The current version of this document can always be found in the files section of the LINHomeCampaign Yahoo! Group (http://groups.yahoo.com/group/LinHomeCampaign/files/). These guidelines provide the basic information you need to create a starting character and play in Sam's campaign. Please be aware that these guidelines may change. All characters must use the most current version of the D&D Player's Handbook.  See appendix I for explicitly approved and explicitly non-approved materials. 

Character Creation:

When options are added for characters, you may add them to your character at the next normal opportunity, level advancement. You may never re-make a character because new options have been approved.

To create a 1st level character, turn to page 4 of the Player's Handbook and use the steps outlined in the Character Creation Basics section except where they are modified as outlined below. 
Step 1: Ability Scores

With the GM present, roll 4d6 six times, discarding the lowest dice from each roll.  Distribute the six ability scores as desired.  If the total ability modifiers is less than +1, or there are no scores greater than 13, discard all six scores and roll again.

Apply racial modifiers to ability points after the base scores are determined. Thus, ability points range from 8-18 for humans, and 6-20 for nonhumans. 
Step 2: Choose Race, Class, and Region 

Race
All players must choose a race for their character. Players may choose only from those standard races presented in the Player's Handbook.
Class
All players must choose a class for their character.  Players may choose only from the standard player character classes listed in Chapter 2 of the Player’s handbook.  
Prestige Classes
Prestige classes published in any WotC class guidebook (Sword and Fist, Defenders of the Faith, Tome and Blood, etc.) or in Dragon Magazine are allowed, as long as all requirements for the prestige class have been met.  If using a prestige class from Dragon, please make sure that I either have the issue that it is published in or provide me a full copy of the article.

Step 3: Hit Points

At 1st and 2nd level, assign your character maximum hit points for its class, including any Constitution bonuses. For each additional character level after that roll their appropriate hit die (disregarding all 1's) then add any Constitution bonus. 

Step 4: Skills

Players should follow the guidelines listed in the Player's Handbook with regards to calculating and choosing skills. 

Step 5: Equipment

A starting character receives the maximum amount of gold pieces for its class. Players may purchase any equipment from Chapter 7: Equipment in the Player's Handbook. 

The Carrying Capacity rule is used in this campaign, so keep track of what your character is carrying and how much it weighs. 

Step 6: Select Feats 

Feats published in the Player’s Handbook, any WotC class guidebook, or in Dragon Magazine are allowed, as long as all requirements for the feat have been met.  If using a feat from Dragon, please make sure that I either have the issue that it is published in or provide me a full copy of the article.

Step 7: Describe Your Character

All non-evil alignments are allowed. Your alignment choice must meet all requirements for your character's class.   Acting contrary to the character’s alignment will result in penalties, ranging from loss of role-playing experience to intervention by the character’s deity.

Character backgrounds are helpful and encouraged but not required.  If you do prepare a background, please provide me with a copy.  As discussed below, creating and updating backgrounds for your character will be rewarded with role-playing experience points.

Step 8: Patron Deity

Players must select a Non-evil deity from the Player’s Handbook or the Living Greyhawk Gazetteer.  

Changing Patron Deities

Divine spell-casters (clerics, druids, paladins, rangers of 4th class level or higher, and members of certain prestige classes) suffer serious penalties for changing patron deities. See me to discuss the ramifications of voluntarily changing deities if desired. 

Characters not receiving divine class powers may change patron deities at will although consequences may occur.  

Game Play:
Gaming in my campaign is currently scheduled for the first three Friday evenings each month that no RPGA modules are scheduled.  Check the calendar section of the Yahoo! Group for more information.  We generally play at my house starting at 7:30 PM (see the Yahoo Group for directions).

World

The campaign world is loosely Greyhawk based, although some differences will appear as the campaign progresses.  This applies to the philosophy as well as the geography.  

Item Creation

Item creation is allowed as described in the Player's Handbook and the Dungeon Master’s Guide.  Please let me know the details on the items created.

Experience Point Rewards

Experience points generally awarded as described in the Dungeon Master’s Guide.  Players who roleplay their characters will receive bonus XP each session. Players who prepare character backgrounds and expand on them as the campaign progresses will receive bonus XP.

Feedback

Maintaining a successful game and campaign requires both the players and the GM to enjoy the gaming experience.  With that in mind, I am very open to feedback from the players.  Please let me know any suggestions for making the game more fun and engaging.  Also, let me know if there are things that I could do better or if the game is moving to slow.  Conversely, please let me know if there is something that you particularly like or a facet of the campaign that should be expanded upon.  Feedback should be communicated in whatever fashion you feel most comfortable: in person, via email, or an anonymous note left at the game table.

Appendix I
Approved and Non-Approved Source Materials

The following lists detail the source materials that have been explicitly approved and non-approved.  If you wish to use concepts or materials that are not discussed, or wish to use something in the non-approved group (e.g. a prestige class from the FRCS) and have a good reason for doing so, ask me outside of the game.

Approved Materials
	Player’s Handbook
	Dungeon Master’s Guide
	Monster Manual

	Sword and Fist
	Defender’s of the Faith
	Tome and Blood

	Dragon Magazine (make sure I have source issue or article)
	
	


NON-Approved Materials
	Psionics Handbook
	Magic of Faerûn
	Monsters of Faerûn

	Forgotten Realms Campaign Setting
	Manual of the Planes (being reviewed)
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