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Introduction

Welcome to XEN'DRIK EXPEDITIONS, the third offering of
DUNGEONS & DRAGONS CAMPAIGNS. These campaign
standards, along with the DUNGEONS & DRAGONS v3.5 rules
and the Eberron Campaign Setting, will prepare you for
XEN'DRIK EXPEDITIONS play in the RPGA.

What's the RPGA?

The RPGA is the roleplaying organized play arm of WIZARDS
OF THE COAST, dedicated to providing play opportunities and
support for DUNGEONS & DRAGONS. All around the world,
on any given day, thousands of D&D fans play in RPGA-
sanctioned events. These events take place at large conventions,
mid-sized game days, and even private home gatherings.

Campaign-style games like the new XEN'DRIK
EXPEDITIONS are our most popular style of roleplaying. In
campaign-style roleplaying, you can create your own character
and play it at any RPGA-sanctioned event that features its
campaign’s adventures. During play, you interact with an
adventure’s story and challenges, and your character’s actions
help determine the course of the campaign.

In this document you'll find information about fastplay
characters, rules on how to create your own character, and
instructions for advancing that character. You'll also find
campaign-specific rules. Rules that differ from the last version
of the XECS are highlighted in blue text to make them easy for
those players who are familiar with the campaign to quickly find
rules that have been added, changed, or clarified.

These campaign standards are periodically updated. As the
campaign progresses, so does its level of play. At the launch of
the campaign, you start with a 1st-level character. As the
campaign progresses, level kicks increase the campaign’s
starting level.

DDXP 2008 (February 2008) features the third such level
kick. At that event, and for some time thereafter, new players
create 10th-level characters. During the level kick, characters
lower than 10th level advance to the new starting level. Starting
at DDXP 2008, the starting level is 10th, so if you're creating a
new character then, you'll make a 10th-level character. The
starting gold for such a character is 49,000 gp plus the starting
gold for the character’s first class. If your existing character’s
EV is lower than 49,000 gp, increase it to 49,000. This change
to xp and gp should be recorded in your Adventure Journal
under an entry labeled “Level Bump.”

With each level kick, the campaign standards are updated
to reflect changes to the campaign. On the front cover, a version
number and date appear just below the title. At the level kick,
the version number is increased by a whole number. Any
version 1 document is before the first level kick, version 2
documents are after the first level kick but before the second,
and so forth. The date below the version number indicates the
first day the new standards are in play.

Sometimes this document is updated before a level kick.
This changes the version number after the decimal, and also
features a date when those changes come into play.

Required Materials

To play this DUNGEONS & DRAGONS: XEN'DRIK
EXPEDITIONS campaign, you need the v3.5 Player’s
Handbook, Dungeon Master's Guide, Monster Manual, this
document, a pen or pencil, a set of dice (d4, d6, d8, d10, d12,
d20), and a miniature or token to represent your character on
the battle grid. While not entirely necessary, you'll also want to
have a copy of the Eberron Campaign Setting. That book
features expanded rules items that are particular to Eberron
and also contains helpful background information about the
setting.

You also need the DUNGEONS & DRAGONS CAMPAIGNS
character sheet, progression sheet, and magic stack sheet and
XEN'DRIK EXPEDITIONS Adventure Journal. Each Faction
has a unique Adventure Journal. These sheets can be found on
the XEN'DRIK EXPEDITIONS website. When you attend an
event, all the necessary character information must be
presented on these sheets to make it easy for your DM and the
event staff to find information about your character.

WIZARDS OF THE COAST gives you permission to
photocopy material from this document for personal use or for
use at RPGA-sanctioned events. To sanction an event, you must
be at least a Herald-Level Gamemaster (GM). To find out how
to become a Herald-Level GM, visit our website
(www.rpga.com).

Lastly, you need an RPGA membership and number so we
can track your play. RPGA membership is free, and you can get
an RPGA card and number by attending any RPGA-sanctioned
event. For a list of public events worldwide, visit the RPGA
Event Calendar on our website.

Optional Materials

XEN'DRIK EXPEDTIONS uses a number of D&D and
EBERRON sources. While the following books are not required,
having them increases your ability to expand your character.
They are City of Stormreach, Cityscape, Complete Adventurer,
Complete Arcane, Complete Divine, Complete Champion,
Complete Mage, Complete Psionic, Complete Scoundrel,
Complete Warrior, Draconomicon (Chapter 2 [metabreath
feats only] & Chapter 3), Dragon Magic, Dragonmarked,
Dungeon Master's Guide Il (Chapter 7), Dungeonscape,
Exemplar's of Evil (Chapter 1; Cabal of Shadows only),
Expanded Psionics Handbook, Explorer's Handbook, Eyes of
the lich Queen (Feats and Items on page 11), Faiths of Eberron,
Fiendish Codex I: Hordes of the Abyss (Chapter 4), Fiendish
Codex Il: Tyrants of the Nine Hells (Chapter 3), Five Nations,
Forge of War, Frostburn, Heroes of Battle, Heroes of Horror
(Chapter 5), Libris Mortis (Chapters 2, 3, 4 and 5), Lords of
Madness (Chapter 9), Magic of Eberron, Magic of Incarnum,
Magic Item Compendium, Miniatures Handbook, Player's
Guide to Eberron, Player's Handbook Il, Races of Destiny,
Races of the Dragon, Races of Eberron, Races of Stone, Races
of the Wild, Sandstorm, Secrets of Sarlona, Secrets of Xen'drik,
Sharn: City of Towers, Spell Compendium, and Stormwrack.

In most cases, options from these books are “Limited.” This
term is described later in this document. If your character takes
options from these books, you must bring a copy of the book, or
photocopies from the relevant sections of a book that you own,
to use as reference for yourself and your Dungeon Master
during play. Failure to do so can means you cannot use that rule
element for your character. This could, in turn, disqualify your
character from the session. In this case, you can still participate
by using a fastplay character, but that character has none of the
story objects of your original character.

Books not listed as an Open or Optional source (listed
above) and not appearing on the list of Restricted Sources at the
end of this document, may be used on Story Objects or
Campaign Cards. These books include such sources as, but are
not limited to, the Book of Exalted Deeds or the Book of Vile
Darkness. Rules items from these sources can only be gained
through Story Objects or Campaign Cards.

Dungeons & Dragons Rewards and Campaign
Cards

Once you have an RPGA number, you should join D&D
REWARDS program at the RPGA website. It’s free and private,
and by participating in the program you earn points for your
RPGA play.

Almost any play at RPGA-sanctioned events is worth
points. Three times a year we send out mailings, translating
your earned points to Campaign Cards—exciting optional
materials that enhance character choices. See page 12 for more
information about Campaign Cards.

What rewards you earn depend on whether or not you were
a player or gamemaster, what you played, and how often. For
further information about D&D REWARDS, visit the RPGA
website.

Errata Policy

The DUNGEONS & DRAGONS website
(www.wizards.com/dnd) hosts errata for required and optional
material. We recommend you periodically check that site and
keep up with errata, as XEN'DRIK EXPEDITIONS supports
DUNGEONS & DRAGONS sources modified by errata.

Also, the Dungeons & Dragons Spell Compendium
contains errata for the spells it reprints, as does the Dungeons &
Dragons Magic Item Compendium for many magic items. The



Dungeons & Dragons Rules Compendium clarifies many
Player's Handbook and Dungeon Master's Guide rules. If a
rules item allowed by the campaign is reprinted in a newer
product, the newest printing is always considered errata and is
used in XEN'DRIK EXPEDITIONS.

You must convert rules items to the most current printing
as new sources are released and approved for the campaign.
Expansion slots used to take a rules item that is changed by a
later printing may be retooled. If you had gained access to a
rules item through a Campaign Card or Story Object, you retain
that access should the item be reprinted in a later source though
you must abide to any changes to that rules item as written in
the newer printing.

Creating a 1st-Level
Character

These character creation rules assume you have access to the
three D&D v3.5 core rulebooks and the Eberron Campaign
Setting, but you can make a perfectly legal character with these
rules if you have the Player's Handbook and the Dungeon
Master’s Guide. Sometimes these creation rules cite other D&D
sources.

Open your Player’s Handbook to page 6. There you'll find a
section titled “Character Creation.” Follow those instructions
with the following modifications, each given under headings of
the corresponding directions in the Player's Handbook.

Fastplay Characters
At the start of the campaign, several fastplay characters were
published. Each is a complete starting character, ready to play.
These characters are designed to be easy to play for beginners,
as well as for experienced players in a rush to begin. See
“Taking One for the Team” below.

Each fastplay character is keyed to a DUNGEONS &
DRAGONS miniature. If you use the appropriate miniature to
represent one of the fastplay characters, it unlocks a bonus that
works exactly like a Campaign Card but is tailored for the
particular character.

The fastplay characters are advanced with each level kick.
With the release of additional DUNGEONS & DRAGONS
miniatures sets, more fastplays may become available for use.
The character sheets for each fastplay character can be found on
the RPGA website or on the back of the corresponding
miniatures card (depending on which fastplay).

Taking One for the Team: You can play a fastplay
character but gain experience points (XP) for one of your own
created characters. This swapping can only be done if your table
is missing a PC with levels in cleric, fighter, rogue, or wizard.
Unlike other DUNGEONS & DRAGONS campaigns, you may
choose any appropriate fastplay to fill the table’s missing niche.
For example, if your table is missing a wizard, you may choose
any arcane caster, such as a sorcerer or a wizard, to fill the
missing role. The DM is the final arbiter of whether you can fill
a missing niche. For example, if your table includes five
sorcerers, you are missing a cleric, a fighter, a rogue and a
wizard. Your DM would be right to say you could not play a
fastplay wizard, as your table already has five primary arcane
casters.

You must play the fastplay character as published, but you
can buy and sell equipment in game normally. You may create a
full stack of general campaign cards for the fastplay character
using cards you own or ones borrowed from another player
participating in the session.

If the fastplay character dies, you must apply the death to
your PC for the faction you are playing. For example, while
playing the GenCon Special, Jamie decides to take one for the
team and play a cleric at her table. She decides that the fastplay
cleric will be from the Covenant of Light. That means, should
her fastplay PC die during the adventure, the death is assigned
to Jamie’s Covenant of Light PC; whether she has ever made
one or not. This death can result in the death of an unmade,
default PC in the database.

Step 1: Check With Your Dungeon
Master

By reading and understanding this document, you've taken the
first step toward creating a XEN'DRIK EXPEDITIONS
character. You may have many DMs over the course of your
character’s development, and even if you have only one DM, he
or she is going to use the same rules the entire campaign uses.
This is because thousands of players around the world play this
campaign in a format similar to what computer games call a
massively multiplayer environment.

Instead of a computer adjudicating the play in this game,
however, we have a legion of DMs dedicated to providing you
with fun and challenging adventures. As its title indicates, this
document is the campaign standards for the campaign. Not only
does it give you information on how to create a character for the
campaign, it also points out variants and “house rules” the
campaign uses.

First and foremost, there are three campaign rules that
affect character generation. We'll start with them.

Step 2: Choose a Faction

Every PC in the XEN'DRIK EXPEDITIONS campaign is a
member of one of four Factions devoted to discovering, and—
maybe more importantly—manipulating the bits of draconic
Prophecy compiled in a work called the Caldyn Fragments.
When joining a faction, your character aligns his or herself with
an adventuring philosophy.

When you make a Faction character, that philosophy not
only shapes how you roleplay your character, it also provides
certain benefits during the adventure. If you choose to make
additional PCs, you may choose to align your other PCs with
other factions. You may not play more than one character in a
Faction, and a character can only play adventures designed for
his or her Faction. A character may never leave one Faction and
join another.

In game terms, each Faction unlocks a special selection of
races and classes, along with a special Faction bonus.

Additional Faction information can be obtained from the
XEN'DRIK EXPEDITION website; this site should be consulted
before play for character options and background details useful
during roleplay.

http://www.wizards.com/default.asp?x=dnd/ebxe/welcome

Crimson Codex: Of the four Factions, the Crimson
Codex has the strongest connection to dragons and their kin,
and it attracts people interested in esoteric knowledge. Led by
the man who compiled the Caldyn Fragments, they believe that
the draconic Prophecy can be manipulated to achieve their own
ends.

Being a member of this faction unlocks the skarn (Magic of
Incarnum) and spellscale (Races of the Dragon) races, along
with the dragon shaman (Player's Handbook I1), incarnate
(Magic of Incarnum), and totemist (Magic of Incarnum)
classes. Crimson Codex faction members may be from the
region of Seren.

The Crimson Codex believes that knowledge is the most
powerful weapon, and members of the Crimson Codex, if
literate, may choose their Intelligence bonus (minimum 1) in
Knowledge skills as bonus class skills. You make the choice of
class skills at 1st-level, and it cannot be retooled (it's placed on
your Crimson Codex Adventure Journal) or expanded by
increase in your intelligence score. If your illiterate character
later becomes literate, he or she does not gain these bonus class
skills.

If your character already has all Knowledge skills as class
skills, or has a feat that makes all Knowledge skills class skills, it
starts with a crimson glyphbook as a piece of bonus equipment
(see below).



Crimson Glyphbook
A crimson glyphbook is a special magic glyphbook (ECS
121) that also grants a +1 insight bonus to all Knowledge checks,
bardic knowledge check, and Investigate checks for analyzing
clues. Also, for characters with the Research feat, the glyphbook
acts as a general-purpose library on most subjects, and a
comprehensive collection on the subjects of Xen'drik history,
geography, nature, and draconic Prophecy.

It takes the standard time to use the book as a research
library (ECS 59).

Blackwheel Company: The Blackwheel Company is
the most organized and regimented of the factions, funded by a
conglomeration of all the dragonmarked houses. It has a strong
contingent of Last War veterans and soldiers of fortune.

Being a member of this faction unlocks the gnoll* (Monster
Manual) and warforged scout (Monster Manual I11) races, as
well as the warmage (Complete Arcane), scout (Complete
Adventurer), and marshal (Miniature’'s Handbook) classes.

Members of the Blackwheel Company, if the appropriate
race, may be member of dragonmarked houses. If you wish to
be a member of a dragonmarked house, you must choose which
house at 1st-level, and it cannot be retooled (the choice is noted
on your Blackwheel Company Adventure Journal). Being a
member of the dragonmarked house unlocks the following rules
items (all from the ECS): Feats—Favored In House, Greater
Dragonmark, Least Dragonmark, Lesser Dragonmark;
Prestige Classes—dragonmark heir and heir of Siberys.

All Blackwheel Company characters gain 50 x character
level gp bonus to their equipment value (EV). The company has
the financial backing to equip their troops with the needed
equipment.

*Gnolls (and other +1 LA races) have a +1 level adjustment and are
considered 2nd-level characters with regard to experience at the campaign
start. At first level, choose a class normally. A gnoll character can't take a
second class level until reaching the experience requirement for a 3rd-level
character (3000 xp). The gnoll race always takes up a level when the
character progresses. Unlike the normal rules for level adjustment, gnoll
characters get the standard starting gold for its class.

requirements. Also, any restricted prestige class or feat with a
requirement of evil alignment can be place on a Cabal of
Shadows expansion list as if it were a limited rather than
restricted item. This is reflected in the restricted lists at the end
of this document.

Cabal of Shadow members who aren’t evil are blessed (some
would say cursed) by shadow. While not gaining any benefit
from access to feats or prestige classes that require an evil
alignment, they have access to a different benefit. Once a day,
by spending an action point and as a standard action, you can
call on shadow. Calling on shadows is a spell-like ability with
the effects of a veil of shadows (SC 228 or sidebar) and a
darkvision spell (PH 216) cast on you. The call on shadows
lasts for as many minutes as you have character levels plus your
Charisma modifier (minimum 1 minute). This benefit is
ONLY available to non-evil members of the Cabal of
Shadows.

*Tieflings (and other +1 LA races) have a +1 level adjustment and are
considered 2nd-level characters at the campaign start. At first level, choose
a class normally. A tiefling character can't take second class level until
reaching 3rd level (3000 xp), and the race always takes up a level when the
character progresses. Unlike the normal rules for level adjustment, tiefling
characters get the standard starting gold for their class.

VEIL OF SHADOW

Evocation [Darkness]

Level: Assassin 2, blackguard 2, cleric 2, sorc/wizard 2
Components: V, S

Casting Time: 1 standard action

Range: Personal

Target: You

Duration: 1 minute/level

Swirling wisps of darkness obscure your form, granting you
concealment. The 20% miss chance is in effect even if the
attacker has darkvision.

This spell is dispelled in daylight or in the area of a light
spell of 3 level or higher. See invisibility does not counter a
veil of shadow’s concealment effect, but a true seeing spell will
do so.

Gnoll PCs FAQ

The gnoll level adjustment is treated similarly to a template in
many ways. Players choosing to start the campaign with a gnoll
character begin play as a 2"-level character when figuring the
Average Party Level (APL), but a 1t level character with regard
to all other aspects of their development. The gnoll's racial
profile includes the following: darkvision 60’, a +4 bonus to
Strength, a +2 bonus to Constitution, a -2 penalty to
Intelligence, a -2 penalty to Charisma, a +1 natural armor
bonus, and access to the automatic language of Gnoll and the
bonus languages of Common, Draconic, Goblin, Elven, and Orc.

Please note that for the purpose of the XEN'DRIK
EXPEDITIONS campaign, this special “template” does not
grant the racial hit dice, skill points, or feats typically associated
with a gnoll's humanoid levels. Expansion slots, action points,
and other campaign features are based upon the gnoll’s class
level before the level adjustment is added—only the XP needed
for advancement is affected by the gnoll’s level adjustment.

All gnolls in the Blackwheel Company must be able to
speak Common. The Blackwheel Company expects all of its
members to be able to give and receive orders in Common.

Cabal of Shadows: The Cabal is a loose confederation
of outcasts, miscreants, and (sometimes) downright villains.
Strangely, they may be the most diverse and accepting of the
Factions.

Being a member of this Faction unlocks the tiefling*
(Monster Manual) and daelkyr half-blood (Magic of Eberron)
races, as well as the beguiler (Player’s Handbook I1), duskblade
(Player's Handbook II), and warlock (Complete Arcane)
classes. Members of the Cabal of Shadows can be evil
characters, and evil actions they commit do not generate
alignment shift Story Objects. Also, unlike other characters in
the campaign, Cabal of Shadows characters can worship evil
deities and pantheons. The following prestige classes are
unlocked for Cabal of Shadows characters: assassin and
blackguard. Members of the Cabal of Shadows may take these
classes without meeting normally required role-playing

Covenant of Light: To the Covenant, the search to
unlock the mysteries of the Caldyn Fragments is a crusade for
the powers of good, despite the person’s faith.

Being a member of this faction unlocks the aasimar*
(Monster Manual) and raptorian (Races of the Wild) races, and
the knight (Player's Handbook II), favored soul (Complete
Divine) and soulborn (Magic of Incarnum) classes. Every good-
aligned member of the Covenant of Light receives the blessing
of light.

Once a day plus your Charisma modifier (minimum 1), by
spending an action point and as a standard action, a member of
the Covenant can recite a small prayer as spell-like ability that
has the following effect on a single creature touched within the
next minute: relieves fatigue, exhaustion, and sickening; and
grants an immediate new save against poison and disease. If
that save succeeds, it removes the disease or poison and the
conditions caused by the disease or poison but not damage.
Conditions include all key word conditions such as Blinded or
Fatigued but not damage or drain such as two points of
Constitution damage. You can hold the charge of this spell-like
ability for one minute in the same way you can hold a charge of
a touch spell.

*Aasimar (and other +1 LA races) have a +1 level adjustment and are
considered 2nd-level characters at the campaign start. At first level, choose
a class normally. An aasimar character can’t take second class level until
reaching 3rd level (3000 xp), and the race always takes up a level when the
character progresses. Unlike the normal rules for level adjustment,
aasimar characters get the standard starting gold for their class.

** Raptorian characters in XEN'DRIK EXPEDITIONS gain a special
form of access to certain feats from the Monster Manual. See the
Expansion List section below for more details.

Step 3: Choose Your First Expansion
Item

At 1t level, you can choose any normal expansion items (full
rules on expansion items can be found later in this document),
or you can choose from the following special list of 1st-level
expansion items. The options listed here can only be taken at




1st-level, so this is your only opportunity to put them on your
expansion list. If none of these choices appeal to you, the other
options on Table CS-7 in the “Advancing Characters” section are
open for your 1st-level expansion slot as well.

Alternate Class Feature: You may choose to unlock the
alternate class features of your starting class at 1t level from any
legal source that contains them, such as Chapter 2 of Player’s
Handbook I1. You must make this choice at 1st level, even if the
normal rules for the class feature would have you make the
choice at a later level. For prestige classes, an exception is made
to the rule allowing you to take alternate class features only for
your starting class applies. Alternate class features for a prestige
class can only be unlocked at first level (like any other alternate
class feature) but you need have the prestige class as your
starting class (since that would likely be impossible). This is the
only method that your character can gain an alternate class
feature short of a campaign card.

Choosing to unlock the alternate features of your starting
class, unlocks ALL the alternate class features for that class,
even if you choose not to take advantage of all of the options
unlocked. These choices cannot be retooled.

As an example, Madison decides she is going to make a
druid and wishes to unlock the alternate class feature
shapeshift. By unlocking the alternate class features for the
druid class, she has access to shapeshift and spontaneous
rejuvenation. She forgoes her animal companion and takes
shapeshift, but wishes to be able to spontaneously cast summon
nature’s ally spells and does not take spontaneous
rejuvenation, though she could.

Unlocking alternate class features costs two expansion
slots.

Consumable Item Package: To take this expansion item,
your character must have at least a 12 Charisma. You may
choose one the six consumable item packages detailed in the
sidebar. When equipping your character, you pay two times the
normal published cost instead of five times that cost (for the
normal campaign cost, see “Equipping your Character” below).
Furthermore, you can equip your characters with these
magic items starting at 1st level. Magic item creation feats and
abilities do not affect these costs, as they represent a special
connection your character has to a supplier in Stormreach.
Consumable item packages cost two expansion slots.

Noble Title: Taking this feature currently entitles the PC to an
unspecified “noble birth” that can be used during roleplaying
situations only. The noble title feature also includes unmarked
members of Dragonmarked Houses. This allows such PCs to
develop dragonmarks, should they get them as a class feature of
a prestige class such as the Cannith Wand Adept. It does not
otherwise unlock dragonmark feats. Members of the Blackwheel
Company do not need to choose this option as their 1st-level
expansion slot in order to be a member of a Dragonmarked
House. A noble title takes one expansion slot.

Racial Substitution Levels: You may choose to unlock the
racial substitution levels for your race and starting class (e.g. if
your Ist-level PC is an elven wizard, you may unlock all the
racial substitution levels for elven wizard, but not elven ranger
or changeling wizard).

If you unlock the racial substitution level and that
substitution level grants a specifically named bonus feat or
spell/power, you gain access to that feat or spell/power when
you take the level. If it lists a type of feat, such as a bonus fighter
feat, you may only choose from feats that are unlimited or have
been unlocked with expansion slots or a campaign card. If the
substitution level allows you to choose a spell or power from a
class’ spell or power list, you may choose any spell or power that
is unlimited, has been unlocked with expansion slots or a
campaign card, or from the book that the class is printed in.

You must choose this option at 15t level, even if the normal
rules for the class would have you make the choice at a later
level. This is the only method that your character can gain racial
substitution levels short of a campaign card. Racial substitution
levels cost two expansion slots.

Consumable Item Packages

The following are the list of Consumable Item Packages. The
caster level is either the caster level of the item listed in the

DMG (typically the minimum caster level possible) or the caster
level called out with the source of the parent spell.

Assault Package

Alchemical silver, cold iron, or adamantine ammunition
Silversheen

Sleep arrow

Screaming bolt

Javelin of lightning

Defense Package

Potion of endure elements

Potion of protection from (alignment)
Potion of blur

Potion of lesser restoration

Healing Package

Potions of cure light wounds
Potions of cure moderate wounds
Potions of cure serious wounds
Wand of cure light wounds

Mobility Package
Potion of jump

Elixir of swimming

Potion of invisibility
Potion of remove paralysis
Potion of fly

Repair Package

Potions of repair light damage (CL 1st; SC 173)
Potions of repair moderate damage (CL 3d; SC 173)
Potions of repair serious damage (CL 5th; SC 173)
Wand of repair light damage (CL 1st; SC 173)

Wondrous Package
All Quaal’s feather tokens
Elixir of fire breath

Bead of force

Stone salve

Step 4: Roll Ability Scores

You don’t roll ability scores in DUNGEONS & DRAGONS
CAMPAIGNS; you buy them using the standard point-buy
method. There’s a simple reason for this: it fairly ensures every
player can create a similarly powered character he or she will
enjoy playing. You can find the rules for standard (25 points)
point buy on page 169 of the Dungeon Master’s Guide.

Example: Ashley thinks her drow beguiler should have a 14
Intelligence and a 16 Charisma. The 14 Intelligence costs six
points, and the 16 Charisma costs ten points, so she's used 16
points out of her 25 point buy. Putting the nine remaining
points into her other stats, she ends up with Str 8, Dex 10 Con
12, Int 14 Wis 11, Cha 16. When these are adjusted for drow
racial modifiers (see Step Four, below), she will end up with Str
8, Dex 12 Con 10, Int 16 Wis 11, Cha 18.

Adventuring Prodigy
During the course of play, you may encounter fellow
adventurers with ability scores slightly higher than yours. At
four select shows—Gen Con Indy 2006, Gen Con So Cal 2006,
D&D eXPerience 2007, and Origins 2007—the RPGA ran a
special adventure called Spellspitter's Abaddon or the D&D
Delve.

Playing in that adventure could vyield the special
Adventuring Prodigy creation campaign card that allows a
player to build a 28-point character.




Step 5: Choose Your Class and Race

All the classes and races in the Player’'s Handbook are found in
the EBERRON setting, and members of those races can be
member of any Faction. You may have to come up with a fun
and unique reason why a paladin joined the Cabal of Shadows
or a barbarian was drawn to the Crimson Codex, but oddball
characters can be extremely fun to play.

Along with those races in the Player’s Handbook, three of
the four races from the Eberron Campaign Setting are
unlimited, meaning you can take these classes freely without
need of a special allowance (like a campaign card or a faction
unlock). They are changelings, shifters, and the warforged. The
Eberron Campaign Setting also features a class—the artificer. It
is also unlimited. You have options of taking other races and
classes freely based on your faction, and those choices have
been listed above in the “Choose a Faction” section, above.
Races from other sources, and kalashtar with psionic abilities
from the Eberron Campaign Setting, are restricted unless
unlocked by a campaign card. Non-psionic kalashtar are not
restricted.

Unlimited Races and Classes

The general building blocks of a character—race, classes, feats,
spells, and equipment—are typically referred to as “rules items”
in D&D CAMPAIGNS, and each rule item has a frequency.

For instance the skarn and spellscale races are unlocked for
member of the Crimson Codex, and the dragon shaman,
incarnate, and totemist are unlocked classes for that faction.

These list the races and classes that can be taken by
members of all factions without needing a campaign card,
special faction unlock, or any other special allowance.

Classes: Artificer (ECS), barbarian, bard, cleric, druid, fighter,
monk, paladin, ranger, rogue, sorcerer, wizard.

Races: Changeling (ECS), human, dwarf, elf, gnome, half-elf,
half-orc, halfling, *kalashtar (ECS), **shifter (ECS), warforged
(ECS).

*Without expending expansion slots or using a campaign card,
kalashtar gain access to no psionic abilities beyond their racial
mindlink ability.

**The new shifter traits from Races of Eberron are allowed
without need for an expansion slot.

Class Adjustments
There are some aspects of play in EBERRON that affect the
artificer, cleric, and druid classes. They are described below.

Artificer: Because D& CAMPAIGNS does not use
experience points for item creation, some of the artificer's
abilities have to be adjusted. How the artificer uses item
creation feats is described in the “Select a Feat” section below.
The changes also affect the craft reserve and retain essence class
abilities in the following way.

Craft Reserve: The artificer’s craft reserve is converted into a
gold piece amount. An artificer gains five times the craft reserve
XP value in gold pieces to buy crafted items. The artificer can
only spend this gold to buy items the artificer could craft.

For instance, a 1st-level artificer with 4 ranks in Use Magic
Device and Scribe Scroll gains 100 gold pieces to buy scrolls.
This means that she can purchase a single scroll 1st-level scroll
or two O-level scrolls at 1st level with her craft reserve. Gold not
spent from the craft reserve is lost.

Since this amount is recalculated for each event, only the
value from previous levels is not carried over; that is to say, the
bonus to EV from craft reserve is not cumulative. The artificer
receives only the five times their level's craft reserve added to
their EV.

Retain Essence: Instead of gaining the retain essence special
ability, artificers gain a 300 gp bonus to their craft reserve at 5t
level.

Clerics: The deities provided in the Player's Handbook are
those for the core or GREYHAWK setting. Since XEN'DRIK
EXPEDITIONS takes place on the world of Eberron, it uses
different gods. Table CS—1: Deity Conversion provides a list of
most deities found in the Player's Handbook, followed by the
closest corresponding Eberron deity or church, as well as the

alignment of that deity, and the deity’s domains. Domains not
found in the Player's Handbook are found in the Eberron
Campaign Setting.

If you wish, you may choose domains for your deity from
the list presented in Faiths of Eberron. If you choose to do so, at
least one of your domains must be found in the Player’s
Handbook or the Eberron Campaign Setting. For example,
Alterash is a cleric of Onatar. Faiths of Eberron lists Artifice
(ECS), Creation (SC), Fire, Good, Metal (SC) and Warforged
(FE) as possible domains. That means one of Alterash’s
domains must be Artifice, Fire, or Good and any of them could
be the second choice.

You'll notice that no evil deities are listed. Typically no
character in DUNGEONS & DRAGONS CAMPAIGNS may
willingly worship, venerate, or take as a patron an evil deity or
pantheon (the Dark Six is a neutral evil pantheon, as clarified in
the Eberron Campaign Setting errata). Those choices are
restricted—a term used in DUNGEONS & DRAGONS
CAMPAIGNS to denote a play option that only taken with
benefit of special campaign allowance, such as a Campaign Card
or the permission given for the Cabal of Shadows Faction.

Playing or becoming an evil character without the benefit
of such an allowance makes the character an NPC under the
control of the DM running the session. After the session, the
character is removed from the campaign by marking it as a
character death on the Session Tracking.

Characters worshiping neutral deities may choose to
channel negative energy, and even cast evil descriptor spells,
unless their deity restricts such practices. Some spells with the
evil descriptor might have negative roleplaying effects during
play.

For instance, most people in any campaign world would have
a very negative reaction to a cleric animating the dead. Under
certain circumstances, use of those spells (and others) may be
construed as an evil act based upon the intent of the caster. If
your character commits too many evil acts, it may turn
irrevocably to evil. If this happens, it becomes an NPC and can
no longer be played.

If you do not worship an Eberron deity or pantheon, but
instead choose to channel divine power from the spiritual
remnants of the Dragon Above (ECS 35), you may choose a
single non-restricted domain from the Spell Compendium in
addition to one of the following: Air, Good, Protection, and Sun.
Without spending expansion slots, this is the only way for a PC
to have a domain not found in the Player's Handbook or the
Eberron Campaign Sourcebook.

The favored weapon for the Dragon Above is associated with
the alignment of the character, as per the weapon of the deity
spell. Good characters have a warhammer, neutral characters
have a heavy mace, lawful characters have a longsword, and
chaotic characters have a battleaxe. Characters must choose one
of the two weapons based on their alignment at 1st-level or
whenever they gain the class that requires the deity, so a lawful
good character can choose either warhammer or longsword, but
they cannot choose both and cannot switch once they make
their choice.

Commerce Domain: A character with the Commerce
Domain special ability gains a bonus of 100 gp per cleric level to
his or her base Equipment Value (EV).

Raptoran Clerics: Raptoran clerics from the Covenant of
Light can choose to worship their racial deities; these gods and
their domains are listed in the Races of the Wild sourcebook.
This choice and the domains granted do not cost any expansion
slots.

Table CS—1: Deity Conversion

Core Deity Eberron Equivalent

Boccob Aureon (LN; Knowledge, Law,
Magic)

Ehlonna Balinor (N; Air, Animal, Earth)

Fharlanghn Kol Korran(N; Charmt,
Commercet, Travel)

Heironeous Dol Arrah (LG; Good, Law,
Sun, War)

Kord Dol Dorn (CG; Chaos, Good,
Strength, War)

Obad-Hai Balinor (N; Air, Animal, Earth)

Olidammara Olladra (NG; Feastt, Good,




Healing, Luck)
Pelor The Sovereign Host (Any Neutral
or Good; pick two domains from
the gods list above. A cleric can
only select an alignment domain if
his or her alignment matches the
domain)
Church of the Silver Flame (LG;
Exorcismt, Good, Law, Protection)
Wee Jas The Undying Court (elves only:
for all other races this pantheon is
restricted; NG; Deathlesst, Good,
Protection)
tDomain from the ECS.

St. Cuthbert

Druids and Rangers: The choice of animal
companion in the EBERRON campaign is different than the
guidelines given in the Player’'s Handbook. A druid must pick a
region of origin, and that choice affects the type of animal
companions the character can have. Druids (and all character’s
for that matter) can be from any region on the Khorvaire
continent, Aerenal, or Xen'drik.

The following regions of origin are restricted to all
XEN'DRIK EXPEDITIONS characters: Adar, Argonnessen,
aquatic, Frostfell, Riedra, and Seren (although Crimson Codex
members may choose Seren as a starting region).

Druids and rangers can choose animal companions from
their region of origin or Xen'drik. The list of animal companions
a character is found on page 37 of the Eberron Campaign
Setting. If you don’t have access to that book, take one of the
following: dire rat, eagle, hawk, owl, snake (Small or Medium
viper). These are 1st-level animal companions for Xen'drik.
Raptoran druids and rangers may choose the alternative animal
companion Dire Hawk with rules listed on page 189 of Races of
the Wild. This rules item is Unlimited for Raptorians with the
animal companion class feature and does not cost any
Expansion Slots.

Hit points for animal companions use the default value
found in the Monster Manual or Eberron Campaign Setting for
their starting hit points. As animal companions gain hit dice,
they gain half the value of their hit die plus one; usually 5.

Also, the wild shape ability for druids has been affected by
the restriction of the polymorph suite of spells and abilities and
the errata it has generated. See the following sidebar for the
specific changes. Wild shape options are limited to those
creatures found in the Monster Manual and the Eberron
Campaign Setting, unless granted additional options by
campaign documentation.

Wild Shape Errata

The following is official errata for the wild shape ability found

on PHB page 37:

e Replace sentence 3 of this class feature with the following
text: “This ability functions like the alternate form
special ability (see the MM page 305), except as noted
here.”

e Add the following sentence to the end of paragraph 1: “Each
time you use wild shape, you regain lost hit points as if
you had rested for a night.”

e Add this new paragraph after the current paragraph 1: Any
gear worn or carried by the druid melds into the new
form and becomes non-functional. When the druid
reverts to her true form, any objects previously melded
into the new form reappear in the same location on her
body that they previously occupied and are once again
functional. Any new items worn in the assumed form
fall off and land at the druid’s feet.

Paladins: The 5th-level special mount ability grants a heavy
warhorse or warpony as listed in the Player’s Handbook.
Talenta halfling paladins may also choose a clawfoot, as listed in
the Eberron Campaign Setting. Alternate mounts require
campaign documentation.

Should your paladin PC perform an action that results in the
loss of his or her paladinhood, they are required to purchase an
atonement spell and permanently deduct the cost of the spell

from the PC’s EV. No favor or campaign documentation can
decrease the cost of this spell.

Step 6: Select Skills

Select skills normally. Some skills are adjudicated differently in
D&D CAMPAIGNS. They are listed below.

Handle Animal: You can teach an animal as many tricks
as you have ranks in Handle Animal, up to the animal’s
maximum (dependent on Intelligence, as per the Handle
Animal skill description of pages 74 and 75 of the PH). These
tricks may be divided among different animals. Druids gain
their special bonus tricks for the animal companions normally.

Furthermore, characters with 10 ranks of Handle Animal
(or druids with 6 ranks in the case of his or her animal
companion) can also train a single animal for a single purpose
(see the Handle Animal skill description for a list of purposes).
For every additional 10 ranks of Handle Animal you can teach
another animal a purpose.

For example, Suki is a 13t-level druid with 16 ranks in
Handle Animal. She has a wolf animal companion and two
riding dogs. She can teach her wolf 11 tricks (six for the animal’s
Intelligence and five bonus since it is her animal companion)
and each riding dog five tricks (each one away from the
maximum for Intelligence). She can also teach her animal
companion and one of her dogs a special purpose.

The “rear a wild animal” option of the Handle Animal skill
is a restricted in D&D CAMPAIGNS.

The animal tricks listed in Complete Adventurer are
Unlimited and do not require Expansion Slots.

Craft and Profession SKills: craft and Profession
skills grant a bonus gold amount of 10 gp x the character’s ranks
to your character’s Cash on Hand and thus your Equipment
Value (EV). Both of these bonuses represent the amount of gold
you made using these skills during campaign downtime.
Multiple Craft and Profession skills bonuses stack.

Step 7: Select A Feat

Select a feat normally. Most feats in the PHB and ECS are
unlimited. To take feats from other sources at first level, they
must appear on an expansion list or on a starting campaign
card.

Item Creation feats are adjudicated differently in D&D
CAMPAIGNS. They dealt with below. Other feats may be
further clarified in Rules Changes and Clarifications section of
this document.

Item Creation Feats: Due to the play environment,
item creation feats work differently than their description in the
PHB (or other sources that contain item creation feats). Each
item creation feat allows you to purchase the corresponding
type of item that you have the ability to craft for a reduced cost.
The reduction is based on the type of item.

Consumable items, those magic items that are consumed in
use or multiple uses (typically potions, scrolls, staffs, wands,
and a select number of wondrous items) can be purchased for
three times its published cost, rather than the typical five times
cost, and no XP cost.

Items that aren’t consumed with use can be purchased for
two-thirds its published cost (round to the nearest gold piece,
use the standard rounding rule for fractions) and no XP cost.

You may only purchase an item for reduced cost with item
creation feats if your character possesses the appropriate
prerequisites for crafting the item (see DMG 215) NOT
including caster level, unless a minimum caster level is listed as
a prerequisite such as for an amulet of mighty fists or a cloak of
resistance. For those items that do require a caster level, the
caster level of an artificer is equal to or less the artificer’s ranks
in Use Magic Device minus three or the artificer’s class level
plus two, whichever is less. Artificers are assumed to
automatically succeed in any Use Magic Device check necessary
to craft an item that the artificer possesses the caster level to
create.

Characters with the Scribe Scroll feat can purchase O-level or
1st-level caster scrolls at 1st level. These, and magic items gained
by way of a consumable item package 1s-level expansion slot,



are the only magic items a character can purchase at 1%t level.
(See “Select Equipment” below.)

Normally you may not purchase scrolls, potions, or wands
that are not specifically listed in a legal source; even if that item
would normally be creatable. This means you may not purchase
a scroll of ray of enfeeblement cast as a 2"-level wizard or a
potion of shield. There is one exception to this rule. If your PC is
capable of creating the item, you may make items that are legal
for creation but are not specifically listed in a legal campaign
source. You may also create items with nonstandard caster
levels.

Note that you may not create a magic item that requires a
restricted spell.

Craft Staff: When using this feat to purchase a staff at a
discounted rate, you may choose to purchase a fully charged
staff or a staff with 10 charges.

Craft Wand: When using this feat to purchase a wand at a
discounted rate, you may choose to purchase a fully charged
wand or a wand with 10 charges.

Wondrous Items: Expendable wondrous items are treated
as consumable items when determining campaign cost. Items
with randomly determined charges or components, such as a
robe of useful items, must have their components or charges
randomly determined before each session and witnessed by the
DM.

Extraordinary Artisan (ECS 53): Taking this
feat allows characters to craft consumable items for x2
published cost, or for half the published cost instead of 2/3
published cost. Game effects that reduce the cost of crafting an
item (like the caster’s shield) do not stack with this feat.

Item Creation and the Magic Item

Compendium: The XEN'DRIK EXPEDITIONS does not
use any of the optional item creation or upgrading rules found
in chapter six of the Magic Item Compendium. This means that
you may not add additional effects to existing items, craft
nonstandard items that occupy a different body slot nor must
you purchase or unlock a lower synergy enhancement in order
to purchase or unlock a higher version of the same synergy tree.
Note that if you wish to purchase an enhancement that requires
a synergy you must still determine the price according to the
Magic Item Compendium normally, but you do not need to
unlock the lower enhancement.

For example, Xeln wants to buy a +1 desiccating burst
rapier. This weapon has a +3 enhancement: one for the +1, one
for desiccating, and one for desiccating burst. As such this
weapon costs 18,320 gp, but Xeln would only need to unlock
desiccating burst in order to purchase it.

Published Cost and Campaign
Cost

XEN'DRIK EXPEDITIONS uses equipment costs from, or
derived from, published D&D sources. Because equipment is
reset between adventure rounds, consumable items cost more
than the costs published in D&D books. Typically they cost five
times the cost published, and we call that the campaign cost.
Sometimes individual characters will have lower campaign costs
for consumable items as some feats and expansion choice can
lower the multiplier to x3 or even x2 of the published costs.

For example, a potion of cure light wounds (CL 1) has a
published item cost of 50 gp, but typically has a campaign cost
of 250 gp. Based on feat and expansion item selection, the
campaign cost for this potion might drop as low as 150 gp or
even 100 gp, but it is always more than cost published in its
source. You use the campaign cost when determining whether
an item is below the gold piece limit for your level.

Step 8: Select Equipment

Much like ability scores and hit points, you don’t randomly
determine your starting gold. Characters get starting gold based
on starting class, as shown on Table CS—2: Base Starting Gold
by Class.

Add this value to your Equipment Value (EV), and you have
your character’s wealth. Your Equipment Value (EV) includes
the gold earned during play and any gold awarded from other
sources such as story objects or the bonus for Blackwheel PCs.

The full rules on purchasing equipment after first level are
found in the “Advancing Your Character” section.

At first level you may purchase anything your can afford
from Chapter 7 of the Player's Handbook (with the exception of
hirelings, which are restricted), Chapter 6 of the Eberron
Campaign Setting, and 1st-level characters may also purchase
adamantine, darkwood, cold iron, and alchemical silver items
(see DMG 283-284). These special materials are considered
unlimited.

Table CS—2: Base Starting Gold by Class

Class Starting Gold
Archivist* 200 gp
Ardent* 200 gp
Artificer 200 gp
Barbarian 160 gp
Bard 160 gp
Beguiler® 240 gp
Cleric 200 gp
Divine Mind* 240 gp
Dragonfire Adept* 80 gp
Dragon Shaman* 160 gp
Dread Necromancer* 200 gp
Druid 80 gp
Duskblade* 240 gp
Factotum* 240 gp
Favored Soul* 200 gp
Fighter 240 gp
Hexblade* 240 gp
Incarnate* 200 gp
Knight* 240 gp
Lurk* 200 gp
Marshal* 200 gp
Monk 20 gp
Paladin 240 gp
Psion* 120 gp
Psychic Warrior* 200 gp
Ranger 240 gp
Rogue 200 gp
Scout* 200 gp
Soulborn* 240 gp
Spellthief* 160 gp
Sorcerer 120 gp
Soulknife* 200 gp
Swashbuckler* 200 gp
Totemist* 80gp
Warlock* 160 gp
Warmage* 120 gp
Wilder* 160 gp
Wizard 120 gp

*Class must be unlocked by a campaign allowance, such as Faction access,
your expansion list, or a campaign card.

You may also purchase any special components you need to cast
spells known or in those your spellbook. If you have taken a
consumable item pack expansion list item or the Scribe Scroll
feat, you may also purchase appropriate magic items at
campaign costs (see the appropriate sections above).

Because of the episodic nature of DUNGEONS & DRAGONS
CAMPAIGNS play, many animals also have higher prices. They
are usually five times (x5) more expensive than their standard
published cost.

Table CS—3: Cost Changes for Consumable
Items and Animals

Item Cost

Ammunition

Normal

-Arrows (20) 5gp
-Bolts (10) 5gp
-Shuriken (5) 5gp
Masterwork

-Arrows and Bolts (1) 35gp
Shuriken (1) 35gp
Alchemical Silver

-Arrow (1) 10gp
-Bolt (1) 11gp
-Shuriken (1) 11gp
Cold Iron

-Arrows and Bolts (20) 10 gp
-Shuriken (20) 10gp
Special Substances and Items (all single items)
Acid (flask) 50 gp
Alchemist’s fire 100 gp
Antitoxin (vial) 250 gp
Holy water (flask) 125 gp
Smokestick 100 gp
Sunrod 10gp
Tanglefoot bag 250 gp
Thunderstone 150 gp
Tindertwig 5gp

Acidic fire (flask) 150 gp




Alchemist’s frost (flask) 100 gp

Alchemist's spark (flask) 100 gp
Noxious smokestick 400 gp
Mounts and Related Gear

Dog, guard 125 gp
Donkey or Mule 40 gp

Magic Itemsl

0O-level scroll (1st-level caster) 37 gp 5 sp
1st-level scroll (1st-level caster) 75 gp

1 For characters with the Scribe Scroll feat.

A character may have a single mount at the published cost. All
other animals and additional mounts, excluding animal
companions, familiars, and special mounts or other creatures
gained from a class feature, are five times the published cost.
Magebred dinosaurs and magebred Valenar riding horses are
restricted, as both the Valenar and Talenta halflings tend to
frown on the practice that creates them. Dinosaur mounts are
restricted, unless you are a Talenta halfling. Similarly, Valenar
riding horses are restricted, unless you are a Valenar elf. These
characters can purchase a mount of the corresponding type at
normal listed price.

Step 9: Details, Details, Details
No character in a DUNGEONS & DRAGONS CAMPAIGNS can
be of evil alignment. Characters that become evil in the course
of play are retired (treated as a character death). Characters
from the Cabal of Shadows are an exception to this rule.

Also, no PC in XEN'DRIK EXPEDITIONS can be related to
a Published EBERRON NPC or novel character; such relation is
restricted to NPCs only. The Noble Title option at 1st level is
NOT an exception to this rule; it gives you a title and/or “noble
birth” but does not grant any special relationship to established
NPCs beyond that of a last name or house affiliation.

Cash on Hand: Each character has a small amount of
petty cash that they accumulate between adventures. This
money is called Cash on Hand and refreshes each adventure.
This money can be added directly to character's Equipment
Value (EV) and may be spent during retooling. Any money your
PC spends on bribes, inns, or purchasing services refreshes up
to the amount of your PC’s Cash on Hand. Money spent over
that amount is deducted as a gp loss. Money spent purchasing
items or equipment always refreshes.

Any money from your Equipment Value (EV) not used to
purchase equipment can also be added to your Cash on Hand.
Gold from your Equipment Value (EV) added to your Cash on
Hand refreshes up to the amount of your new Cash on Hand
total.

Your Cash on Hand is calculated as follows:

Your level x 2 gp
Your Charisma modifier in gp
Your total ranks in Craft, Profession and Perform
skills x 10 gp
The number of Item Creation feats you have x 10 gp
+ Gold from your EV not spent equipping your PC
Cash on Hand

For example, Lisherath is a 2"d-level wizard. His Cash on Hand
is equal to 4 gp for level plus 1 gp for his 13 Charisma plus 20 gp
for his two ranks of Craft (alchemy) plus 10 gp for his Scribe
Scroll feat plus 12 gp left unspent from his EV. His Cash on
Hand is 47 gp. While adventuring, Lisherath can spend up to 47
gp that refreshes. Should he spend 55 gp bribing guards during
the adventure, the DM records a gp loss of 8 gp. The 8 gp in
excess of his cash on hand is permanently spent from his EV.

Region of Origin: As noted previously, characters can
be from any region on the continents of Khorvaire, Xen'drik, or
Aerenal. The following regions as a place of origin for player
characters are restricted: Adar, Argonnessen, aquatic, Frostfell,
Riedra, or Seren (although Crimson Codex members may be
from the Seren region).

Age: XEN'DRIK EXPEDITIONS characters can be of any age,
but the campaign does not use the age ability adjustments on
PHB 109.

Step 10: Report Your Character
Online

The online registration system went live prior to GenCon Indy
2006. Stay tuned to news on the RPGA website
(www.rpga.com).

Online registration is not always foolproof, so in addition
to reporting online, keep track of your character via your
Adventure Journal. During a convention or game day, you may
keep your Event Treasure between adventure sessions by noting
it in the Adventure Journal as well. Event Treasure is noted
specifically as such in the adventures. Once your PC is reported
after an event, the Event Treasure is added to your equipment
value (EV), and you can no longer keep Event Treasure.

Done!

Go play your first game, and when your character gains a level
or more wealth in its equipment value (EV), or both, follow the
directions in the section titled “Advancing Characters.” It offers
instructions on how to advance your character from the starting
level of the campaign.

Advancing Characters

You advance your XEN'DRIK EXPEDITION character using the
standard D&D rules with the following exceptions.

Advancing Fastplay PCs

It is perfectly legal to advance a fastplay character as if it were a
created PC. Once you do so, that PC loses its miniature unlock
ability, unless you choose to add the miniature unlock ability to
your card stack as though it were a campaign card. This means
having access to the fastplay miniature unlock ability requires
you to forfeit one action point. Once you advance a fastplay PC,
you make it your own and you never get any benefit or
hindrance from any changes that may occur to the original
fastplay with each level bump.

Hit Points

When you gain levels, don't roll your character’s hit points.
Instead, your character gets a set number of hit points
determined by its Hit Die. Table CS—5: Hit Points details how
many base hit points a character gains each level, before being
modified by feats or Constitution modifier.

Prestige Classes: With each level of a prestige class, you
receive one half of the maximum plus one, plus any other
bonuses such as your Constitution modifier. Kat's rogue with a
12 Constitution (+1 modifier) takes her first level of
shadowdancer. The shadowdancer prestige class d8 hit dice, so
she gains 6 hp.

Table CS—5: Hit Points

Hit Die  Classes hp
d4 Psion, sorcerer and wizard 2 hp
dé Archivist, ardent, artificer, 4 hp

bard, beguiler, dread
necromancer, incarnate, lurk,
rogue, spellthief, warmage,
and wilder

ds Cleric, dragonfire adept, druid, 5 hp
dusk blade, factotum, favored soul,
marshal, monk, psychic warrior,
ranger, scout, and totemist

d10 Divine mind, dragon shaman, 6 hp
fighter, hexblade, paladin,
soulborn, soulknife, and
swashbuckler

d12 Barbarian, knight 8 hp

Multiclassing and Prestige Classes

When you multiclass or take a prestige class, you must advance
at least three levels in that class before you can take a levels in




another base class or prestige class you don’t already have levels
in. The levels need not be consecutive. Prestige classes from the
DMG not listed on the Restricted list (evil classes and
thaumaturgist) are Unlimited Rules Items and may be taken
with use of an expansion slot.

This is not true for your favored class (as presented in your
character’s race’s description) and one other base class (player’s
choice, you decide at 1t level and put it on your Adventure
Journal). This second class is your secondary favored class and
behaves in all ways as your racial favored class. This choice
cannot be retooled. Humans and half-elves can pick a racial
favored class and two secondary favored classes. Favored
classes (both racial and secondary) can only be taken from the
set of base classes available to your character.

For instance, a human Crimson Codex character could pick
dragon shaman as a racial favored class, and totemist and
incarnate as secondary favored classes, but a human character
in the Covenant of Light could not, because those classes, while
unlocked for a member of the Crimson Codex, are limited for
Covenant of Light PCs. A class available because of an
expansion or creation card qualifies for this choice, but ONLY if
the card is available at 1% level.

Here is an example of how this works. Xeln is a 6"-level
changeling character. He's a wizard 2/rogue 2/artificer 2. A
changeling’s racial favored class is rogue, and Xeln has chosen
wizard as his secondary favored class.

At some point in his adventuring career Xeln wants to take
levels in master inquisitive, a prestige class from the Eberron
Campaign Setting. Even if he has met the requirements, Xeln
can't take it when he reaches 7t level because he must have
three levels of artificer before he can take another class. At 7th
level Xeln would have to take another level in artificer in order
to set up his 8t-level choice as master inquisitive.

If Xeln does take a level of artificer at 7th, and then master
inquisitive at 8™, he would have to take three levels in that
prestige class before he could take levels in a class other than
rogue, wizard, artificer, or master inquisitive.

If Xeln were a half-elf instead of a changeling, he would be
able to take a level of master inquisitive at 7t-level, but only if
he took a mix of wizard, rogue, and artificer as favored classes.

Special Requirements for Prestige Classes: In the case
of event-based prerequisites for qualifying for a prestige class, a
PC requires a story object stating that the event has been
achieved. Other sources of campaign documentation, such as
your Adventure Journal, may also qualify as stated by the
document in question. This allows you to meet special
requirements for prestige classes during DM's Mark
adventures, such as a peaceful meeting with an outsider or
encountering a pseudonatural creature. For such things, the
DM should make a notation on your Adventure Journal.
Prestige classes unlocked by a Faction do not require this
documentation and may be freely chosen.

Events and Sessions

There has been some talk about events and sessions in these
rules. The RPGA defines events and sessions thusly:

Events: A convention, game day, or home play occurrence
sanctioned by the RPGA.

Session: An occurrence of RPGA game play by a GM and
four to six players at an event. An adventure is typically
designed to run within a 5-hour session at an event.

If you have more questions about the differences between
events and sessions, see the RPGA General Rules. You can find
that document at our website.

Gaining Levels

At the end of each adventure, your DM answers a set of
questions about your group’s performance. Those answers are
reported to the RPGA, and tallied to determine your level and
equipment value (EV). After the event is reported, those bits of
information are added to your online Character Record.

You can access your Character Record in the Members-
Only Section of the RPGA website. When the character record
informs you that you have gained a level, advance your
character on your paper records. This includes updating your
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character sheet, indicating select level-dependent choices (class
level, ability adjustment, feat selection, skill ranks, base spells
known) on your Adventure Journal, and deciding on your new
equipment list. Your next Dungeon Master will confirm your
choice by signing your Adventure Journal.

You cannot gain a level during an event. You do not level
until the whole event has ended. As the campaign uses a flat xp
and gp deduction based upon your current level for character
death, you suffer the lesser penalty based upon the level of your
PC played and not the level the total xp recorded on your
Adventure Journal suggests you should be.

To play your character above the current campaign starting
level, you must bring a current copy of your online Character
Record and your Adventure Journal.

Make sure both are as up-to-date as possible. If you are
missing both, you must create a new character at campaign
starting level or play a fastplay character.

Each Character Record comes with an expiration date
(typically a week after the download of the character record).
Bringing an expired character record to an event is the same as
not bringing one at all. Your Adventure Journal never expires,
but the entries for each session must be completed with
signatures from your DMs.

Character Death

Should the unfortunate happen and your PC dies, your DM will
apply an experience penalty equal to 500 xp multiplied by your
effective character level. In addition, while your Faction makes
certain that a raise dead spell is available, you must pay 1,100
gp to defray your faction’s cost of this spell. This cost can be
split between party members at the table if desired. Unless
within the adventuring party’s ability, or specifically listed in a
module, resurrection and true resurrection spells are not
available. Player characters may not use reincarnate spells
upon other PCs.

Should your PC die during an adventure and a raise dead
become available to them, they may be raised immediately. You
pay the gold cost immediately and for the duration of that
adventure, and other adventures played at the same event, you
apply one negative level. Whether you do or do not drop in level
will be determined by the online character tracker, so the
negative level applies only for the duration of that event.

If your PC should meet with permanent death, you may
choose to allow surviving party members to sell your equipment
for half value to defray the costs of bringing other party
members back from the dead.

Equipping Characters

You can re-equip your character between events. You can retool
your equipment list, or you can keep what you had before. This
is the only part of your PC that can be changed or “retooled”
between events. Once you've entered a session at an event, you
cannot change your equipment list for the rest of that event,
and some events may ask you to register your magic and stack
sheet before you play in your first session.

The set of items your character can be equipped with is
determined by the designation of the item, and how that
designation interacts with your character and its build choices.
There are five types of designations: Unlimited, Limited,
Locked, Restricted, and Unlocked.

Below is a description of each designation, a description of
how it affects your character’'s cho