Summer/Fall 2004 Game Questionnaire
Game Guidelines/Restrictions

System: Dungeons & Dragons v 3.5

Allowed Materials: All non-campaign specific modules published to date.

Playable Races: All standard races in PHB, will consider races from other sources, ie, Savage Species.

Playable Classes:  Classes and Prestige Classes from virtually any source will be considered.

Playable Alignments:  Any non-evil.

Magic:  Veil standard, but more scarce.  Very little purchasing of magical items.
Wealth:  Poor, reflecting struggling economies in troubled times.

Lethality:  Reasonable (PC death will not be part of plotlines, nor arbitrary, however your actions will have reasonable consequences that could lead to inevitable death.  NPC’s will receive no preferential treatment.)

XP:  Standard for combat.  Generous rewards will be given for outstanding roleplaying and problem solving.

Questionnaire

Campaign Theme

Please check the box of the single campaign theme you would most like to play:

� The PCs vs. The World:  The PCs are all outcasts of some kind that must band together to fulfill individual plotlines, survive and find acceptance in the world.  
� The PCs as Part of an Organization vs. Other Organizations:  The PCs are members of a guild, religious order or similar organization that will be co-developed with the players, and must compete against rival organizations.
� The PCs as Roving Adventurers:  The PCs are professional treasure-hunters of some persuasion.  This theme will require more development and roleplaying than “we do it for lack of anything better to do”.

� The PCs on Their Own:  The PCs move through the world, self motivated, trying to fulfill their personal goals with little affiliation with a larger group.  This theme will require the most explanation of why the PCs work together.
� The PCs Have a Higher Calling:  The PCs all work toward a lofty goal, around which the campaign and subsequent adventures will be based.
� The PCs as a Complete Mystery:  The party begins play together with no previous knowledge of their lives, and must discover who they are, where they came from, and their role in the world.
Campaign Elements

Please rate (circle) the following campaign elements in order of importance to you.  

1 = Not Important, 5 = Very Important

Action – 1  2  3  4  5

Adventure – 1  2  3  4  5

Intrigue – 1  2  3  4  5

Comedy – 1  2  3  4  5

Romance – 1  2  3  4  5

Horror – 1  2  3  4  5

More or Less?

As compared with our previous D&D game, would you like to see less, more, or about the same of the following?
Weaker NPCs:  Less  Same  More

Comparable NPCs:  Less  Same  More

Powerful NPCs:  Less  Same  More

Overall # of NPCs:  Less  Same  More

Political Intrigue:  Less  Same  More

Magical Items:  Less  Same  More

Combat:  Less  Same  More

Skill Use:  Less  Same  More

Focus on Character-Specific Plots:  Less  Same  More

Dungeon-Crawling Adventures:  Less  Same  More

City Adventures:  Less  Same  More

Wilderness Adventures:  Less  Same  More

World Travel:  Less  Same  More

Puzzles/Riddles:  Less  Same  More

Random Encounters:  Less  Same  More

Player Preferences
1. Do you like the idea of a player keeping track of the calendar and chronicling events, possibly in the form of an in-game journal maintained by a character?  (circle – YES  NO).  If yes, would you be willing to take on that responsibility?  (YES  NO)  How about for a progressive XP reward based on consistency and detail?  (YES  NO)
2. Do you think the game would benefit from a weekly “newsletter” style sheet that kept track of NPCs, story-arcs, important facts, party goals, etc, in-between gaming sessions? (YES  NO)

3. Would you like to see to-scale maps and miniatures used more often, particularly in combat situations?  (YES  NO)

4. Are there any types of creatures or NPCs that you would like to encounter during the game (ie, fey, elves, dwarves, paladins, shedu)?  (Please write in below.)

5. Are there any types of creatures or NPCs that you specifically do not want to encounter during the game (ie, dragons, vampires, undead)?  (Please write in below.)

6. Would you prefer to set a specific snack/drink rotation, or do you prefer to keep it helter-skelter as with previous experience?  (circle – specific rotation   helter-skelter)
Contributions
As we all know, gaming is becoming an increasingly expensive hobby.  Part of what makes my game dynamic and diverse is my constant exposure and access to new materials.  I will be accepting financial contributions which will be used to purchase new supplements that will be of interest to the group.  Ergo, I won’t be using it to buy the new Ebberon setting, or the new Vampire book.  This will never be mandatory, and all funds will be kept in an envelope and brought to the game until there is enough to buy a new book or product (usually about $30).  If there is something specific that we need to raise funds for, that will be discussed at the table.

Contributions can also come in the form of needed office supplies; community pencils, transparencies, transparency pens, notebooks, folders, graph paper, even an old filing cabinet.

Lack of contributions will never injure the game in any way, but what is received will certainly go to ensure our game’s enhancement.
Rules

Check the box that reflects how you would prefer that I handle the following rules:

Encumbrance

� Adhere strictly to encumbrance rules.  “If I pick up one more arrow, I won’t be able to move.”
� Keep encumbrance more casual and “common sense”.  Plate armor slows you down.  Gold doesn’t weigh much, unless you have a lot of it.  You can’t run while carrying someone else.

Travel

� Play out the majority of travel, even if mundane, spicing it up occasionally with encounters.

� Breeze through the boring parts, stopping only if something important happens, and recapping the gist of the travel.

Equipment

� Keep close tabs on the number of items carried, such as ammunition, material spell components and food/water.  When you’re out, you’re out and have to do something about it.

� Generally assume that you have enough provisions to get where you’re going, enough arrows to get you through most combat, and it’s assumed that you replace these things when you start running low.
Death

� When you reach -10 hit points, you die.  Pay close attention to bleeding and wound rules, and your only hope upon dying is resurrection (which is going to be much harder to come by).  This, naturally, will apply to the NPCs as well.

� We use hit points as a guide, and ultimately you die if I think you should die.  Ie, running out of hit points isn’t a guaranteed death sentence.  This, too, would apply to the NPCs.
Variant Rules

Below is a brief description of some of the variant rules presented in Unearthed Arcana.  Check any that interest you.

� Honor – A codified system of honor that bestows certain bonuses or penalties when dealing with various groups, and varies according to your alignment and actions.

� Reputation – Just how well-known are you?  Well, now there’s a formula.  This goes up based on your level and actions (or down, depending), and has bonuses and penalties, depending on who you’re dealing with.  Say, you’re a paladin known for slaying vampires, you would have a +5 bonus on Diplomacy checks involving the Varian church, and a +3 on Intimidate rolls vs. vampires that have heard of you, but a -5 on all Bluff and Diplomacy rolls involving same.
� Traits and Flaws – Finally subscribing to a 25 year old universal gaming concept, D&D now has official rules for the use of Traits and Flaws.  Traits are quirks that give you a benefit, but also have a drawback.  You can start with two, and possibly add more later if you roleplay them.  They aren’t bought, since they balance themselves out.  Flaws are more specifically negative things that hinder your character, but hey, if you take two, you get a free feat!  Handy?  Maybe.  Interesting?  Sure.  Will we use them?  That’s up to you.
� Action Points – This is a pool of points that allow you to do things you normally couldn’t; use a class ability more times per day than normal, improve feats, add bonuses to rolls, etc.  You get a set number based on level, and get a few more each level.  Once they’re gone, they’re gone.  You don’t get any more until you level up.  This could make the game a little more “heroic”.  If you’re interested, check thusly.
Requests and Suggestions
Below, write in any suggestions or requests that you might have, if not covered in the questionnaire.  Please be sure to write this down, as I am likely to forget if you simply tell me in conversation.
