-Fighter

You do not suffer Disadvantage for having your sight impaired in melee combat.  You cannot see 

in the dark, you are just not at Disadvantage when melee fighting in darkness.  You must be 

within 5' of your opponent to take an attack.  You still cannot see to target missile weapons

Defender When an adjacent ally is hit, you may choose to have that attack hit you instead

Desert Adaptation  Ignore environmental heat and ignore flames smaller than a bonfire.

Desperate Strike Commit Effort for the day to automatically hit with an attack on anything but a natural 1.

Flanker

You take advantage of an ally attacking an opponent directly across from you.  Your melee attack 

is at +2 to hit

Inherited Prowess  Increase an attribute by two (2) points or two attributes by one (1) point each

Magic Resistance Once per day, resist a magical compulsion or damage from one source

Mortal Magic Training

Gain three levels of a Low Magic casting tradition in a single school of magic;  Apprentice, Adept, 

and Master.  You must take this Talent for each school of magic you learn.

Nine Lives Once per day, block or evade a physical attack that would reduce you to zero hit points.

Plague-Proof You are immune to mundane and magical diseases

Point Blank Shot

If you are within short range or 30' (whichever is less), you can shoot into melee combat 

without taking Disadvantage 

Poison Resistant You have Advantage on all Saves to resist poisons and venoms

Quick Movement  Gain an additional 10’ of land movement for each move action taken

Sacred Steel Your attacks count as magic weapons

Skill Mastery Gain Advantage with a skill you are already Proficient

Skilled Gain proficiency with an additional skill, language (speak only), or weapon proficiency

Slayer

You are accurate with a selected attack.  A natural roll of a 19 (and 20) is a "Critical Hit".  

(Maximum damage before conversion.)

Tough Hide  Your natural armor class is 13. You benefit from shields, but not from light or medium armor.

Tough Hide  Gain an additional two (2) Hit Points.

Weapon Expertise

Pick a specific weapon.  Your attacks are +1 to hit and damage.  However, you are -2 to hit and 

damage with all other weapons (before conversion)
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