Appendix B: Circe Road Campaign D&D Rules Modifications for 5+ Edition 1/24/26

Background: The Circe Road campaign will be an extension of the “Aarbat campaign™ but
using 5* Edition rules and, likely, online play tools in the future (Roll 20, D&D Beyond). Some
of the adaptations will use techniques developed for managing campaigns in the past, especially
some Third Edition methods, to the extent they seem applicable. Generally I accept the Rules
from Player’s Handbook (2014) and corresponding Dungeonmaster’s Guide and Monster
Manual, with exceptions described here and perhaps other exceptions as the need might arise.
Generally I do not include Xanathar’s Guide and Tasha’s Cauldron rules as in play but may
accept some provisions from those sources as may be expedient and applicable.

Characteristics and Character generation:

Races: Character Races allowed include dwarf, elf (not drow), halfling, human, gnome,
half-elf, and half-orc. All non-human races are met with prejudice by most people in the Circe
Road region. Half orcs are the most common non-human race, especially along the Circe Road.
Elves are very, very rare. Dwarves are encountered only occasionally, having left their mountain
fastness for some reason or another. Gnomes and halflings are mostly encountered within
enclaves of the largest city, Selleze, after having traveled there for some reason. Half elves
usually make a point of appearing to be human and keeping their true race hidden. They are rare.
Things like Dragonborn, Tieflings and beyond are not just rare; they are unheard of. Someone of
such a race not only would face prejudice, but would be regarded as a vile monster to be slain at
first opportunity in Aarbat. So, not to say one of those can’t appear, but wouldn’t be as a player
character. (I’ll mention that there is a race of intelligent “bears” in Aarbat, but not available to
be player characters.) I will allow the “Variant Human” race choice as a way for a character to
start out with a “feat.” If the feat grants an attribute improvement (+1), that comes after the other
modifications to attributes are applied. I'd like to be asked about particular feats being
considered. Some may be problematic; I’'m just not familiar enough with them all to say now.

Attributes: Player characters will follow the methods outlined in the 5* Edition Player’s
Handbook (PH) with a few modifications described below. 1 will follow the “Point Buy” system
based on 27 points to allow attribute purchases of up to 15 (PH p.13). This reflects the numbers
for the various attributes before modifications for race, sex, and feats.

Sex: Female characters receive a -2 Strength modification and +1 to both Wisdom and
Charisma. I will allow the initial point buy for Strength to go up to 17 (at cost of 13, before the -
2) for someone wanting to create a particularly strong female character. This is a “house rule.”

Classes: The more usual classes of Cleric, Druid, Fighter, Paladin, Ranger, Rogue,
Sorcerer (wild magic) and Wizard are freely available. A Druid is a somewhat less useful choice
than usual because of a lack of forests in the Circe Road area. The primary terrain is a mixture
of hills and plains tending toward the arid side. Because much of the terrain is open, wilderness
adventures are likely to reward ranged spells and weapons more than melee, which can affect
class choice details. Worth noting, almost all army units in the Kingdom of Aarbat (where things



begin) are exclusively male (though with camp followers of various sorts). There is a Ranger
organization, the Queen’s Own Rangers, that is exclusively female. So, characters with a soldier
background will be overwhelmingly male, and those with a ranger class are perhaps 50% or
more likely to be female. This does not directly affect player character choice, but may require
some extensive background development for characters going against these norms. Paladins of
the “Vengeance” oath are unknown in Aarbat, and the Ancients oath would be unlikely.

The classes of Barbarian, and Monk are not out of the question, but are not in play in this
region now. In part, I’'m reluctant to have these around due to my unfamiliarity with being a DM
for these characters. If a Barbarian was to appear, he would be from the tribes of “Nomads” in
the Circe Road area, and likely an outcast from among them due to an inability to control his
temper. He’d have a hard time getting along with most NPC’s in this campaign both because of
his nature as a barbarian and some degree of prejudice against the nomads. I don’t know how
well a barbarian will survive; eventually someone in authority is likely to say, “Enough!”

Similarly, there are no “monks” currently in the game. (I have played with a monk in 1+
edition; it didn’t go well.) Brigand / rogue hideouts somewhat comparable to a monk
organization may exist, but are currently unknown and not “monks” in the character class sense.

A bard is another question. There have been no bards in the area from a “class” sense,
though there are bards (usually rogues) in a more conventional sense. There are definitely
musicians around, but they are focused more on performance than any adventuring. Having
done some exploratory play with a Bards, there’s a chance that a Bard will become too involved
in non-combat parties and entertainment, at the expense of the patience of other party characters.
But, yes, I will consider a Bard as a viable character class for player characters.

Warlock is a difference case. The class requires the role of an evil source of the
warlock’s power which is beyond the usual religion issues in the game that affect clerics. The
existing potential sources of such power would be a problem for the game. They would be
intervening more often and in more strength than I want to manage at this point. So, I’d prefer to
leave the Warlock class aside as not used in play by player characters.

Backgrounds: I will accept any of the Background choices listed in the Player’s
Handbook, with some qualifications. In addition, I make available additional custom
background choices. It’s possible I will need to add some more additional custom backgrounds
as the campaign is re-aligned for 5* edition rules. See the document “Aarbat Player
Backgrounds” for a full description of these alternate backgrounds and qualifications on Player’s
Handbook backgrounds. A brief summary of Aarbat specific backgrounds follows below:

Convoy Guard: A character who has made a living guarding convoys for merchants within the
kingdom of Aarbat, and possibly even on the Circe Road earlier. This can be considered a
derived background similar to “soldier,” but without the military discipline.

Skill Proficiencies: Athletics, Perception, Animal handling (2 of these 3)

Tool Proficiency: land vehicles

Traveler: Familiar with most of the cities, towns and highways of Aarbat.

Street Thug: A character who has started with nothing and managed to make something of
himself among the dregs of society by force of will and /or brute strength. This can be
considered a variation of “Urchin” available to character with fairly good strength (S=13
minimum). Most who stay put tend to become Rogue “bullies.”



Skill Proficiencies: Intimidate, Persuasive
Tool Proficiency: gaming set

Language proficiency: Thieves Cant
Secrets of the City: As for Urchin

Village Commoner: Someone who grew up in a small town or village, one of the many who
earned their living tilling the soil, watching the herds, or doing labor of the sorts needed to
sustain production of food and the other essentials of life.

Skill Proficiencies: Two of: Nature, Animal handling, Survival

Tool Proficiencies: Land vehicles, agricultural tools (plow, etc.)

Slave / Indentured: A character likely the child of a prostitute in Selleze, or perhaps a baby or
child sold by pirates illegally in Southby or elsewhere. Raised on a “baby farm,” that pays for
babies and children and uses them as labor to sustain farming, at least enough to sustain the
operation. When the children are approaching maturity, they are sold as slaves or as indentured
servants.

Skill Proficiencies: two of: stealth, deception, athletics, or acrobatics

Tool Proficiencies: tools, as appropriate to work done.

Starting Resources: I will allow either the use of beginning equipment and money from
Background and class/race choices or purchase “ala carte” from average starting funds for the
class. Reasonable substitutions will generally be allowed if they fit the character appropriately.
The equipment lists given in the Player’s Handbook will be used. I have converted the Aarbat
monetary system to the denominations and equivalences given in the Player’s Handbook.

About Money:

The currency of the realm is generally acknowledged to be debased. The coins that are
called "gold pieces" or "Sovereigns" are mostly lead, tin and copper, with perhaps as much as
1% gold content. The silver pieces, "Ducats," are likewise no more than 20% actual silver, with
the remainder lead and tin. "Pennies" of copper are likewise debased as much as 50% with lead.
So-called platinum pieces, "Empros", rarely contain any platinum, being mostly lead, silver, and
tin. By Royal decree, an Empro is worth 10 Sovereigns, A Sovereign is worth 10 Ducats, and a
Ducat is worth 10 Pennies. In the capitol, you need to use the correct terminology. Elsewhere,
many people outside the nobility just say gold pieces, silver pieces, and such.

In addition, the City of Selleze mints its own currency. The most common is a coin made
of a tin allow called a "Pewter", which is worth 10 silver pieces. The quality of these coins is
superior to the currency of the kingdom. They are most often used by the nobility for trades
within the city. There are also some "coins" made of gemstone slices, made by the gemcutters of
the town. These are greatly valued for their compactness, as the "Aegaton" is valued at 10
Sovereigns, the "Quartzon" at 100 Sovereigns, the "Peridoton" piece is worth 1000 Sovereigns,
the "Sapphron" is worth 10,000 Sovereigns. Moneychangers will usually charge a stiff premium
of up to 25% to convert Sovereigns and Empros into Pewters, Aegatons, Quartzons, Peridotons,
and Sapprons. The use of these special coins outside Seleze is often a problem. Many
merchants in Aahfundit take them, but some don’t. The farther away from Selleze you go, the
less likely a merchant will take such coins. Occasionally worthless counterfeit versions of these
coins are encountered, though anyone with a specific “appraising” or “gemcutting” skill can tell



the difference. (For others, an intelligence die roll is needed.) Merchants who deal in expensive
goods can usually easily recognize the fakes, and merchants of inexpensive goods either will not
take such coins or will charge a premium to have them examined and certified.

It should be noted that occasionally one might encounter currency from the Kingdom of
the Sun, "Solars" (gold), and "Lunars" (silver). These coins are not debased as is the currency of
Aarbat. In Selleze they are traded sometimes as high as 50 to one. (But, other times as low as 20
to 1.) That is, 50 or 20 Sovereigns are needed to buy a gold Solar of about the same weight. In
other places, what you get is lower. In towns and villages, it’s usually only 10 to 1. Lunars are
as much as 20 to 1, 10 to 1 in towns and villages. These coins are normally only used by
merchants for trade among themselves, and are favored for their light weight for the amount of
value. The exchange rate varies. They are encountered mostly in Aahfundit and in Selleze, and
even there rarely. More common in Orctown.

All coins are reckoned at 50 to the pound. The encumbrance of coins will be ignored
below 100, and after that 2 1b. for 100 to 149, 3. Lb. for 150-199, etc.

Minor Rules Issues Proficiencies:

Persuasion vs. Intimidation: The distinction between these two modes of attempting to
influence someone else is elaborated somewhat in the Player’s Handbook. As in 3+ edition,
“Intimidate” is a skill applied during combat or imminent combat situations based on threat of
physical force. “Diplomacy” is a skill used to influence others to be more friendly or
cooperative in less confrontational settings, though possibly applicable to a pending combat
situation as well. “Persuasion” seems to be the same skill relabeled. Both Persuasion and
Intimidate are Charisma based skills. As I envision using these skills in this campaign, I see
“Intimidate” as definitely more a matter of physical threat, and as such I will allow Strength to
substitute for Charisma in most attempts to Intimidate. Possibly a negative charisma effect may
be added if the intimidator is of a nature to present an even more severe threat independent of
strength. On the other hand, “Persuasion” may include subtle threats or allusions to
consequences, but is seen as generally a more polite and less immediate exercise of skill, and
will remain Charisma based.

Craft/Profession based skills: In 5 edition, these are usually associated with “tools”
such as a musician’s instrument, a navigator’s tools and charts, and a blacksmith’s forge
equipment. At least for NPC’s, I may sometimes group craft or especially profession skills
together as a special “skill” that covers most of the checks needed in the practice of the
profession. For example, “Merchant,” and “Barkeeper/Barmaid,” are examples where there are
not specific “tools” skills that apply. I may need to invent some more of these as things go.

Performance: This is one skill for lots of things. Yet performers with musical
instruments must make checks applying “proficiency” for those instruments. So, what of a
singer with no instrument? “Perform” would apply. What about a lyre player who also sings?
And dances? These issues are addressed in a separate document, but generally proficiency with
both the instrument and Perform gives “advantage.” (This is proposed in Xanathar’s Guide p.
78). For a singer to gain the same advantage, “Singing” must be chosen as a “tool/instrument.”
Likewise for dancing, oratory, etc. Generally professional performers have at least one of these
“tool” specializations, and get advantage on performance. (In fact, getting advantage is so much
the norm, that other means are needed to treat group performances being other than just “help.”)



Athletics: 1 will assume that anybody with an athletics proficiency can swim, at least if
not encumbered. Maybe a swim speed of 10°. If encumbered, or no Athletics proficiency, a skill
check (Athletics) is going to be necessary to swim. I have not considered the details on this.
Athletics also adds 5 1b. per proficiency bonus point to the unencumbered load a character can
carry, 10 Ib while encumbered, or 15 maximum, in addition to the usual 5/ 10/ 15 Ib. per
strength point.

Nobility Skills: For Aarbat I have in the past played that Noble Characters are all
“expected” to have proficiency in Heraldry, Riding, Ettiquette, and Dance. These are no longer
explicit proficiencies under 5* Edition rules. I will assume that anyone with a Noble background
has some proficiency in these things, unless there is some reason why not. Someone else
aspiring to Noble status without the “Noble” background is going to need to develop some
Performance or Persuasion 5E skills or present some compelling reason why they should still be
given Noble status despite the deficiencies. I’d accept “animal handling” as including “riding,”
and maybe “acrobatics” or “perform” as including dance. Heraldry would need to be an acquired
skill though. Perhaps “history” would convey that? Etiquette? Maybe at least +1 in Persuasion
and Insight. Maybe needed “nobility” skills should be like a tool set that one can acquire with
expenditure of time and resources in the game. This issue is still unsettled.

Masterwork items: I expect to use “masterwork” non-magic items in this campaign.
For masterwork weapons, the effect is usually to add an extra “to-hit” +1, but no bonus to
damage. A masterwork weapon does not have any of the benefits that might accrue to a magic
weapon other than the +1 to hit. Masterwork armor does not add a protection bonus, but may
allow cancellation of the stealth disadvantage for some armors, or perhaps raise the cap on the
dexterity bonus for some others. A set of masterwork armor can also be crafted for ornamental
purposes to convey a charisma bonus of +1, not stackable with magic charisma bonuses.
Masterwork tools, instruments, and clothing will also be available. The details on all these are
elaborated later. As a default I will generally follow 3~ edition provisions. Unusual and
expensive non-magic items, such as a spyglass or sextant, will inherently be masterwork items.

Combat:
Initiative: There are different general types of situations in which combat is initiated,
and thus some alternative methods of determining initiative:

1. Unorganized: This will normally be the situation when the party is scattered, or all each
doing different things. In such a case initiative is rolled normally using the usual conventions
described in the Player’s Manual. A party relaxing in a tavern when a fight starts is another
example. A party of NPC’s encountering the party will also likewise roll individually for
initiative, unless they happen to be “organized.” If an organized enemy, say, a squad of
hobgoblins, happens upon the party in such a situation, they will all use one die roll for initiative,
again, as is normal in 5* edition. But if they are also disorganized, the die roll is taken as a
maximum and individuals, in order away from the encounter, each have an initiative less by 1 (in
order) or -1 per 10 feet if they are spread out.

2. Organized: This will normally be the situation if the party is traveling together in an
organized formation, whether in the wilderness or a dungeon. One die roll is made for initiative



for the whole party. The party member rolling is normally the one who spots the enemy first. If
more than one are in position to spot the enemy, the one of those with the highest initiative
number sets the initiative for the party. Others in the party go in order of their respective
(relative) initiative numbers, with the constraint that a party member cannot go before someone
closer. However, someone closer is allowed to “defer” to someone further back by voluntarily
taking a lower initiative number. This method of determining initiative usually works to the
party’s advantage in allowing coordination of actions, such as the bowmen shoot before the first
echelon with melee weapons charges forward, or a delay for a protective spell to be cast first.
(But, any delay is risky since the initiative placement of the enemy usually won’t be known.)

3. Turns by sides: I’'m using this most often. I’ve found that using one initiative roll for each
side (as #2) works well even on less organized circumstances. The basic principal is that the
“enemy” side, usually homogenous with a single initiative roll, goes after party members who
with their modifiers are earlier (higher) in initiative, and before party members who with their
modifiers are lower in initiative, with all party members using the same initiative roll.
Essentially this breaks down into party and enemy alternating, with the slower members of the
party possibly missing the opportunity to go with their faster colleagues on the first turn. So,
why not play it out that way? This allows all of the players to do their rolls and take actions at
the same time, except in special cases where the order matters. It should speed up play.

4. By distance: On a variation of #3 above, perhaps applicable, during the first round only, the
order of the party is by distance from the enemy rather than initiative numbers.

Advancement:

Characters will advance in level based on experience points according to the table found
in the Player’s Handbook, p. 15. After each adventure experience points will be totaled for the
adventure and credit distributed to both player characters and non-player characters. The DM
reserves the right to include bonus consideration to the shares of some characters who
contributed in a particularly noteworthy way to the success of the endeavor, and reserves the
right to reduce the share of those who contributed relatively less to a half share. (An NPC leader
supervising the player characters would be an exception worth a full share, and NPC’s who do
little or nothing may get a zero or quarter share.) Experience points will be based on monsters
“defeated” in some sense, and to a lesser degree on mission accomplishment. The mission
credits will include prisoners freed, important reports of discoveries made to authorities, assets
returned to their proper owners, or something like desecration of an evil shrine that had been a
problem. Unlike First Edition, no experience is granted for treasure.

In order to advance, a character must not only reach the required number of experience
points, but must do “training” to master new techniques, spells, or tactics. In general a player
must devote a number of days equal to six times the character’s current level, so 6 days for
advancement to 2~ level, then 12 for third level, etc. In addition, a materials cost of n"2 x 5 gp.
must be paid for equipment, supplies, essential services, where n is the character’s current level.
Thus, 5 gp. for second level, 20 gp to third, 45 gp to fourth. Hiring a “trainer” of that next level
or higher can double the cost (with the extra money paid as a training fee to the trainer), but half
the training time. Normally the fee is paid before training begins if a trainer is employed. For
the default case, I'll allow the payment to be made somewhat later if the character is short of the
needed money. A character may begin training when he has reached the previous level in



experience points. A character doing training needs to be of the same class and perhaps the same
subclass as the person receiving the training, but higher in level. (Some crossover benefit on a
reduced basis may be allowable in particular cases.) For clerics, the same religion is necessary.
Often training for clerics may be done for free by resident Church clerics, though some form of
service may be expected. At higher levels, the degree of match between character and trainer
becomes increasingly important. It becomes difficult to find suitable trainers. The cost for
training help within a party is up to what the trainer and trainee agree to. (Often free.)
Occasionally circumstances come up where training can’t keep up, or a character can’t
advance due to a lack of action. If a character has enough experience points to advance two
levels but has insufficient training for the first of those, xp’s can be traded for days of training. If
a long time has passed and a character has had no adventure possibilities but has time to continue
training, I’d allow trades the other way. For up to level 3 20 xp. cost pays for a day of training
gained, and 1 day of training yields 10 xp. the other way. For levels 4 and 5 the cost is 30xp paid
per day of needed training, or 15xp’s awarded for each extra day. In training for 6 level and
beyond, 40xp. are needed to pay for each day, and an extra day of training is worth 20 xp. (In 3¢,
Edition 1000 xp. was needed to second level; in 5* edition only 300 is needed. But monster CR
and xp. ratings are different too, in 5* edition, as well as the monsters being tougher. So, the
system metrics are different enough that the whole way training works needed to be re-scaled.)
Usually experience points will be credited when an adventure “ends” with the party back
at base or a similar situation (for a Long Rest). It’s possible that the party will find itself in a
transient situation with no base, in which case a transient base where the party eats and sleeps
regularly may be substituted. The party’s “base” is usually where training is done, though some
training at a reduced rate may be accomplished in a transient situation where things are mostly
idle, such as while on a long sea voyage, or waiting out a day of bad weather along the way to a
destination. Training includes discussion of tactics, sharing monster information, and such.

Time: Aarbat uses a 12 month calendar of 365 4 days, 7 day weeks, and a 28 day lunar cycle.
For convenience, I’1l use our conventional month, day of the week, and a 24 hour per day clock.
(Although , the “first hour” starts at Sunrise, and the “twelfth hour” when the evening stars
appear, as in antiquity before precise timekeeping.) The equinoxes and solstices are on March
21, June 21, Sept 23, and Dec 21, marking northern hemisphere weather cycles, though snow is
rare except in winter and in the mountains. The summer is hot and fairly dry. Prevailing winds
are from the northeast, though that’s less consistent inland than on the coast. I’'m going to keep a
cumulative calendar with “day number” starting on January 1 as the first day of the campaign.
The phase of the moon will correspond to day number modulo 28, so January 14 is the first full
moon, Jan 28 is the new moon, and Feb 11 would be the next full moon, and so forth. The
Moon’s phase is especially important when camping on wilderness trips.

Religion: The predominant religion in Aarbat is “The Way of the Cross.” Essentially that’s a
medieval Christianity with an emphasis on ceremony and allowance made for magic, having an
overall “Good” ethic. There is a religious hierarchy in Aarbat headed by an archbishop, with
cathedrals and bishops in important towns and churches in most towns and villages. The clerics
of the Way of the Cross believe theirs is the only true religion, and the others are various forms
of idolatry or paganism. However, due to the necessity of maintaining civil relationship with
nearby powers, other religions are tolerated and even allowed some form of “shrine” worship
center in the capitol Aahfundit, though not rising to the status of a “temple.” The Kingdom of



the Sun worships a pantheon based on gods of the Sun and other celestial beings, somewhat of an
Egyptian nature. The Sun god “Ra” is the head of the pantheon, and to the Way of the Cross, the
whole religious system is considered the worship of Ra. The Kingdom of Northzemlya is rather
Viking in character, with a chief god Wotan who is taken as representative of a much larger
pantheon. The Kingdom of the Sun and Northzemlya are often a war, but Aarbat tries to
maintain peace with both. (It helps that Aarbat is not a naval power, and has no navy worthy of
the term.) The Kingdom of Xrune also is predominantly of the Way of the Cross. To the South
of Aarbat, on the Rock Coast, the predominant religion of the Kingdom of Prespirity is the
worship of Marduck, a LN deity who sternly supports enforcing the King’s edicts. But Prespirity
too is a minor power, smaller even than Aarbat. Way to the West and south is a Kingdom of
Allanta, a mostly evil place where the deity Beelzebub is worshiped, along with an assortment of
other evil deities. That’s far enough away that their religion is not allowed in Aarbat. In
addition, the nomads have their sky gods, dwarves and the giants in the mountains call on their
particular gods in their never ending war, and various freeholds and isolated colonies here and
there practice sometimes heretical and sometimes merely strange religions. Druids have their
own “Old Way” religion that is barely tolerated. People from Circe, a Kingdom to the north of
Aarbat, are secretive about their religion. It’s believed to be a mixture of paganism and wisdom
philosophy.

Except for Clerics, Paladins and Druids, there’s no compelling requirement to declare a
religion. Of course, if one has no religion, one can’t expect help from supernatural entities.
Using the name of a god or other supernatural entity irreverently may have a small chance of
having a consequence.

Clerics choosing to be of a religion other than “The Way of the Cross” will have to work
hard to keep from getting into trouble with the Church. It will be more manageable if they
associate with one of the allowed religions. Getting training help will be unlikely. The only
Paladin organization in Aarbat is associated with the Way of the Cross, with headquarters in the
capitol Aahfundit. Getting favors from the church does generally require a statement of faith, or
a demonstration of commitment to the church’s interests, such as by making a meaningful
donation.

Encumbrance and Movement: [ will require player characters to track encumbrance, at least in
terms of a “normal” load that they carry. I will not expect day by day tracking of load to take
into account expenditures of arrows and rations, acquisition of minor treasure, and the like. Note
that the general rule is that characters can carry 5 pounds per strength point and be considered
unencumbered. If you are encumbered, speed drops by 10, usually 30 down to 20. That slows
things down a lot. So, most characters will prefer to stay unencumbered unless they are dragging
home big piles of treasure. (Collecting looted armor really needs to be worth it!) Being “heavily
encumbered” is even worse. Encumbrance may result from bulk as well as just weight, but that’s
unusual. Note that dwarves get a pass on wearing heavy armor, so are not as affected. (I will
count that as applicable to all armor worn by dwarves, excluding shields.) But also note that
dwarves, halflings and gnomes have a speed of only 25 feet, and hence their being in the party
will slow down tactical movement somewhat, unless the character is a barbarian or receives
some other counteracting speed benefit.

Having said that, I do think there are problems with the Encumbrance system. As
articulated, it seems to penalize strength oriented characters who use heavy armor more than
others. Three “house rules” will be used:



1. “Athletics” skill adds 5/10/15 times proficiency bonus to unencumbered/ encumbered /
heavily encumbered limits.

2. Second, only half of the weight of worn armor that the character has proficiency for,
and worn clothing, is counted. That’s because worn clothing and armor is much better
distributed than weight carried otherwise.

3. Finally, for small characters, armor (including shields) is half of the nominal weight.
Small character armor does not interchange freely with medium character armor, but is
especially made for small characters. (It costs just as much normally because it is a specialty
item.)

Fifth Edition seems to include no consequence for encumbrance on overland movement.
(See the Player’s Handbook, pp. 181, 182.) As a House Rule, I will allow encumbered
characters to use a “fast” pace, but they must make a “Forced March” Constitution roll at the end
of 4 hours and 8 hours during a day’s travel. For such characters, further forced marching cannot
be “Fast.” A heavily encumbered character needs a Constitution roll after 4 and 8 hours at a
“normal” pace and cannot go “fast.” Further forced marching must be “Slow.” All of the
Constitution rolls will be considered “Athletics” (Con) for all forced march rolls. This reflects
the endurance aspect of “Athletics.” I will also allow “take 10” on these rolls.

Were it not for the convenient weight and encumbrance tracking in D&D Beyond, I might
have simplified consideration of encumbrance further. But with that aide available, tracking
encumbrance to a sufficient resolution for most practical matters should not be a problem. It
definitely is an issue for initial character design, though, because those encumbrance limits will
necessitate choices. You likely can’t carry everything you want. Note in particular that a lot of
the “packs” available as starting equipment are way overweight. The “Traveler’s Pack” is
something like 58 Ib, and that’s without weapons or armor. Ten days’ rations and 10 torches are
probably not worth all the added weight. Take less, especially as a beginning character.

Expenses: Normally, once the party is in a stable situation, I will assess expenses on a monthly
basis according to the standard of “lifestyle” desired. See the Player’s Handbook,p 157. I'd
recommend “modest” or better as soon as possible (@ 1 gp./day). At a modest lifestyle or
better, I will not expect tracking of ordinary ammunition such as arrows and bolts, replacement
of rations, replacing torches, and most other expendables. Doubling or tripling up in rooms in a
tavern would be necessary when in a town, but the chances of being robbed in the night are just
nominal. At “comfortable” or above, I won’t worry about minor pieces of equipment like ropes
and oil; they will be replaced without explicit concern. It’s assumed that living expenses covers
all that. That assumes that the scale of use is not unusual. If the character says “I’m buying 30
ropes as part of my expenses,” and sells 28 of them at 2 cost, that’s an abuse of the system. By
the time you have a “comfortable” lifestyle, you will probably have discovered more reliable and
cheaper sources for some supplies due to stability in accommodations. You can also afford to
share your bed with someone or attend an ordinary party without having to explicitly be charged
for the cost.

The expenses covered do not include religious tithes, taxes, significant tolls, bribes, or
unusual entertainment (beyond meals and whatever else comes with your lodging arrangements).
Nor does this expense include purchase of new clothing, such as fine garb to wear to a party or
for an audience with the local lord. It also does not include any maintenance potions or
provisions due to an unusual disease of character condition, such as a physician’s care, a daily
dose of lycanthropy medicine, or a monthly potion to keep a medical disability at bay.



Long Rests: As a default, 5* edition allows a complete recovery of all hit points and some hit
dice on an 8 hour “long rest.” In this campaign, a Long Rest while the adventure is underway
restores only one hit die. (That hit die can be cashed in to replace hit points, as with a short rest.)
The long rest does not restore lost hit points (by itself). Once a party returns to base, unless a
new expedition is initiated immediately, a “full long rest” will be allowed to restore all hit points
and hit dice. That assumes a stable environment. If the party is in a transient situation, that
might not happen for a long time. (It’s possible this provision will need to be modified at higher
levels. We’ll see.)

Also, a long rest can be accomplished by resting 8 hours out of a 12 hour party rest
period, in which the party member gets 8 hours of rest but in a sequence of four hours of rest, 4
hours of watch, and four more hours of rest. This allows for a three section watch rotation while
camping on wilderness trips or in a dungeon, Without this provision, only people on the first or
third watch would be able to get long rests, or the long rest period would need to be 16 hours.
For “strenuous activity” to interrupt a long rest, requiring a restart, it must take a minute or more,
or the particular party member must have been directly involved in the fighting. Someone who
sleeps through an intrusion, or wakes too late to take part, is normally considered “undisturbed.”

Resting and exhaustion: The rules provide for removal of exhaustion levels by finishing a long
rest, one level per day. Healing spells don’t help, as they did in 3~ edition. Nor does even
“Lesser Restoration.” It takes the 5* level spell “Greater Restoration” (same level as “Raise
Dead”) to remove a single level of exhaustion (and it costs 100 gp.). Maybe 3+ edition was too
lax on allowing exhaustion removal, but this seems to go too far the other way, especially when
even characters with good constitutions are severely at risk for each hour of forced marching.
(Allowing take 10 helps with that.) So, in addition to recovering at the end of a long rest, if a
character spends the time of eight hours or more between two long rests resting, that heals
another level of exhaustion (once). I’ll also say that an exhausted character beyond level 1 can’t
do “training.”

Later additions:

1. A character may “take 10” to pass a forced march constitution roll, as mentioned.

2. Forced marching “fast” doubles the penalty per hour, so DC+2 after 1+ hour of forced
marching instead of +1.

3. During a long rest, a character may expend 1 hit die to recover an extra level of
exhaustion. Suppose level 2. Then the character would recover 1 level (rules as written), would
recover one hit die (rules as modified above, instead of all hit dice) and could then expend that
recovered hit die to get the second level of exhaustion removed.

4. Issue: Does exhaustion affect just speed for combat, or both that and “pace” for travel?
These two uses of speed are not tightly coupled, because dwarves, gnomes and halflings with
Speed=25" go just as fast as humans and others with speed = 30" when traveling. Does
“encumbered” speed affect this? Apparently not. So if Encumbrance doesn’t, does exhaustion?
Well, it ought to. Maybe 2/3 at level 2 then 4 at level 4?7 For now, I'll leave it at % at level 3.
After all, the character is still ignoring encumbrance level.

5. The constitution saving throws for exhaustion benefit from proficiency, and these
saving throws are not impaired with disadvantage until level 4.
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6. Can a party member “help” another with forced march exhaustion? I think maybe so,
but limited to slow pace. Things like getting carried. The helping party member needs an (extra)
Con (Athletics?) roll. It’s hard to do.

Short Rests: In addition to the normal “Short rest” provisions, I originally intended to allow
spellcasters to replace one spell on their “prepared spells” list. In the case of Wizards, that
requires that they have access to their spellbook or an equivalent having the spell to be used in
replacement. Actually, the Handbooks already provides for wizards to get back some spell slots.
Use that. For others, they don’t get that benefit. (Being a wizard has advantages, disadvantages.)

Poison and Energy Drain: It seems that “Energy Drain” no longer saps experience points.
That’s an improvement! It looks like poison is usually represented by additional damage (and
possibly other explicit effects). So, I have not seen a need for anything more.

Riding: I assume that anyone with an “Animal Handling” proficiency at O+ can ride a horse
under ordinary conditions. Someone with low wisdom may get into trouble just riding. (So, if
you have Wisdom<10, consider “Animal Handling” skill for this reason.

Humanoid Monsters’ equipment: It is noted that Hobgoblins (chainmail) ought to have
“disadvantage” on stealth checks. In addition, under the normal variant encumbrance rules,
Hobgoblins would be “encumbered” thus moving only 20’ in combat instead of 30’. In view of
the house rules I expect to apply, hobgoblins won’t pay the speed penalty but hobgoblins should
have the stealth disadvantage.

Zero Level Characters: Fifth Edition, at least in the basic rules, does not seem to address zero
level characters of the various character classes. (There are some rules for classless O level
characters running around.) In this campaign zero level Non-Player characters are likely to be
common. Something is needed between the helpless “commoner” of the Monster Manual and
full first level characters. They generally represent people like acolyte clerics, militia Guard
members, apprentice wizards, experienced farmers or woodcutters, and others who would have
reason to have some but not all of the talents of a starting first level player character. Generally
these characters will have the features of their particular class at first level except:

1) Proficiency bonus will be +1 rather than +2. That applies to saves, skills, and weapons.

2) Start with the maximum for hit points for a die one size smaller. For a fighter FO, d8=8.

3) The character starts with one fewer class skills, but has all racial and background skills.

4) For spellcasters, no first level spells or slots. All cantrips though (or half?).

5) Starting equipment should be reduced, but I don’t have anything exactly defined.

6) No feats yet. A feat may be chosen for a variant human, but not effective until level 1.

7) A zero level character starts with -150 xp (-3007?) or closer to 0 with some experience).

Other topics:
Masterwork items: 3+ Edition had non-magic “masterwork” items that conveyed less benefit
than did +1 magic items, but were cheaper. Those masterwork items included weapons (+300 gp

cost), armor and shields (+150 gp), thief’s tools (+50g), musical instruments (100gp), tools and
some other odd things. Masterwork weapons were +1 to hit but did not give a damage bonus.
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That will work OK with 5* edition, except in SE +1 magic weapons are “uncommon” (101-500
gp value) compared to c. 2000 gp. in 3~ edition. For this campaign, that’s much too cheap
compared to “masterwork.” So, I’m going to price magic weapons up 1 category. +1 weapons
will be “rare.” (501 — 5000 gp.) Masterwork weapons will be, as in 3E, base price + 300.

Masterwork armor is a problem. In 3E, the “masterwork™ quality resulted in -1 on armor
check penalties that applied to stealth and various other things like jumping and other kinds of
checks. It mattered. (There was no benefit for leather armor, but was useful for the others and
shields.) In SE, all of those checks except disadvantage for stealth checks are gone. Something
different is needed to make having masterwork armor worthwhile.

As proposed, masterwork armor can be more helpful under what I propose than it was for
SE, so the cost is, like for weapons, 300 gp. plus the base price (Rather than 150 + base price)

So, here are proposed benefits from masterwork armor:

1) Negative effects to AC for having Dexterity of -1 or worse reduced by one.
2) Reduced weight by a factor of %.

3) Improved stealth: no stealth disadvantage (This is the biggest benefit.)

4) For medium armor: 42 to +3 for maximum Dexterity benefit

5) For heavy armor: AC -1 (1 step worse)

6) For heavy armor: Required strength -1

The point here is that the weight saving and stealth benefits help wearers of all of these
armors, those that have a stealth penalty particularly. For wearers of heavy armor, all of which
gets a massive benefit on stealth, there needs to be a cost, since the armor price is larger relative
to the masterwork quality cost. AC -1 is that cost. A wearer of heavy armor has to sacrifice
something for the stealth benefit. (Required strength really does not matter if encumbrance is
used. The weight reduction definitely does. Recall that the effective weight of worn (and well
fitted) armor is just % of what’s listed. For heavy armors, customizations can be considered.

As with my 3E masterwork armor house rules, I will allow armor to be crafted to be
masterwork in appearance, whether of other masterwork quality as above or not. That conveys a
+1 charisma benefit not applicable to magic effects, and not stackable with magic Ch bonuses.

For masterwork items of most other sorts like tools and clothing, I’ll use a + 100 gp cost.

Condition — Asleep: This isn’t included in the existing conditions. This is particularly
important while camping in the wilderness, but can also occur in town when a thief slips into a
character’s room in order to steal their goods. In 3+ edition, someone sleeping is -10 on
perception rolls. I will do something similar: -10 on perception against the stealth of whoever
would disturb the character, with a -1 for each 10 feet as well. A sleeping character can be
deliberately awakened (with a swift kick, for example), that counting as an incidental interaction
with the environment for the character doing the awakening. In the special condition of a party
camping when a fight breaks out, I normally take a roll d6 for each character. On 1 or 2, they
continue sleeping. On 3, 4, or 5 they awaken, but remain prone, and don’t act until the next turn.
They are no longer “unconscious.” On a 6 the character can take a normal turn, starting prone,
usually just standing up and grabbing weapons. Possibly even casting a spell while prone. For
“Rogue” and “Ranger” characters, I add +1 to this “asleep” die roll. The d6 die roll for
awakening is applied each turn until each character is at least “awake.”

Otherwise, someone asleep is “unconscious” under the 5* Editions condition summary.
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Stealth and Sighting: See “Spotting in Fifth Edition”

Horse quality? I had rules for that — use them for this campaign? No decision yet.
Wizard loses spellbook. What then? (It’s good to have a backup spellbook in safe storage.)

About personal interaction dice rolls:

The usual dice rolls for skill checks etc. are d20’s. For social situations, the dice roll may
be varied to be 3d6 for lawful characters (std. deviation 2.96) to d20 for chaotic characters (std.
deviation 5.77) For “neutral” characters on the lawful to chaotic spectrum I have been using
d10+d8+d(round), where d(round) is 50% 0 or 1. (I’ve been using d2-1 for dRround). This
gives the same mean outcome, a range from 2 to 19 (intermediate between Lawful and Chaotic)
and a standard deviation of 3.71. Other possibilities for neutral exist. d12+d6+d(round) gives a
standard deviation of 3.88, somewhat closer to the midpoint between chaos and lawful. 2d20:
round the average gives a standard deviation of 4.09. This or some other method might be
needed for use with the die rollers on the digital platform. On the other hand, these rolls would
be rare for player characters, who are usually making their own decisions.

Climbing: This is much simplified in SE. But, skill checks (athletics) are used if climbing is
difficult, and the speed is (normally) x % instead of /2. During initiative, a typical character goes
15’ (using dash) and a thief 45’ (with Dash and Cunning Action) during a character’s turn (6
seconds). At the end of movement a climb (athletics) check is made. If made, good. If fail by
1-4, the climbing is negated; the character makes no progress. If fail by 5+, the character may
fall. (A rope or something to grab may allow a Dex and Str check to arrest fall). If the surface is
not vertical, the character somewhat slides down, and damage is d6 per 10” of fall. If vertical,
the sum that is compounded for each 10°. So, d6 at 10°, 2d6 at 20°, 4d6 at 30°, 7d6 at 40’ etc.

Typical DC’s (from 3E): DC10 surface with ledges and hand holds, foot holds. DC15:
adequate hand holds, foot holds — rough natural rock, unknotted rope, pull up with hands while
dangling. DC20: uneven surface with narrow hand, foot holds. Typical (rough) dungeon wall
DC25: brick wall or rough natural rock without holds, ceiling with hand holds. Vertical smooth
surfaces are impossible. DC+5 for slippery (rain, greased, ice) DC-5 at corner DC-10 chimney.
Note that 3E characters are likely to have more “ranks” than SE characters have proficiency
points, but SE characters have more avenues to get bonuses (Guidance, Inspiration, etc.)

Climbing out of initiative: I’ll assume this is done much more slowly and carefully. I'll
allow “take 10 in the absence of particular dangers like attacks or a random chance of
something unusual happening. The movement normally per turn is now per minute, and a check
with a +5 bonus is made at the end of each such turn as described above. This represents “slow
and careful,” and reasonably could be more than a minute per “turn” of climbing.

In 3E a climber’s kit gives a +2 bonus. I’d allow a character with a climber’s kit
proficiency to make climb checks with advantage. (Unlikely to be a tool proficiency for anyone
but a thief, and maybe a ranger.)

Specific spell interpretations:

Augury: Augury has to do with actions taken within the next 30 minutes, with possible
answers of Weal, Woe, both, or neither. Is the 30 minute a bound on considering just
when the action takes place, or on both the action and the consequence? Example,
“Augury: take a left at this intersection. Consequence: A nasty gang of bandits is
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waiting in ambush 4 hours down the road. Does the Augury consider just what will
happen in the next 30 minutes, or the full playout of what’s being done right now? Or,
Augury: I’'m going to make love to this beautiful young maiden. Consequence: If that’s
done within the next 30 minutes, she gets pregnant. (Is that weal, or woe?)

My interpretation: Considers only consequences as well as action within 30 minus. So for
the road choice, neither weal nor woe. For the maiden, probably weal maybe, unless her
father is coming to break down the door.

Second issue: What does Weal and Woe mean? Without elaboration, that will be interpreted
as pertains to bodily health, cohesion and morale of the party, favorable relations with the
gods, or generally such things as commonly understood. That’s the default. But if, say,
upon trying to open a possibly trapped chest, any damage short of lethal is considered a
price worth paying, an Augury could then return a “Weal” result despite the less powerful
trap. So, the caster can set understandings for the Weal and Woe results.

Leomund’s Tiny Hut, and casting at higher levels in general:
When cast at a higher level, +4 hours for each additional level, was an initial extension.
(In general, I’'m allowing that spells that make no provision for casting at higher levels
provide an opportunity for a wizard to innovate and suggest just what the effect of a
higher level should be.) The wizard in this campaign succeeded on an arcana check of 23
(DC20 + spell level) to extend Leomund’s Tiny Hut to 12} at 4» level, so +5 more
people. I'll allow a new check on each level of advancement. Costs a day. Generally
benefits from higher levels seem to range from about 1/8 total effect (Fireball) to ! total
effect (healing word, cure wounds, with cleric bonus), with 1/3 total effect fairly typical
(magic missile) So, scaling in about that range, like +4 hours for Leomund’s Hut, or +1/4
in diameter (+5 or so people), seems about right. (Ideas for how a spell might scale with
level can be derived from what the effects of various metamagic effects, and their costs,
might be.) The point is that these level scaling are not done spur-of-the-moment, but
with careful planning and expenditure of time, at least for a wizard or cleric.

Divination Spells:

In the SE description, the caster gets a truthful answer (within the scope of the
power appealed to). That’s quite different from the 3E Divination spell, which asks for
information about an area, and has a probability of success defined. Sometimes a
Divination more like that of 3E is needed, and sometimes a question may be so open-
ended that further details could be voluminous. So, here’s how I will handle Divination.
The SE description applies, but the amount of information will depend on a die roll. I
will ask the cleric (I think this is only a cleric spell) to do an Arcana or Religion check.
(Possibly something else depending on the question.) That will control the level of detail
obtained in the answer as follows:

DC15: Some useful information; may be vague. (whether danger, what kind, generally)
DC20: Some useful and specific information. (maybe hint for kind of monster)

DC25: Useful, specific, and fairly complete concerning main issues.

DC30: Nearly complete information, but numbers may be approximate, or minor details
omitted.
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Spike Growth (and other spells requiring Concentration): For spike growth to be
sustained, I’m ruling that the caster must maintain concentration as well as remain within
sight and within the 150’ range of the center of the spike growth field.

Area definition: In 3E, areas such as the 20’ radius circle for a Fireball were centered on
square grid corners. I am making templates available to use for the more common of such
areas, that show which squares are within and which are outside the area of effect. Bit in
Roll20, distance measurements (such as those to define a circular area off effect) are by
default from hex centers. This may be a problem. I may be creating alternative templates for
those ways of measuring. We’ll see. For now, those cases will be judged ad-hock.

Effect durations considerations: When a die roll is made to cover an activity that extends
over a considerable period of time, like researching a new spell (days), mastering a newly
purchased spell (a day), an extended performance (an hour or more) spells or other magic
effects with an defined effect on the order of segments or minutes are not effective. For
example, “Bless” and “Guidance” last only a minute, so expecting either to affect an activity
over 10 minutes is of negligible value. But, some shorter duration events longer than a
minute, such as attempting to disarm a trap or playing a tune to convey bardic short term
effects, are possible. In some cases the time limit is on the time available to cast the effect
(bardic inspiration) rather than the activity affected. In those cases a bit more of a duration
might make sense, but not greatly so. Bardic inspiration will be assumed to be effective in
modifying the die roll for a performance of up to an hour perhaps, assuming the effect lingers
but is most important at the beginning when the artist is checking his confidence.

Languages: There are several languages important to the Aarbat campaign that are not
represented in the list available in D&D Beyond. Furthermore, I have not found any way to add
custom languages to the tool. Hhere are some substitutions for these languages:

1) Circian (the language of Circe) : use “Kharolian.”

2) Norse (the language of Northzemlya) : use “Nordmaarian.”

3) Sunnite (the language of the Kingdom of the Sun) : Use “Solamnic.”

4) Nomad (the language of the Nomads living North of Aarbat) Use “Nerakese.”

5) Allantian (the language of Allanta, far to the west) Use “Abanasinian.”
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