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CAMPAIGN NAME: Changes to

DM:

Published Setting

CAMPAIGN SYNOPSIS:

PUBLISHED SETTING: U YES U No

PUBLISHER:

USING ESTABLISHED METAPLOT: 1 YES U No

Published Adventures Used

TITLE:

RESULTS:

TITLE:

RESULTS:

TITLE:

RESULTS:

TITLE:

RESULTS:

TITLE:

RESULTS:

TITLE:

RESULTS:

TITLE:

RESULTS:
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Mystic Eye Games, the Mystic Eye Games logo, and Player’s Archive are trademarks of Mystic Eye Games. Dungeons & Dragons® and
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House Rules — Arcane Magic House Rules — Combat

House Rules — Divine Magic House Rules — Other
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Books Used in the Campaign

TITLE:

PUBLISHER:

TITLE:

PUBLISHER:

TITLE:

PUBLISHER:

TITLE:

PUBLISHER:

TITLE:

PUBLISHER:

TITLE:

PUBLISHER:

TITLE:

PUBLISHER:

TITLE:

PUBLISHER:

TITLE:

PUBLISHER:

TITLE:

PUBLISHER:

TITLE:

PUBLISHER:

TITLE:

PUBLISHER:

TITLE:

PUBLISHER:

TITLE:

PUBLISHER:

TITLE:

PUBLISHER:

TITLE:

PUBLISHER:

TITLE:

PUBLISHER:

TITLE:

PUBLISHER:

TITLE:

PUBLISHER:

TITLE:

PUBLISHER:

TITLE:

PUBLISHER:

TITLE:

PUBLISHER:

TITLE:

PUBLISHER:

TITLE:

PUBLISHER:

TITLE:

PUBLISHER:

TITLE:

PUBLISHER:

TITLE:

PUBLISHER:

TITLE:

PUBLISHER:

TITLE:

PUBLISHER:

TITLE:

PUBLISHER:
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Character Race - Dwarves Character Race — Elves

PHB StaNDARD: U YES W NoO

If no, record changes below.

RAcCIAL TRAITS:

OTHER NOTES:

PHB STANDARD: A YES U NO

If no, record changes below.

RACIAL TRAITS:

OTHER NOTES:

Character Race — Gnomes Character Race — Half-Elves

PHB StaNDARD: A YES U No

If no, record changes below.

RACIAL TRAITS:

OTHER NOTES:

PHB StANDARD: A YES U NO

If no, record changes below.

RACIAL TRAITS:

OTHER NOTES:
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Character Race — Halflings Character Race — Human

PHB StANDARD: A YES U NoO

If no, record changes below.

RACIAL TRAITS:

PHB StaNDARD: QYES U No

If no, record changes below.

RAcCIAL TRAITS:

OTHER NOTES:

OTHER NOTES:

Character Race — Other

NAME:

RAcCIAL OVERVIEW:

RACIAL TRAITS:

OTHER NOTES:

Character Race — Other

NAME:

RACIAL OVERVIEW:

RAcCIAL TRAITS:

OTHER NOTES:
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Character Class — Barbarian

PHB StaNDARD: U YES W NoO

If no, record changes below.

CLASS FEATURES:

OTHER NOTES:

Character Class — Bard

PHB STANDARD: A YES U NO

If no, record changes below.

CLASS FEATURES:

OTHER NOTES:

Character Class — Cleric

PHB StaNDARD: A YES U No

If no, record changes below.

CLASS FEATURES:

OTHER NOTES:

Character Class — Druid
PHB StANDARD: A YES U NO

If no, record changes below.

CLASS FEATURES:

OTHER NOTES:
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Character Class — Fighter

PHB StANDARD: A YES U NoO

If no, record changes below.

CLASS FEATURES:

OTHER NOTES:

Character Class — Monk

PHB StANDARD: D YES U No

If no, record changes below.

CLASS FEATURES:

OTHER NOTES:

Character Class — Paladin Character Class — Ranger

PHB StaANDARD: A YES U No

If no, record changes below.

CLASS FEATURES:

OTHER NOTES:

PHB StANDARD: D YES U NoO

If no, record changes below.

CLASS FEATURES:

OTHER NOTES:
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Character Class — Rogue Character Class — Sorcerer

PHB StaNDARD: U YES W NoO

If no, record changes below.

CLASS FEATURES:

OTHER NOTES:

PHB STANDARD: A YES U NO

If no, record changes below.

CLASS FEATURES:

OTHER NOTES:

Character Class — Wizard Other Character Notes

PHB StaNDARD: A YES U No

If no, record changes below.

CLASS FEATURES:

OTHER NOTES:
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Prestige Classes Available

CLASS SOURCE CAMPAIGN SPECIFIC INFORMATION
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Setting Specific

Equipment Information

Spells Not Available in the Campaign
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Campaign Time

CURRENT YEAR: CAMPAIGN STARTED:
CURRENT MONTH: CURRENT DAY:

NUMBER OF MONTHS IN YEAR: NUMBER OF DAYS IN WEEK:
MoONTH NAMES DAY NAMES

Most years have 12 months.
Most weeks have 7 days.
10 day weeks and 30 day months make record keeping easier.

Timeline of Significant Historic Events
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Recent Campaign Events

EVENT LOCATION IMPORTANT NOTES EFFECT

Campaign Holidays Campaign Economics

NAME DATE  REASON CorPER PIECE KNOWN AS:

SILVER PIECE KNOWN AS:

GoLD PIECE KNOWN AS:

PrATINUM PIECE KNOWN AS:

StoCksS Issuep: U YES U No

LETTERS OF CREDIT IssUED: 1 YES U No

BANKS AVAILABLE: A YES U No

MONEYLENDING LEGAL: U YES W No

OTHER NOTES:
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NAME:

ALIGNMENT:

SYMBOL:

DOMAINS:

NAME:

ALIGNMENT:

SYMBOL:

DOMAINS:

CLERIC’S WEAPON OF CHOICE:

CLERIC ALIGNMENT(S):

U LESSER GOD U GREATER GOD

NOTES:

CLERIC’S WEAPON OF CHOICE:

CLERIC ALIGNMENT(S):

U LESSER GOD U GREATER GOD

NOTES:

NAME:

ALIGNMENT:

SYMBOL:

DOMAINS:

NAME:

ALIGNMENT:

SYMBOL:

DOMAINS:

CLERIC’S WEAPON OF CHOICE:

CLERIC ALIGNMENT(S):

U LESSER GOD U GREATER GOD

NOTES:

CLERIC’S WEAPON OF CHOICE:

CLERIC ALIGNMENT(S):

U LESSER GOD U GREATER GOD

NOTES:
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Geographic Overview
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Geographic Feature — Detailed Information and Map

LOCATION NAME:

CoMMON KNOWLEDGE:

BARDIC KNOWLEDGE:

OTHER NOTES:

Geographic Feature — Detailed Information and Map

LOCATION NAME:

CoMMON KNOWLEDGE:

BARDIC KNOWLEDGE:

OTHER NOTES:
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Minor Town — Information and Map

NAME:

LOCATION:

POWER CENTER/ALIGNMENT:

POPULATION:

IMPORTANT NPCs

NOTES:

Minor Town — Information and Map

NAME:

LOCATION:

POWER CENTER/ALIGNMENT:

POPULATION:

IMPORTANT NPCs

NOTES:
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Major City — Information and Map

NAME: NOTES:

LOCATION:

POWER CENTER/ALIGNMENT:

POPULATION:

IMPORTANT NPCs
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Other Minor Cities and Towns

City STAYED AT

EVENTS

LOCATION:

Kingdom/Country [Kingdom/Country

CAPITAL:

FORM OF GOVERNMENT:

RULER/LEADER:

IMPORTANT GOVERNMENT MEMBERS

LOCATION:

CAPITAL:

FORM OF GOVERNMENT:

RULER/LEADER:

IMPORTANT GOVERNMENT MEMBERS

ALLIES: ALLIES:
ENEMIES: ENEMIES:
NOTES: NOTES:
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Kingdom/Country [Kingdom/Country

LOCATION:

CAPITAL:

FORM OF GOVERNMENT:

RULER/LEADER:

IMPORTANT GOVERNMENT MEMBERS

LOCATION:

CAPITAL:

FOrRM OF GOVERNMENT:

RULER/LEADER:

IMPORTANT GOVERNMENT MEMBERS

ALLIES: ALLIES:
ENEMIES: ENEMIES:
NOTES: NOTES:

[Kingdom/Country [Gngdom/Country

LOCATION:

CAPITAL:

FORM OF GOVERNMENT:

RULER/LEADER:

IMPORTANT GOVERNMENT MEMBERS

LOCATION:

CAPITAL:

FORM OF GOVERNMENT:

RULER/LEADER:

IMPORTANT GOVERNMENT MEMBERS

ALLIES: ALLIES:
ENEMIES: ENEMIES:
NOTES: NOTES:
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Major NPC Major NPC

NAME:

RACE:
CLAss:
DEITY:
STR:
DEX:
CON:
INT:
WIS:
CHA:

INITIATIVE:

DAMAGE:

SKILLS:

GENDER:

LEVEL:

ALIGNMENT:

Hit Points

Armor Class

ATTACKS:
BAB:

FEATS:

EQUIPMENT:

IMPORTANT NOTES:

CommonLy FOunDp AT:

NAME:

RACE: GENDER:
Crass: LEVEL:
DEITY: ALIGNMENT:
DEX:

CON:

WIS:

CHA:

INITIATIVE: ATTACKS:
DAMAGE: BAB:
SKILLS:

FEATS:

EQUIPMENT:

CommonLy FOunD AT:

IMPORTANT NOTES:

Minor NPC Minor NPC

IMPORTANT NOTES:

NAME:

RACE: GENDER:
CLASS: LEVEL:
ALIGNMENT: HP/AC:

CoMMoONLY Founp AT:

NAME:

RACE: GENDER:
CLaAss: LEVEL:
ALIGNMENT: HP/AC:

CoMmmMONLY FOunD AT:

IMPORTANT NOTES:
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Minor NPC Minor NPC

NAME:

RACE: GENDER:
CLass: LEVEL:
ALIGNMENT: ___ HP/AC:

ComMonLy FOunD AT:

IMPORTANT NOTES:

NAME:

RACE: GENDER:
Crass: LEVEL:
ALIGNMENT: ___ HP/AC:

CommonLy FOunD AT:

IMPORTANT NOTES:

Minor NPC

NAME:

RACE: GENDER:
CLaAss: LEVEL:
ALIGNMENT: __ HP/AC:
CommoNLY FOUND AT:

IMPORTANT NOTES:

Minor NPC

NAME:

RACE: GENDER:
Crass: LEVEL:
ALIGNMENT: ___ HP/AC:

CommonLy FOuND AT:

IMPORTANT NOTES:

Minor NPC Minor NPC

NAME:

RACE: GENDER:
CLaASS: LEVEL:
ALIGNMENT: __ HP/AC:

CoMmMoONLY FOUND AT:

IMPORTANT NOTES:

NAME:

RACE: GENDER:
CLass: LEVEL:
ALIGNMENT: ___ HP/AC:

CoMMONLY FOUND AT:

IMPORTANT NOTES:
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NAME LOCATION IMPORTANT NOTES OWNER/OPERATOR

Shops/Marketplaces

NAME LOCATION TyYPE OF GOODS SOLD OWNER/OPERATOR
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Guilds or Organizations in the Campaign

NAME LOCATION IMPORTANT NOTES KNOWN MEMBERS

Rumors Fed to Players

U TrRue U FALSE RUMOR:

SOURCE:

U TrRuE U FALSE RUMOR:

SOURCE:

U TRUE U FALSE RUMOR:

SOURCE:

U TrRue U FALSE RUMOR:

SOURCE:

U TrRuE U FALSE RUMOR:

SOURCE:

U TRUE U FALSE RUMOR:

SOURCE:

U TrRue U FALSE RUMOR:

SOURCE:
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Unresolved lssues and Leads

ISSUE/LEAD RESOLVED?
UYEs UNo

UYeEs WUNo

U Yes WUNo

U Yes UNo

UYEs UNo

U Yes WUNo

UYes WNo

UYes UNo

UYEeEs UNo

U Yes WUNo

QYes UNo

UYEs UNo

U YeEs UNo

U Yes WUNo

U Yes UNo
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Ideas for Future Adventures and Plots

SYNOPSIS:

NPCs INVOLVED:

HOOKS/TRIGGERS:

LOCATION:

SYNOPSIS:

NPCs INVOLVED:

HoOOKS/TRIGGERS:

LOCATION:

SYNOPSIS:

NPCs INVOLVED:

HOOKS/TRIGGERS:

LOCATION:

SYNOPSIS:

NPCs INVOLVED:

HOOKS/TRIGGERS:

LOCATION:
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Custom Random Encounter Table Custom Random Encounter Table

LOCATION: LOCATION:
1. 1.
2. 2.
3. 3.
4. 4.
5. 5.
6. 6.
7. 7.
8. 8.
9. 9.
10. 10.
11. 11
12. 12
13. 13.
14. 14.
15. 15.
16 16.
17. 17.
18. 18
19. 19.
20 20.
LOCATION: LoOCATION:
1. 1.
2. 2.
3. 3.
4. 4.
5. 5.
6. 6.
7. 7.
8. 8.
9 9.
10 10.
11. 11.
12. 12
13. 13.
14. 14.
15. 15.
16. 16.
17. 17.
18. 18.
19. 19.
20 20.
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Minor Dungeon — Information and Map

DUNGEON NAME:

LOCATION:

LEVEL #:
EL:

INHABITED: 1 YES U NO

INTELLIGENT INHABITANTS:

MONSTERS:

NOTES:

Minor Dungeon — Information and Map

DUNGEON NAME:

LOCATION:

LEVEL #:
EL:

INHABITED: 1 YES U No

INTELLIGENT INHABITANTS:

MONSTERS:

NOTES:
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Major Dungeon — Information and Map

DUNGEON NAME:

LOCATION:

LEVEL #:

EL:

INHABITED: U YES U No

INTELLIGENT INHABITANTS:

MONSTERS:

NOTES:
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Traps for Use in Any Dungeon

DISABLE
NAME CR EFFECT SEARCH DEVICE

Dungeons Tricks/Hidden Doors/Other ldeas
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Legendary Treasures and Magic ltems

ITEM Founp?
dYEs UNo
JdYEs UNo
QYes UNo
dYEs U No
QYes UNo
dYes UNo
JdYEs UNo
QYeEs UNo
JdYEs U No
QYes UNo
dYes UNo
dYEs UNo
QYes UNo
JdYEs UNo
QYes UNo
JdYEs UNo
QYes UNo
dYes UNo
JdYEs U No
QYes UNo
JdYEs UNo
QYes UNo
JdYes U No
dYEs UNo
QYes UNo
JdYEs UNo
QYes UNo
JdYEs U No
JdYEs UNo
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Campaign Artifact Campaign Artifact

NAME:

LAST KNOWN LOCATION:

ALIGNMENT (IF ANY):

NAME:

LAST KNOWN LOCATION:

ALIGNMENT (IF ANY):

POWERS: POWERS:
To DESTROY: To DESTROY:
NOTES: NOTES:

NAME:

Campaign Artifact

LAST KNOWN LOCATION:

ALIGNMENT (IF ANY):

Campaign Artifact

NAME:

LAST KNOWN LOCATION:

ALIGNMENT (IF ANY):

POWERS: POWERS:
To DESTROY: To DESTROY:
NOTES: NOTES:

Campaign Artifact Campaign Artifact

NAME:

LAST KNOWN LOCATION:

ALIGNMENT (IF ANY):

NAME:

LAST KNOWN LOCATION:

ALIGNMENT (IF ANY):

POWERS: POWERS:
To DESTROY: To DESTROY:
NOTES: NOTES:
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Campaign Monster Listing

List all monsters that exist in the campaign. Include monster’s source to make locating game statistics quick and easy.
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast,
Inc. and is Copyright 2000 Wizards of the Coast, Inc
("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or
trademark owners who have contributed Open Game
Content; (b)"Derivative Material" means copyrighted mate-
rial including derivative works and translations (including
into other computer languages), potation, modification, cor-
rection, addition, extension, upgrade, improvement, compi-
lation, abridgment or other form in which an existing work
may be recast, transformed or adapted; (c) "Distribute”
means to reproduce, license, rent, lease, sell, broadcast, pub-
licly display, transmit or otherwise distribute; (d)"Open
Game Content" means the game mechanic and includes the
methods, procedures, processes and routines to the extent
such content does not embody the Product Identity and is an
enhancement over the prior art and any additional content
clearly identified as Open Game Content by the Contributor,
and means any work covered by this License, including
translations and derivative works under copyright law, but
specifically excludes Product Identity. () "Product Identity"
means product and product line names, logos and identify-
ing marks including trade dress; artifacts; creatures charac-
ters; stories, storylines, plots, thematic elements, dialogue,
incidents, language, artwork, symbols, designs, depictions,
likenesses, formats, poses, concepts, themes and graphic,
photographic and other visual or audio representations;
names and descriptions of characters, spells, enchantments,
personalities, teams, personas, likenesses and special abili-
ties; places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos, symbols,
or graphic designs; and any other trademark or registered
trademark clearly identified as Product identity by the owner
of the Product Identity, and which specifically excludes the
Open Game Content; (f) "Trademark” means the logos,
names, mark, sign, motto, designs that are used by a
Contributor to identify itself or its products or the associat-
ed products contributed to the Open Game License by the
Contributor (g) "Use", "Used" or "Using" means to use,
Distribute, copy, edit, format, modify, translate and other-
wise create Derivative Material of Open Game Content. (h)
"You" or "Your" means the licensee in terms of this agree-
ment.
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Player’s Archive

Available now from Mystic Eye Games, the

Player’s Archive is a complete character sheet

and journal for use with 3.5. DMs will find the

Player’s Archive to be the perfect tool for
recording information on major villains in the
campaign.
Available now at your local retail store or
www.mysticeyegames.com.

2. The License: This License applies to any Open Game
Content that contains a notice indicating that the Open
Game Content may only be Used under and in terms of this
License. You must affix such a notice to any Open Game
Content that you Use. No terms may be added to or sub-
tracted from this License except as described by the License
itself. No other terms or conditions may be applied to any
Open Game Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content
You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to
use this License, the Contributors grant You a perpetual,
worldwide, royalty-free, non-exclusive license with the
exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are con-
tributing original material as Open Game Content, You rep-
resent that Your Contributions are Your original creation
and/or You have sufficient rights to grant the rights con-
veyed by this License.

6.Notice of License Copyright: You must update the
COPYRIGHT NOTICE portion of this License to include
the exact text of the COPYRIGHT NOTICE of any Open
Game Content You are copying, modifying or distributing,
and You must add the title, the copyright date, and the copy-
right holder's name to the COPYRIGHT NOTICE of any
original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product
Identity, including as an indication as to compatibility,
except as expressly licensed in another, independent
Agreement with the owner of each element of that Product
Identity. You agree not to indicate compatibility or co-adapt-
ability with any Trademark or Registered Trademark in con-
junction with a work containing Open Game Content except
as expressly licensed in another, independent Agreement
with the owner of such Trademark or Registered Trademark.
The use of any Product Identity in Open Game Content does
not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open
Game Content shall retain all rights, title and interest in and
to that Product Identity.

8. Identification: If you distribute Open Game Content You
must clearly indicate which portions of the work that you are
distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents
may publish updated versions of this License. You may use
any authorized version of this License to copy, modify and
distribute any Open Game Content originally distributed
under any version of this License.

10 Copy of this License: You MUST include a copy of this
License with every copy of the Open Game Content You
Distribute.

11. Use of Contributor Credits: You may not market or
advertise the Open Game Content using the name of any
Contributor unless You have written permission from the
Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply
with any of the terms of this License with respect to some or
all of the Open Game Content due to statute, judicial order,
or governmental regulation then You may not Use any Open
Game Material so affected.

13 Termination: This License will terminate automatically if
You fail to comply with all terms herein and fail to cure such
breach within 30 days of becoming aware of the breach. All
sublicenses shall survive the termination of this License.

14 Reformation: If any provision of this License is held to
be unenforceable, such provision shall be reformed only to
the extent necessary to make it enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the
Coast, Inc.

System Reference Document Copyright 2000, Wizards of
the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip
Williams, based on original material by E. Gary Gygax and
Dave Arneson.

Player’s Archive, Copyright © 2003, Mystic Eye Games.
Philip Reed, author.
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Session History and Treasures/XP Awarded

SESSION DATE: LOCATIONS VISITED:

PLAYERS IN ATTENDANCE

CREATURES ENCOUNTERED

SUMMARY OF EVENTS: TREASURES DISCOVERED:

MEMORABLE EVENTS

XP EARNED BY PLAYER
PLAYER XP LEVEL
EARNED GAINED?

UYes UNo

QYes UNo

QYes UNo

U Yes UNo

QYes UNo

NPCs ENCOUNTERED QYes QNo

U Yes UNo

QYes UNo

NOTES:

Campaign Planner 2 copyright © 2005 Philip Reed, All Rights Reserved. All text in this book is designated as open game content. You may not distrib-
ute this book without permission of the publisher. Ronin Arts, the Ronin Arts logo, and Campaign Planner Expansion are trademarks of Ronin Arts.
Dungeons & Dragons® and Wizards of the Coast® are Registered Trademarks of Wizards of the Coast and are used with permission.
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Adventure Outline

LEVEL: ADVENTURE TITLE:

LOCATION/SETTING:
MaJORr NPCs:

BACKGROUND/MINOR NPCSs:

ADVENTURE HOOK:

ADVENTURE SYNOPSIS:

ENCOUNTERS

ENCOUNTER 1:

ENCOUNTER 2:

ENCOUNTER 3:

ENCOUNTER 4:

ENCOUNTER 5:

ENCOUNTER 6:

PREFERRED OQOUTCOME:
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Site-Based Encounter

GOALS:

ENCOUNTER LOCATION:

REWARDS:

ENCOUNTER LEVEL:

ENCOUNTER SUMMARY:

ENCOUNTER DIFFICULTY
U EASY

U EASY 1IF HANDLED PROPERLY

U CHALLENGING
DyNAMIC ENCOUNTER TRIGGERS

U VERY DIFFICULT

1.

U OVERPOWERING )
ENCOUNTER TYPE 3
U StaTIic U DYNAMIC 4

NOTES:

Campaign Planner 2 4 Of 40



Event-Based Encounter

GOALS:

ENCOUNTER EVENT:

REWARDS:

ENCOUNTER LEVEL:

ENCOUNTER SUMMARY:

ENCOUNTER DIFFICULTY
U EASY

U EASY 1IF HANDLED PROPERLY

) CHALLENGING
DyNAMIC ENCOUNTER TRIGGERS

U VERY DIFFICULT

1.
U OVERPOWERING 2
ENCOUNTER TYPE 3
U StaTIiCc 1 DYNAMIC 4
EVENT DESCRIPTION:
TIMELINE

TiME EVENT
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Riddles/Puzzles

RIDDLE/PUZZLE:

ANSWER/SOLUTION:

RIDDLE/PUZZLE:

ANSWER/SOLUTION:

RIDDLE/PUZZLE:

ANSWER/SOLUTION:

RIDDLE/PUZZLE:

ANSWER/SOLUTION:

RIDDLE/PUZZLE:

ANSWER/SOLUTION:

RIDDLE/PUZZLE:

ANSWER/SOLUTION:

RiDDLE/PUZZLE:

ANSWER/SOLUTION:
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Dungeon Concepts/ldeas

DUNGEON NAME:

LocATION TYPE: 1 NATURAL CAVERN/CAVE COMPLEX U MANUFACTURED DUNGEON
INHABITANTS: 1 ORGANIZED (ARMY, TRIBE, OTHER) (1 WILD CREATURES ([ UNINHABITED

NUMBER OF LEVELS/DUNGEON SIZE:

LOCATION:

BAsic CONCEPT:

UNIQUE DENIZENS:

EXPANDED/MAPPED? 1 YES 1 NO VISITED BY PLAYERS? 11 YES U No

RUMORS:

DUNGEON NAME:

LocCATION TYPE: 1 NATURAL CAVERN/CAVE COMPLEX ] MANUFACTURED DUNGEON
INHABITANTS: L1 ORGANIZED (ARMY, TRIBE, OTHER) 1 WILD CREATURES

NUMBER OF LEVELS/DUNGEON SIZE:

LOCATION:

BAsic CONCEPT:

UNIQUE DENIZENS:

EXPANDED/MAPPED? 1 YES 1 NoO VISITED BY PLAYERS? 1 YES 1 No

RUMORS:
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HAZARD:

Type: QSLIME U MorLp U Funct QFoc O OTHER

Sourcke: A CustoM DESIGN U PUBLISHED (SOURCE:

CR:

VISUAL DESCRIPTION:

EFFECT(S):

HAZARD:

Type: UQSLIME U MorLp U Funct UFoc O OTHER

Sourck: 1 CustoM DESIGN U PUBLISHED (SOURCE:

CR:

VISUAL DESCRIPTION:

EFFECT(S):

HAZARD:

Type: AQSLmiME U Morp U Funct U Foc O OTHER

Source: A CustoMm DESIGN U PUBLISHED (SOURCE:

CR:

VISUAL DESCRIPTION:

EFFECT(S):

HAZARD:

Type: QSLIME U MorLp U Funct QFoc U OTHER

Sourcke: A CustoMm DESIGN U PUBLISHED (SOURCE:

CR:

VISUAL DESCRIPTION:

EFFECT(S):

Campaign Planner 2
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Dungeon Entrance

DUNGEON NAME: KEY.

LOCATION:

LEVEL #:
EL:

ENTRANCE HIDDEN: U YES U NoO

Ir YES, How:

ENTRANCE GUARDED: U YES U No

Ir YES, How:

S A L A
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Dungeon Room Map and Key

DUNGEON NAME: TREASURES/ITEMS OF INTEREST:

LOCATION:

LEVEL #:
EL: KEY.

Roowm #:
RooMm Hippen: 4 YESs U No

IF YES, How:

CONNECTS TO ROOM#(S):

INHABITED: U YES U No

INHABITANTS:

° XN AUM AWM=
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Custom Random Treasure Table

p12 RoLL 1. COINS

D5 ROLL
3. MUNDANE
ITEMS

2. GEMS

4. ART
OBJECTS

5. MAGIC
ITEMS

e F* AR WD

p12 RoLL 1. CoINS

Custom Random Treasure Table

D5 ROLL
3. MUNDANE
ITEMS

2. GEMS

4. ART

OBJECTS

5. MAGIC
ITEMS

A AN L R

[
e

[
-
.

[
N
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Campaign Outline

CAMPAIGN NAME:
DM:

CAMPAIGN SYNOPSIS:

PuBLISHED SETTING: Q YES W NoO

PUBLISHER:

USING ESTABLISHED METAPLOT: 4 YES U No

KEY CAMPAIGN EVENTS

CHARACTER
EVENT TRIGGER LEVEL
a
a
a
a
a
a
a
Check off when completed/used.
ADVENTURES PLANNED
CHARACTER
TITLE PUBLISHER (IF ANY) LEVEL
a
a
a
a
a

Check off when completed/used.

CAMPAIGN MAJOR VILLAINS:

CAMPAIGN CLIMAX:
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Key Campaign Events

CAMPAIGN NAME:

EVENT:

CHARACTER LEVEL:

TRIGGER:

NPCs/VILLAINS INVOLVED:

CREATURES INVOLVED:

LOCATION:

RELATED EVENTS:

OBJECTIVE:

REWARDS:

RESOLUTION:

EVENT:

CHARACTER LEVEL:

TRIGGER:

NPCs/VILLAINS INVOLVED:

CREATURES INVOLVED:

LOCATION:

RELATED EVENTS:

OBJECTIVE:

REWARDS:

RESOLUTION:
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Campaign Climax

CAMPAIGN NAME:

CLIMAX SYNOPSIS:

FORESHADOWING (EVENTS/SIGNS TO SPRINKLE THROUGHOUT THE CAMPAIGN)

CLIMAX TRIGGER:

EXPECTED CHARACTER LEVEL AT CLIMAX:

NPCs/VILLAINS INVOLVED:

CREATURES INVOLVED:

LOCATION:

NOTES:

CHARACTER REWARDS:
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Session Event Tracker

EVENT:

TRIGGER/TIME:

CoMPLETED U1 YES U No

EVENT:

TRIGGER/TIME:

CoMPLETED 1 YES U No

EVENT:

TRIGGER/TIME:

CoMPLETED U YES U No

EVENT:

TRIGGER/TIME:

CoMPLETED U YES U No

EVENT:

TRIGGER/TIME:

ComPLETED U YES U No

Use this form to note any specific events you wish to take place during this session. This is
useful for keeping track of foreshadowing, background events, and other noncombat situations
that may not involve a lot of player interaction (but is important to the overall plot).
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[Gingdom/Country Map and Details

KiINGDOM/COUNTRY:

RULER:

DESCRIPTIVE OVERVIEW:

RACES IN THE AREA:

PLACES OF INTEREST:

CLIMATE/SEASONS:

TRADE ROUTES:

TERRAIN(S):

CarrroL CITY:

MAaJor CITIES/TOWNS:

OVERALL ALIGNMENT:

VILLAGES:

Campaign Planner 2
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Major City Information (Details 1 of 2)

City NAME:

Crty S1zE: 4 THOorRP 1 HAMLET U VILLAGE U SMALL TOwN U LARGE TOWN
U SMALL City U LARGE City 1 METROPOLIS

GP Lt

LiMiT ON GOODS AVAILABLE:

RESOURCES AND SERVICES AVAILABLE

BusiNEss NAME/TYPE:

OWNER: QuALITY OF SERVICE: U POOR U AVERAGE U1 GOOD

NOTES:

BUSINESS NAME/TYPE:

OWNER: QuALITY OF SERVICE: U POOR U AVERAGE U GOOD

NOTES:

BUSINESS NAME/TYPE:

OWNER: QuALITY OF SERVICE: U POOR U AVERAGE 1 GOOD

NOTES:

BusINESS NAME/TYPE:

OWNER: QuaALITY OF SERVICE: U POOR U AVERAGE 1 GOOD

NOTES:

BusINESS NAME/TYPE:

OWNER: QuALITY OF SERVICE: U POOR U AVERAGE U GOOD

NOTES:
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Major City Information (Details 2 of 2)

City NAME:

ANNUAL/REGULAR CITYWIDE EVENTS

EVENT: DATE:

NOTES:

EVENT: DATE:

NOTES:

EVENT: DATE:

NOTES:

LEGENDS AND KEY HISTORICAL EVENTS

LEGEND/EVENT:

NOTES:

LEGEND/EVENT:

NOTES:

LEGEND/EVENT:

NOTES:

LEGEND/EVENT:

NOTES:

LEGEND/EVENT:

NOTES:

LEGEND/EVENT:

NOTES:
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Minor Town — Information and Map

NAME:

LOCATION:

POWER CENTER/ALIGNMENT:

POPULATION:

IMPORTANT NPCs

NOTES:

NAME:

LOCATION:

POWER CENTER/ALIGNMENT:

POPULATION:

IMPORTANT NPCs

NOTES:
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Major City — Information and Map

NAME: NOTES:

LOCATION:

POWER CENTER/ALIGNMENT:

POPULATION:

IMPORTANT NPCs

Campaign Planner 2



WORLD NAME:

Polyhedral World Map

temperate

subarctic

arctic

21 of 40
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Overland Travel Form

AREA NAME (REFERRED TO AS):

\ ) “ N Q 3 : ! 4 ;} $ b / / N 7 \ .
H T O
X ! \ . o = N = ._ { /
\ \ / ' Y Y Y, < 3 I ’

STARTING POINT: EXPECTED TRANSIT TIME:

DESTINATION:

TERRAIN TYPE: U DESERT, SANDY
HAZARDS: QO ForestT A HiLLs O JUNGLE 1 MOOR
U MOUNTAINS U PLAINS O SwaMP

U TUNDRA, FROZEN

CREATURES/NPCS IN THE AREA: TRAIL TYPE: 1 HIGHWAY
U ROAD OR TRAIL ] TRACKLESS

NOTES:
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ROUTE NAME/REFERRED TO AS:

ROUTE START (CITY):

Routk EnND (CITY):!

MaprPED: U No U YES (SEE OVERLAND TRAVEL FORM )

TowNS/VILLAGES ALONG ROUTE

U TowN U VILLAGE

U TowN U VILLAGE

U TowN U VILLAGE

U TowN U VILLAGE

U TowN U VILLAGE

CoMMON GOODS/CARAVANS ENCOUNTERED:

PATROLLED/SAFE? U No U YES U VARIES

KNOWN THREATS ALONG ROUTE:

GEOGRAPHIC/SPECIAL FEATURES OF/NEAR ROUTE:

RoOUTE USED DURING: 4 SPRING 1 SUMMER U FALL 1 WINTER U ALL YEAR

ToLLS (COSTS AND LOCATIONS):

AVERAGE TIME (IN DAYS) TO COMPLETE ROUTE: WALK RIDE

COUNTRIES TRAVELED THROUGH:

NOTES:
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Background Chatter/Events

QUICK REFERENCE NAME:

OVERVIEW:

LocATION HEARD:

HEARD/OVERHEARD FROM:

LocATION EVENT TOOK PLACE:

INDIVIDUALS INVOLVED:

FoLLow-Up:

PCs InvoLvED? U YES U No

QuiCcK REFERENCE NAME:

OVERVIEW:

LocCATION HEARD:

HEARD/OVERHEARD FROM:

LocATION EVENT TOOK PLACE:

INDIVIDUALS INVOLVED:

FoLLow-Up:

PCs InvoLvED? U YES U No
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Secret Society/Organization (1 of 2)

ORGANIZATION:

PusLic: 1 YES U No

RuUMOR TRUE/FALSE DISINFORMATION

ALIGNMENT:

QT/AQAF
QT/AF
QT/AF
UT/AF
QT/AF
QT/AQAF
QT/AF
QT/AF
UT/AF

a

A Iy ey Ny N Ny

LEADER:

BASE OF OPERATIONS:

MEMBERS:

GOALS:

AFFILIATIONS/ALLIES:

POWERFUL MAGIC/ARTIFACTS IN ORGANIZATION’S POSSESSION:

Campaign Planner 2
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Secret Society/Organization (2 of 2)

ORGANIZATION:

RESOURCES:

REQUIREMENTS TO JOIN/MEMBERSHIP:

PRESTIGE CLASSES/FEATS/SPELLS (GAME MECHANICS AVAILABLE ONLY THROUGH MEMBERSHIP):

PLAYER CHARACTERS HAVE ENCOUNTERED THIS ORGANIZATION: U YES 1 No

PLAYER CHARACTER INTERACTION WITH OQORGANIZATION

CAMPAIGN DATE:

INTERACTION:

CAMPAIGN DATE:

INTERACTION:

CAMPAIGN DATE:

INTERACTION:

CAMPAIGN DATE:

INTERACTION:
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GATE NAME/KNOWN AS:

KNOWLEDGE (THE PLANES) DC:
GATE LOCATION:

GUARDED: 1 YES U No

I¥ YES, GUARDS ARE:

PASSWORD/A CTIVATION WORD (IF ANY):

CoNNECTS To:

ACTIVATION:

NOTES:

GATE NAME/KNOWN AS:

KNOWLEDGE (THE PLANES) DC:

GATE LOCATION:

GUARDED: 1 YES U No

IF YES, GUARDS ARE:

PASSWORD/A CTIVATION WORD (IF ANY):

CoNNECTS To:

ACTIVATION:

NOTES:
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Plane/Demiplane Description

NAME:

TypE: W PLANE U DEMIPLANE

SoURCE: 1 CustoM DESIGN U PUBLISHED (SOURCE: )
PLANAR TRAITS
GRrAvVITY:  NORMAL U HEAvy U LIGHT

1 NONE U OBJECTIVE DIRECTIONAL [ SUBJECTIVE DIRECTIONAL
TIME: 1 NORMAL U TIMELESS U FLowING TIME O ErRrATIC TIME

SHAPE/S1ZE: U INFINITE U FINITE U SELF-CONTAINED SHAPE
MORPHIC: 1 ALTERABLE U HiGHLY U MAGICALLY
U DIVINELY U STATIC U SENTIENT

ELEMENTAL TRAITS:

ENERGY TRAITS:

ALIGNMENT TRAITS:

MAGIC TRAITS:

CONNECTIONS TO/FROM:

DESCRIPTION:

NOTABLE FEATURE(S):

INHABITANTS:

LEADER/RULER:

NOTES:
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Clerical Domains Available in the Campaign

DOMAIN:

MODIFICATIONS/CHANGES:

SourcE: 1 CustoM DESIGN [ PUBLISHED (SOURCE: )

DOMAIN:

MODIFICATIONS/CHANGES:

Source: A CustoMm DESIGN U PUBLISHED (SOURCE: )

DOMAIN:

MODIFICATIONS/CHANGES:

Source: 1 CustoM DESIGN [ PUBLISHED (SOURCE: )

DoOMAIN:

MODIFICATIONS/CHANGES:

Source: A CustoM DESIGN U PUBLISHED (SOURCE: )
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Expanded Deity Form (1 of 2

NAME: SYMBOL

GOD OF:

ALIGNMENT:

DOMAINS:

D1vINE RANK
U Quasi-Derry U DEMIGOD (O LESSER DEITY U INTERMEDIATE DEITY 1 GREATER DEITY

CLERIC’S WEAPON OF CHOICE:

CLERIC ALIGNMENT(S):

CLERIC RESTRICTIONS/EXPECTATIONS:

CLERIC DRESS CODE:

PALADIN RESTRICTIONS/EXPECTATIONS:

RECOGNIZED HOLY DAYS/EVENTS:

ALLIED DEITIES:

OPPOSED DEITIES:

NOTES:

Campaign Planner 2 31 Of 40




Expanded Deity Form (2 of 2)

NAME:

ORIGIN/CREATION MYTH:

HOME PLANE:

CURRENT LOCATION:

APPEARANCE/FORM:

LEGENDS/EXPLOITS:

INTERFERES/INTERACTS WITH MORTALS? 1 YES U No

RELATED To:

TRUE NAME (IF ANY/APPLICABLE TO CAMPAIGN):

TRUE APPEARANCE/FORM (IF APPLICABLE TO CAMPAIGN):

POWERS (IF APPLICABLE TO CAMPAIGN):
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Campaign Religions

RELIGION:

WorsHIP DEITY/OBJECT:

WORSHIPED IN KINGDOM/COUNTRY:

WORSHIPED BY (RACES):

CHURCH/ORGANIZATION STRUCTURE:

PRAYERS:

TITHES/RITUALS:

NOTES:

RELIGION:

WOoRsHIP DEITY/OBJECT:

WORSHIPED IN KINGDOM/COUNTRY:

WORSHIPED BY (RACES):

CHURCH/ORGANIZATION STRUCTURE:

PRAYERS:

TITHES/RITUALS:

NOTES:

Campaign Planner 2 33 Of 40



Campaign-Specific Clerical Domain

DOMAIN:

DEITIES:

GRANTED POWERS:

DOMAIN SPELLS
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Monster Template Form

TEMPLATE NAME:
DESCRIPTION:
APPEARANCE CHANGES:
TyPE: 1 INHERITED 1 ACQUIRED
APPLIED TO:
Hit DICE: ABILITIES: STR ~ DEX = CON
S1ZE: INT WIS___ CHA_
SPEED: SAviES: FORT REF  WILL
ATTACKS: SKILLS:
DAMAGE:
FEATS:
SPACE/REACH:
SPECIAL ATTACKS:
CLIMATE/TERRAIN:
ORGANIZATION:
SPECIAL QUALITIES: CHALLENGE RATING:
TREASURE:
ALIGNMENT:
ECL:
NOTES:
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PLAYER NAME:

CHARACTER NAME:

ITEM:

ITEM:

ITEM:

Magic ltems/Important Treasures in the Possession of a Player Character

Sourcke: A CustoMm DESIGN U PUBLISHED (SOURCE:

LocATION WORN/CARRIED:

PLAYER KNOWLEDGE OF ITEM:

TRUE/UNKNOWN KNOWLEDGE OF ITEM:

FounD/OBTAINED ON:

Sourcke: A CustoMm DESIGN U PUBLISHED (SOURCE:

LoCATION WORN/CARRIED:

PLAYER KNOWLEDGE OF ITEM:

TRUE/UNKNOWN KNOWLEDGE OF ITEM:

FounD/OBTAINED ON:

Sourcke: A CustoMm DESIGN U PUBLISHED (SOURCE:

LocATION WORN/CARRIED:

PLAYER KNOWLEDGE OF ITEM:

TRUE/UNKNOWN KNOWLEDGE OF ITEM:

FounD/OBTAINED ON:

Campaign Planner 2
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Character Class — Other Character Class — Other

NAME:

SOURCE:

CLASS FEATURES:

NAME:

SOURCE:

CLASS FEATURES:

OTHER NOTES:

OTHER NOTES:

Character Class — Other

NAME:

SOURCE:

CLASS FEATURES:

Character Class — Other

NAME:

SOURCE:

CLASS FEATURES:

OTHER NOTES:

OTHER NOTES:

Campaign Planner 2

37 of 40




Other Character Notes Other Character Notes

Other Character Notes Other Character Notes
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Character Race — Other Character Race — Other

NAME:

RACIAL OVERVIEW:

NAME:

RACIAL OVERVIEW:

RACIAL TRAITS:

RACIAL TRAITS:

OTHER NOTES:

OTHER NOTES:

Character Race — Other Character Race — Other

NAME:

RACIAL OVERVIEW:

NAME:

RACIAL OVERVIEW:

RAcCIAL TRAITS:

RACIAL TRAITS:

OTHER NOTES:

OTHER NOTES:
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of
the Coast, Inc. and is Copyright 2000 Wizards of
the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the
copyright and/or trademark owners who have
contributed Open Game Content; (b)"Derivative
Material" means copyrighted material including
derivative works and translations (including into
other computer languages), potation, modifica-
tion, correction, addition, extension, upgrade,
improvement, compilation, abridgment or other
form in which an existing work may be recast,
transformed or adapted; (c) "Distribute" means
to reproduce, license, rent, lease, sell, broadcast,
publicly display, transmit or otherwise distribute;
(d)"Open Game Content" means the game
mechanic and includes the methods, procedures,
processes and routines to the extent such content
does not embody the Product Identity and is an
enhancement over the prior art and any addition-
al content clearly identified as Open Game
Content by the Contributor, and means any work
covered by this License, including translations
and derivative works under copyright law, but
specifically excludes Product Identity. (e)
"Product Identity" means product and product
line names, logos and identifying marks includ-
ing trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dia-
logue, incidents, language, artwork, symbols,
designs, depictions, likenesses, formats, poses,
concepts, themes and graphic, photographic and
other visual or audio representations; names and
descriptions of characters, spells, enchantments,
personalities, teams, personas, likenesses and
special abilities; places, locations, environments,
creatures, equipment, magical or supernatural
abilities or effects, logos, symbols, or graphic
designs; and any other trademark or registered
trademark clearly identified as Product identity
by the owner of the Product Identity, and which
specifically excludes the Open Game Content;
(f) "Trademark" means the logos, names, mark,
sign, motto, designs that are used by a
Contributor to identify itself or its products or the
associated products contributed to the Open
Game License by the Contributor (g) "Use",
"Used" or "Using" means to use, Distribute,
copy, edit, format, modify, translate and other-
wise create Derivative Material of Open Game
Content. (h) "You" or "Your" means the licensee
in terms of this agreement.

Campaign Planner 2

Player’s Archive

Available now from Mystic Eye Games, the

Player’s Archive is a complete character sheet
and journal for use with 3.5. DMs will find the

2. The License: This License applies to any Open
Game Content that contains a notice indicating
that the Open Game Content may only be Used
under and in terms of this License. You must
affix such a notice to any Open Game Content
that you Use. No terms may be added to or sub-
tracted from this License except as described by
the License itself. No other terms or conditions
may be applied to any Open Game Content dis-
tributed using this License.

3.0ffer and Acceptance: By Using the Open
Game Content You indicate Your acceptance of
the terms of this License.

4. Grant and Consideration: In consideration for
agreeing to use this License, the Contributors
grant You a perpetual, worldwide, royalty-free,
non-exclusive license with the exact terms of this
License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If
You are contributing original material as Open
Game Content, You represent that Your
Contributions are Your original creation and/or
You have sufficient rights to grant the rights con-
veyed by this License.

6.Notice of License Copyright: You must update
the COPYRIGHT NOTICE portion of this
License to include the exact text of the COPY-
RIGHT NOTICE of any Open Game Content
You are copying, modifying or distributing, and
You must add the title, the copyright date, and
the copyright holder's name to the COPYRIGHT
NOTICE of any original Open Game Content
you Distribute.

7. Use of Product Identity: You agree not to Use
any Product Identity, including as an indication
as to compatibility, except as expressly licensed
in another, independent Agreement with the
owner of each element of that Product Identity.
You agree not to indicate compatibility or co-
adaptability with any Trademark or Registered
Trademark in conjunction with a work contain-
ing Open Game Content except as expressly
licensed in another, independent Agreement with
the owner of such Trademark or Registered
Trademark. The use of any Product Identity in
Open Game Content does not constitute a chal-
lenge to the ownership of that Product Identity.
The owner of any Product Identity used in Open
Game Content shall retain all rights, title and
interest in and to that Product Identity.

Player’s Archive to be the perfect tool for
recording information on major villains in the
campaign.
Available now at your local retail store or
www.mysticeyegames.com.

8. Identification: If you distribute Open Game
Content You must clearly indicate which por-
tions of the work that you are distributing are
Open Game Content.

9. Updating the License: Wizards or its designat-
ed Agents may publish updated versions of this
License. You may use any authorized version of
this License to copy, modify and distribute any
Open Game Content originally distributed under
any version of this License.

10 Copy of this License: You MUST include a
copy of this License with every copy of the Open
Game Content You Distribute.

11. Use of Contributor Credits: You may not
market or advertise the Open Game Content
using the name of any Contributor unless You
have written permission from the Contributor to
do so.

12 Inability to Comply: If it is impossible for
You to comply with any of the terms of this
License with respect to some or all of the Open
Game Content due to statute, judicial order, or
governmental regulation then You may not Use
any Open Game Material so affected.

13 Termination: This License will terminate
automatically if You fail to comply with all terms
herein and fail to cure such breach within 30
days of becoming aware of the breach. All subli-
censes shall survive the termination of this
License.

14 Reformation: If any provision of this License
is held to be unenforceable, such provision shall
be reformed only to the extent necessary to make
it enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000,
Wizards of the Coast, Inc.

System Reference Document Copyright 2000,
Wizards of the Coast, Inc.; Authors Jonathan
Tweet, Monte Cook, Skip Williams, based on
original material by E. Gary Gygax and Dave
Arneson.

Player’s Archive, Copyright © 2003, Mystic Eye
Games. Philip Reed, author.

Campaign Planner, Copyright © 2003, Mystic
Eye Games. Philip Reed, author.

Campaign Planner 2, Copyright © 2005 Philip
Reed.
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SPELL NAME:

Spell (page 1 of 2

) ARCANE

SCHOOL (SELECT ONE)
U ABJURATION
U DIVINATION
U EVOCATION
U NECROMANCY

U OTHER:

U DIVINE

U CONJURATION

) ENCHANTMENT
U ILLUSION

U TRANSMUTATION

SUBSCHOOL (SELECT ONE)

CONJURATION SUBSCHOOLS

U CALLING
U HEALING
U TELEPORTATION

U OTHER:

U CREATION
U SUMMONING

DIVINATION SUBSCHOOLS

U SCRYING

U OTHER:

ENCHANTMENT SUBSCHOOLS

U CHARM

U OTHER:

U COMPULSION

ILLUSION SUBSCHOOLS

U FIGMENT
U PATTERN
U SHADOW

U OTHER:

U GLAMER
U PHANTASM

DOMAIN (SELECT ONE, IF DIVINE SPELL)

U AIR

U cHAOS

U DESTRUCTION
U EVIL

U coop

) KNOWLEDGE
U Luck

U PLANT

U STRENGTH
] TRAVEL

U WAR

U OTHER:

U ANIMAL
U DEATH

U EARTH

U FIRE

U HEALING
O LAW

U MAGIC

U PROTECTION
U suN

U TRICKERY
] WATER

DESCRIPTOR (SELECT ALL THAT APPLY)

U AcID U AIR
U CHAOTIC U coLp
U DARKNESS U DEATH
U EARTH U ELECTRICITY
U EVIL U FEAR
U FIRE U FORCE
U coop U LANGUAGE-DEP.
U LAWFUL U LIGHT
U MIND-AFFECT. [ SONIC
U WATER
O OTHER:
LEVEL:

COMPONENTS (SELECT ALL THAT APPLY)

U VERBAL U Focus
U SOMATIC U DIVINE FOCUS
) MATERIAL 4 xp
U OTHER:
CASTING TIME:
RANGE (SELECT ONE)
U PERSONAL U TOUCH
U CLOSE U MEDIUM
U LONG J UNLIMITED
U OTHER:
TARGET(S):
EFFECT(S):

DURATION (SELECT ONE)
] INSTANTANEOUS [ PERMANENT
(J CONCENTRATION (] DISCHARGE

U OTHER:

SAvING THROW:

SPELL RESISTANCE:

Use this form (and the second page) to design a spell (or to
record a spell from another source). See the PHB and
DMG for detailed information on spells and spell design.

Campaign Planner 3 copyright © 2005 Philip Reed, All Rights Reserved. All text in this book is designated as open game content. You may not distrib-
ute this book without permission of the publisher. Ronin Arts, the Ronin Arts logo, and Campaign Planner Expansion are trademarks of Ronin Arts.
Dungeons & Dragons® and Wizards of the Coast® are Registered Trademarks of Wizards of the Coast and are used with permission.
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Spell (page 2 of 2]

SPELL NAME: SPELL SOURCE
DESCRIPTION: Q Book W PDF (TITLE: )
0 CuSTOM (CREATOR: )

SPELL CREATED BY PLAYER CHARACTER?
UYeEs UNo

SPELL APPROVED BY DM?
UYeEs UNo

CAMPAIGN HISTORY/INFORMATION

REGARDING THE SPELL:

METAGAME NOTES AND INFORMATION:

MATERIAL COMPONENT (IF ANY):

Focus/D1IvINE Focus (IF ANY):

XP CosST (IF ANY):
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Metamagic Components

SPELL NAME:

METAMAGIC EFFECT:

METAMAGIC COMPONENT:

MiNnmMuM COST:

SPELL NAME:

METAMAGIC EFFECT:

METAMAGIC COMPONENT:

MiNiMuM COST:

SPELL NAME:

METAMAGIC EFFECT:

METAMAGIC COMPONENT:

MiNniMuM COST:

SPELL NAME:

METAMAGIC EFFECT:

METAMAGIC COMPONENT:

MiniMuM COST:

SPELL NAME:

METAMAGIC EFFECT:

METAMAGIC COMPONENT:

MiniMUuM COST:

SPELL NAME:

METAMAGIC EFFECT:

METAMAGIC COMPONENT:

MiniMUM COST:

SPELL NAME:

METAMAGIC EFFECT:

METAMAGIC COMPONENT:

MiNniMUM COST:

With this variant, casters can produce more potent spells by using a rare and exotic metamagic component in the
casting of the spell, in place of the spell’s standard material component (or in addition to the spell’s other compo-
nents, if it has no material component).

See the OGL at the end of this PDF for information on the hardcover in which this rule was introduced. Click here
to be taken to the appropriate line in the OGL.
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Supplementary Spell Components

COMPONENT:

DESCRIPTION:

EFFECT:

CASTING TIME MODIFIER:

COMPONENT TYPE:

KNOWLEDGE (ARCANA) DC:

WEIGHT:

VALUE:

COMPONENT:

DESCRIPTION:

EFFECT:

CASTING TIME MODIFIER:

COMPONENT TYPE:

KNOWLEDGE (ARCANA) DC:

WEIGHT:

VALUE:

Supplementary spell components — and a large number of example components — can be found in 101 Arcane Spell
Components and 101 Divine Spell Components. Both PDFs are by Ronin Arts.
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Power Components

POWER COMPONENT:

REPLACES XP COST IN SPELL:

DM-APPROVED VARIANT USE FOR THIS POWER COMPONENT:

VALUE:

POWER COMPONENT:

REPLACES XP CoST IN SPELL:

DM-APPROVED VARIANT USE FOR THIS POWER COMPONENT:

VALUE:

POWER COMPONENT:

REPLACES XP CoST IN SPELL:

DM-APPROVED VARIANT USE FOR THIS POWER COMPONENT:

VALUE:

POWER COMPONENT:

REPLACES XP CoST IN SPELL:

DM-APPROVED VARIANT USE FOR THIS POWER COMPONENT:

VALUE:

PowER COMPONENT:

REPLACES XP CoST IN SPELL:

DM-APPROVED VARIANT USE FOR THIS POWER COMPONENT:

VALUE:

You can find information on power components in the DMG.
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RANGE (SELECT ONE)

POWER NAME: Q0 PERSONAL Q ToucH
DISCIPLINE (SELECT ONE) U cLosE U MEDIUM
J CLAIRSENTIENCE (1 METACREATIVITY U LoNG U UNLIMITED
U PSYCHOKINESIS (1 PSYCHOMETAB. 0 OTHER:
U PSYCHOPORT. U TELEPATHY
TARGET(S):
U OTHER: (s)

EFFECT(S):

SUBDISCIPLINE (SELECT ONE)
DURATION (SELECT ONE)

U INSTANTANEOUS [ PERMANENT
U CONCENTRATION [ DISCHARGE

CLAIRSENTIENCE SUBDISCIPLINES
U SCRYING

U OTHER:

U OTHER:

METACREATIVITY SUBDISCIPLINES

QO CREATION SAVING THROW:

POWER RESISTANCE:

U OTHER:

POWER POINTS:

PSYCHOMETABOLISM SUBDISCIPLINES

U HEALING
QO OTHER: DESCRIPTION:
PSYCHOPORTATION SUBDISCIPLINES
U TELEPORTATION
U OTHER:
TELEPATHY SUBDISCIPLINES
U CHARM J COMPULSION
U OTHER:
DESCRIPTOR (SELECT ALL THAT APPLY)
U ACID U4 coLp
U DEATH U ELECTRICITY
U EVIL U FIRE
U FORCE U Goop
) LANGUAGE-DEP. U LIGHT
) MIND-AFFECT. U sonIC AUGMENT:
U OTHER:
LEVEL:
DISPLAY (SELECT ONE) NOTES:
] AUDITORY U MATERIAL
U MENTAL U OLFACTORY
J VISUAL POWER SOURCE
3 OTHER: QBook O PDF (TITLE: )
MANIFESTING TIME: 0 CUSTOM (CREATOR: )
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Variant Character Class

CLASS NAME:

BASE CORE CLASS:

BASE CHANGES

ALIGNMENT:

Hit DIE:

BASE ATTACK BONUS:

BASE SAVE BONUSES:

CLASS SKILL CHANGES

CLASS FEATURE CHANGES

FEATURE:

CHANGES/DESCRIPTION:

FEATURE:

CHANGES/DESCRIPTION:

FEATURE:

CHANGES/DESCRIPTION:

FEATURE:

CHANGES/DESCRIPTION:

Depending on the campaign world, variant classes may exist
side by side with standard classes, or they may replace standard
classes entirely. A fully detailed variant has entries for one or
more of the following topics. If an entry does not appear, use the
material for the class as presented in the Player’s Handbook.
Alignment: Changes to the class’s alignment restrictions.

Hit Die: Changes to the class’s Hit Die.

Base Attack Bonus: If the class uses a different base attack
bonus, this entry gives the column to use (good, average, or
poor).
Base Save Bonuses: If the class has a different mix of good and
poor saves, this entry gives the appropriate column for each
save.

Class Skills: Additions or subtractions from the class skill list,
and/or changes to the number of skill points gained per level.
Class Features: Changes, additions, or subtractions to the
class’s special features, including spellcasting.

See Ronin Arts’ Fantasy Player’s Companion: Core Class
Variants or the original hardcover rulebook (see the OGL at the
end of this PDF) that presented this option for complete details.
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FEAT:
Sourcke: 4 Custom A PDF U Book

DESCRIPTION:

PREREQUISITES:

BENEFIT:

SPECIAL:

NORMAL:

FEAT:
Sourcke: 4 Custom 4 PDF U Book

DESCRIPTION:

PREREQUISITES:

BENEFIT:

SPECIAL:

NORMAL:
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Core Class (1 of 4)

CoRre CLASS TITLE:
Source: 4 Custom U PDF 1 Book

ADVENTURES:

CHARACTERISTICS:

ALIGNMENT:

RELIGION:

BACKGROUND:
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Core Class (2 of 4]

RACES:

OTHER CLASSES:

GAME RULE INFORMATION

ABILITIES:

ALIGNMENT:
Hit DIE:
CLASS SKILLS
The class skills (and the key ability for each skill) are:
SKILL POINTS AT 1ST LEVEL: ( + INT MODIFIER) X 4
SKILL POINTS AT EACH LEVEL: + INT MODIFIER.

NOTES:
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Core Class (3 of 4)

CLASS FEATURES

All of the following are class features of the

FEATURE:

DESCRIPTION:

FEATURE:

DESCRIPTION:

FEATURE:

DESCRIPTION:

FEATURE:

DESCRIPTION:

FEATURE:

DESCRIPTION:

FEATURE:

DESCRIPTION:

FEATURE:

DESCRIPTION:

FEATURE:

DESCRIPTION:
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Core Class (4 of 4]

TABLE:

Base
Class Attack  Fort Ref Will

Level Bonus Save Save Save Special

10

11

12

13

14

15

16

17

18

19

20
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Spells per Day/Spell List

CORE/PRESTIGE CLASS:
Class e Spells per Day ------------
Level 0 1 2 3 4 5 6 7 8 9
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o
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20
SPELL LIST

characters choose their spells from the following list.
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Power Points/Psionic Powers Known

CORE/PRESTIGE CLASS:
Class Power Maximum Power
Level Points/Day Powers Known Level Known

1

o RIS AW

[
(—J

[
[\®)

[
[\8]

[y
w

[y
=

[
wn

[y
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[
®
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POWER LIST

characters choose their powers from the following list.
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Prestige Class (1 of 3)
PRESTIGE CLASS TITLE:
Source: 1 Custom U PDF 1 Book

OVERVIEW/DESCRIPTION:

Hit DIE:

REQUIREMENTS

To qualify to become a a character must fulfill all of the following criteria.
(Note, most prestige classes do not use each requirement category shown below.)

RACE:

ALIGNMENT:

BASE ATTACK BONUS:

SKILLS:

FEATS:

SPELLCASTING:

SPECIAL:

OTHER:

CLASS SKILLS
The class skills (and the key ability for each skill) are:

SKILL POINTS AT EACH LEVEL: + INT MODIFIER.
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TABLE:

Class

Level

Prestige Class (2 of 3)

Base
Attack

Bonus

Fort

Save

Ref

Save

Will

Save

Special

Spellcasting
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Prestige Class (3 of 3
CLASS FEATURES

All of the following are class features of the

FEATURE:

prestige class.

DESCRIPTION:

FEATURE:

DESCRIPTION:

FEATURE:

DESCRIPTION:

FEATURE:

DESCRIPTION:

FEATURE:

DESCRIPTION:

FEATURE:

DESCRIPTION:

FEATURE:

DESCRIPTION:

FEATURE:

DESCRIPTION:
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Prestige Class Test-Based Prerequisites

PRESTIGE CLASS:

TEST KNOWN AS:

TEST ADMINISTERED BY:

TEST ADMINISTERED AT:

TEST GOAL:

FAILURE PENALTY:

NOTES:

Prestige Class Test-Based Prerequisites

PRESTIGE CLASS:

TEST KNOWN AS:

TEST ADMINISTERED BY:

TEST ADMINISTERED AT:

TEST GOAL:

FAILURE PENALTY:

NOTES:
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Skill
SKILL:
Source: 4 Custom U PDF 1 Book
KEY ABILITY:

TRAINED ONLY? U YES U No

SKILL SYNERGY:

DESCRIPTION:

Skill

SKILL:

Source: U Custom U PDF U Book
KEY ABILITY:

TRAINED ONLY? U YES U No

SKILL SYNERGY:

DESCRIPTION:

Skill
SKILL:
Sourcke: 4 Custom U PDF U Book
KEY ABILITY:

TRAINED ONLY? U YES U No

SKILL SYNERGY:

DESCRIPTION:
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Action Points in the Campaign

ACQUIRING ACTION POINTS
STARTING ACTION POINTS (AT FIRST LEVEL, 5 IS STANDARD):

GAINING ACTION POINTS (5 + 1/2 NEW CHARACTER LEVEL IS STANDARD):

USES FOR ACTION POINTS
SPECIAL ACTIONS
ACTION:

ACTION:

ACTION:

ACTION:

ACTION:

IMPROVING FEATS

FEAT:

FEAT:

FEAT:

FEAT:
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Character Starvation/Thirst Tracker

Character Constitution #of Days  # of Hours (past 24) # of Checks Made Amount of Nonlethal
Name Score Without Food  Without Water for Starvation/Thirst Damage Suffered

STARVATION AND THIRST

Characters might find themselves without food or water and with no means to obtain them. In normal climates, Medium charac-
ters need at least a gallon of fluids and about a pound of decent food per day to avoid starvation. (Small characters need half as much.)
In very hot climates, characters need two or three times as much water to avoid dehydration.

A character can go without water for 1 day plus a number of hours equal to his Constitution score. After this time, the character
must make a Constitution check each hour (DC 10, +1 for each previous check) or take 1d6 points of nonlethal damage.

A character can go without food for 3 days, in growing discomfort. After this time, the character must make a Constitution check
each day (DC 10, +1 for each previous check) or take 1d6 points of nonlethal damage.

Characters who have taken nonlethal damage from lack of food or water are fatigued. Nonlethal damage from thirst or starvation
cannot be recovered until the character gets food or water, as needed—not even magic that restores hit points heals this damage.

Character Suffocation/Drowning Tracker

Character Constitution # of Rounds # of Successful Character is Characteris  Character has
Name Score Without Air Saves Unconscious? at -1 HP? Suffocated/Drowned?

QYWUN OQYQAN QYWUN
QYWUN OJQYQAN QYWUN
QYWUN OQYQAN QYWUN
QYWUN OQYQAN QYWUN
QYWUN OQYQUN QYWUN
QYWUN OQYQAN QYWUN
QYUN OQYQAN QYWUN

SUFFOCATION

A character who has no air to breathe can hold her breath for 2 rounds per point of Constitution. After this period of time, the character must make a DC 10 Constitution
check in order to continue holding her breath. The save must be repeated each round, with the DC increasing by +1 for each previous success.

When the character fails one of these Constitution checks, she begins to suffocate. In the first round, she falls unconscious (0 hit points). In the following round, she
drops to -1 hit points and is dying. In the third round, she suffocates.

Slow Suffocation: A Medium character can breathe easily for 6 hours in a sealed chamber measuring 10 feet on a side. After that time, the character takes 1d6 points
of nonlethal damage every 15 minutes. Each additional Medium character or significant fire source (a torch, for example) proportionally reduces the time the air will last.

Small characters consume half as much air as Medium characters. A larger volume of air, of course, lasts for a longer time.

DROWNING

Any character can hold her breath for a number of rounds equal to twice her Constitution score. After this period of time, the character must make a DC 10 Constitution
check every round in order to continue holding her breath. Each round, the DC increases by 1.

When the character finally fails her Constitution check, she begins to drown. In the first round, she falls unconscious (0 hp). In the following round, she drops to -1
hit points and is dying. In the third round, she drowns.

It is possible to drown in substances other than water, such as sand, quicksand, fine dust, and silos full of grain.
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SPECIAL ABILITY:

DESCRIPTION:

Magic Armor/Shield/Weapon Special Ability

AURA:

CASTER LEVEL:

PREREQUISITES:

BASE PRICE MODIFIER:

SPECIAL ABILITY:

DESCRIPTION:

Magic Armor/Shield/Weapon Special Ability

AURA:

CASTER LEVEL:

PREREQUISITES:

BASE PRICE MODIFIER:

SPECIAL ABILITY:

DESCRIPTION:

Magic Armor/Shield/Weapon Special Ability

AURA:

CASTER LEVEL:

PREREQUISITES:

BASE PRICE MODIFIER:
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Weather, Cold

COLD, EXTREME
d % Temperature
1-5 Freezing
6-10 Freezing
11-17 Freezing
18-19 Freezing
20 Freezing
21-35 Cold Snap
3645 Cold Snap
46-62 Cold Snap
63-67 Cold Snap
68-70 Cold Snap
71-80 Cold
81-87 Cold
88-94 Cold
95-98 Cold
99-100 Cold
COLD, MILD

d% Temperature
1-8 Freezing
9-12 Freezing
13-14 Freezing
15 Freezing
16 Freezing
17-30 Cold Snap
31-38 Cold Snap
3945 Cold Snap
46-50 Cold Snap
51-55 Cold Snap
56-75 Cold
76-85 Cold
86-95 Cold
96-98 Cold
99-100 Cold
COLD, WET

d % Temperature
1-4 Freezing
5-7 Freezing
8-10 Freezing
11-14 Freezing
15 Freezing
16-29 Cold Snap
30-36 Cold Snap
3742 Cold Snap
4347 Cold Snap
4849 Cold Snap
50-72 Cold
73-80 Cold
81-91 Cold
92-96 Cold
97-100 Cold
WIND TABLE
d% Temperature
1-50 Light
51-75 Moderate
76-90 Strong
91-99 Severe
100 Windstorm

Storm/Wind
None
Roll on wind table
Snow
Heavy snow
Snowstorm
None
Roll on wind table
Snow
Heavy snow
Snowstorm
None
Roll on wind table
Snow
Heavy snow
Snowstorm

Storm/Wind
None
Roll on wind table
Snow
Heavy snow
Snowstorm
None
Roll on wind table
Snow
Heavy snow
Snowstorm
None
Roll on wind table
Snow
Heavy snow
Snowstorm

Storm/Wind
None
Roll on wind table
Snow
Heavy snow
Snowstorm
None
Roll on wind table
Snow
Heavy snow
Snowstorm
None
Roll on wind table
Snow
Heavy snow
Snowstorm

Freezing: Similar to Cold Snap except that it
lowers temperatures by -20° F.

CAMPAIGN DATE:
CURRENT ADVENTURE LOCATION/REGION:

YESTERDAY’S WEATHER (AVERAGE)
TEMPERATURE:
STORM/WIND:

CURRENT WEATHER
Hour TEMPERATURE
12:00-1:00am
1:00-2:00am
2:00-3:00am
3:00-4:00am
4:00-5:00am
5:00-6:00am
6:00-7:00am
7:00-8:00am
8:00-9:00am
9:00-10:00am
10:00-11:00am
11:00-12:00pm
12:00-1:00pm
1:00-2:00pm
2:00-3:00pm
3:00-4:00pm
4:00-5:00pm
5:00-6:00pm
6:00-7:00pm
7:00-8:00pm
8:00-9:00pm
9:00-10:00pm
10:00-11:00pm
11:00-12:00am

STORM/WIND

Quick & Dirty Weather

To use this form roll randomly to determine the weather conditions for the time your
game session starts. Once you have this baseline, once each hour you need only:

* Roll 1d6 for temperature condition — on a roll of 1 the temperature moves up the
chart one step (ex. Cold Snap to Freezing), on a roll of 2-5 the temperature remains
the same, on a roll of 6 the temperature moves down the chart one step (ex. Cold
Snap to Cold).

* Roll 1d6 for storm/wind condition — on a roll of 1-2 the storm/wind moves up the
chart one step (ex. Heavy Snow to Snow), on a roll of 2-3 the storm/wind remains
the same, on a roll of 5-6 the storm/wind moves down the chart one step (ex. Heavy
Snow to Snowstorm).

For weather rules — and definitions of terms not explained above — see the SRD or DMG.
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HEAT, EXTREME CAMPAIGN DATE:
d% Temperature Storm/Wind CURRENT ADVENTURE LOCATION/REGION:
1-20 Heat Wave None
21-27 Heat Wave Roll on wind table
28-29 Heat Wave Rain YESTERDAY’S WEATHER (AVERAGE)
30 Heat Wave Downpour
31-65 Hort None TEMPERATURE:
66-75 Hot Roll on wind table STORM/WIND:
76-77 Hot Rain
7 o S Downpour CURRENT WEATHER
— arm one
91-97 Warm Roll on wind table Hour TEMPERATURE STORM/WIND
98-99 Warm Rain 12:00-1:00am
100 Warm Downpour
1:00-2:00am
HEAT, MILD 2:00-3:00am
d% Temperature Storm/Wind
1-7 Heat Wave None 3:00-4:00am
8-10 Heat Wave Roll on wind table 4:00-5:00am
11-12 Heat Wave Rain
13 Heat Wave Downpour 5:00-6:00am
14 Heat Wave Thunderstorm 6:00-7:00am
15-30 Hot None
31-35 Hot Roll on wind table 7:00-8:00am
36-38 Hot Rain 8:00-9:00am
39 Hot Downpour
40 Hot Thunderstorm 9:00-10:00am
41-80 Warm None 10:00-11:00am
81-87 Warm Roll on wind table
88-94 Warm Rain 11:00-12:00pm
95-98 Warm Downpour 12:00-1:00pm
99-100 Warm Thunderstorm
1:00-2:00pm
HEAT, WET 2:00-3:00pm
d% Temperature Storm/Wind
1-4 Heat Wave None 3:00-4:00pm
5-7 Heat Wave Roll on wind table 4:00-5:00pm
8-10 Heat Wave Rain
13-14 Heat Wave Downpour 5:00-6:00pm
15 Heat Wave Extreme rain 6:00-7:00pm
16-26 Hot None
27-32 Hot Roll on wind table 7:00-8:00pm
33-36 Hot Rain 8:00-9:00pm
37-39 Hot Downpour
4043 Hot Thunderstorm 9:00-10:00pm
44-70 Warm None 10:00-11:00pm
71-77 Warm Roll on wind table
78-90 Warm Rain 11:00-12:00am
91-98 Warm Downpour
99-100 Warm Thunderstorm Quick & Dirty Weather
To use this form roll randomly to determine the weather conditions for the time your
ame session starts. Once you have this baseline, once each hour you need only:
dVY./IND TAFBLE -gRoll 1d6 for temperatur);: condition — on a roll of 1 the tempera}t/ure moves uz) the
o emp.erature chart one step (ex. Hot to Heat Wave), on a roll of 2-5 the temperature remains the
1-50 Light same, on a roll of 6 the temperature moves down the chart one step (ex. Hot to
51-75 Moderate Warm).
76-90 Strong * Roll 1d6 for storm/wind condition — on a roll of 1-2 the storm/wind moves up the
91-99 Severe chart one step (ex. Heavy Rain to Light Rain), on a roll of 2-3 the storm/wind
100 Windstorm remains the same, on a roll of 5-6 the storm/wind moves down the chart one step (ex.
Heavy Rain to Extreme Rain).

For weather rules — and definitions of terms not explained above — see the SRD or DMG.
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Weather, Temperate

TEMPERATE, DRY

d % Temperature Storm/Wind
1-19 Hot None
20-26 Hot Roll on wind table
27-28 Hot Rain

29 Hot Downpour

30 Hot Thunderstorm
31-59 Moderate None

60-65 Moderate Roll on wind table
66-67 Moderate Rain

68 Moderate Downpour

69 Moderate Thunderstorm
70-86 Cold None
87-95 Cold Roll on wind table
96-98 Cold Rain

99 Cold Snow

100 Cold Heavy Snow
TEMPERATE, MILD

d % Temperature Storm/Wind
1-19 Hot None
20-24 Hot Roll on wind table
25-27 Hot Rain

28-29 Hot Downpour

30 Hot Thunderstorm
31-55 Moderate None
56-60 Moderate Roll on wind table
61-66 Moderate Rain

67-68 Moderate Downpour

69 Moderate Thunderstorm
70-84 Cold None
85-92 Cold Roll on wind table
93-97 Cold Rain

98-99 Cold Snow

100 Cold Heavy Snow
TEMPERATE, WET

d % Temperature Storm/Wind
1-16 Hot None

17-21 Hot Roll on wind table
22-26 Hot Rain

27-29 Hot Downpour

30 Hot Thunderstorm
31-50 Moderate None

51-58 Moderate Roll on wind table
59-64 Moderate Rain

65-68 Moderate Downpour

69 Moderate Thunderstorm
70-82 Cold None
83-89 Cold Roll on wind table
90-95 Cold Rain

96-99 Cold Snow

100 Cold Heavy Snow
WIND TABLE

d % Temperature

1-50 Light

51-75 Moderate

76-90 Strong

91-99 Severe

100 Windstorm

CAMPAIGN DATE:
CURRENT ADVENTURE LOCATION/REGION:

YESTERDAY’S WEATHER (AVERAGE)
TEMPERATURE:
STORM/WIND:

CURRENT WEATHER
Hour TEMPERATURE
12:00-1:00am
1:00-2:00am
2:00-3:00am
3:00-4:00am
4:00-5:00am
5:00-6:00am
6:00-7:00am
7:00-8:00am
8:00-9:00am
9:00-10:00am
10:00-11:00am
11:00-12:00pm
12:00-1:00pm
1:00-2:00pm
2:00-3:00pm
3:00-4:00pm
4:00-5:00pm
5:00-6:00pm
6:00-7:00pm
7:00-8:00pm
8:00-9:00pm
9:00-10:00pm
10:00-11:00pm
11:00-12:00am

STORM/WIND

Quick & Dirty Weather

To use this form roll randomly to determine the weather conditions for the time your
game session starts. Once you have this baseline, once each hour you need only:

* Roll 1d6 for temperature condition — on a roll of 1 the temperature moves up the
chart one step (ex. Moderate to Hot), on a roll of 2-5 the temperature remains the
same, on a roll of 6 the temperature moves down the chart one step (ex. Moderate to
Cold).

* Roll 1d6 for storm/wind condition — on a roll of 1-2 the storm/wind moves up the
chart one step (ex. Light Snow to Light Rain), on a roll of 2-3 the storm/wind remains
the same, on a roll of 5-6 the storm/wind moves down the chart one step (ex. Light
Snow to Heavy Snow).

For weather rules — and definitions of terms not explained above — see the SRD or DMG.
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Sailing Ship

SHIP NAME:

SHIP SIZE (SELECT ONE): 1 TINY U SMALL U MEDIUM
U LARGE U HUGE O GARGANTUAN [ COLOSSAL
SHIP TYPE (SELECT ONE): d AUXILIARY U COASTAL (J MERCHANTMAN (] WARSHIP

DRAFT:

STRUCTURE DICE:

HARDNESS:

MANEUVERABILITY:

SPEED:

TURN RATE:
AC:

WEAPONS FORE:

WEAPONS AFT:

WEAPONS BROADSIDE:

DAMAGE:

SPECIAL QUALITIES:

CREW:

PASSENGERS:

CARGO:

DESCRIPTION:

For rules on sailing ships see Adamant Entertainment’s Corsair at www.adamantentertainment.com
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Urban Event Template

EVENT:

BASIC DESCRIPTION:

GOVERNMENT REACTION:

LAwW ENFORCEMENT REACTION:

Economic EFFECT/IMPACT:

ADVENTURE OQPPORTUNITIES:

AFTERMATH:

Using the Urban Event Template

Just as monster templates can be used to modify a creature, turning a typical orc into a demonic beast or undead men-
ace, urban event templates allow you to model the effects of widespread catastrophic events on a city.

An urban event template includes space for an overview of the event, how the government and law enforcement will
react to the event, the event’s economic impact on the area. any adventure opportunities that may arise during the
event, and how the event affects the area once it is over.

An urban event template represents a temporary condition that typically leaves few, if any, lasting effects.
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Sample Urban Event Template

Event: FIRE

Basic Description: LARGE-SCALE FIRES ARE A TERRIBLE THREAT TO MOST
CITIES IN A FANTASY CAMPAIGN. EVEN WITH THE HELP OF MAGIC A FIRE
CAN QUICKLY ENGULF A CITY, DESTROYING LARGE AREAS IN HOURS.

GOVERNMENT REacTiON: THE GOVERNMENT ACTS MORE LAWFUL DURING A
FIRE AS IT ORGANICES TO DEAL WITH TUHE THREAT. COMMONERS MAY BE
DRAFTED OR FORCED TO ASSIST IN FIGHTING THE FIRE.

LAw ENFORCEMENT ReacTiON: THE TOWN GUARD MOVES IN ON THUE AFFECTED
AREA, WORKING TO PROTECT THE AREA FROM LOOTERS AND TO STOP
THE FIRE. MORE CITY GUARDS THAN NORMAL WILL BE ON TUE STREETS
AS EVERY MAN [S CALLED IN TO ASSIST IN THE FIREFIGHTING.

Economic Errect/Impact: _MOST MERCHANTS CLOSE SHOP [F THEY'RE NEAR
THE FIRES. THOSE SOME DISTANCE AWAY (THAT FEEL SAFE) WILL TEND
TO RAISE THE PRICES OF THEIR gOODS DURING A FIRE - ESPECIALLY
ANY ITEMS THAT COULD BE USED TO COMBAT THUE BLACE.

ADVENTURE OppPorTUNITIES: | HE CHARACTERS MAY WORK TO RESCUE PEOPLE
FROM BURNING BUILDINGS, COMBAT ELEMENTALS OR VILLAINS TUAT mAY
BE RESPONSIBLE FOR THE FIRE, WORK TO FIGHT THE FIRES, OR TAKE
ADVANTAGE OF THE SITUATION TO ROB BUILDINGS IN THE PATH OF THE
FLAMES.

ArterMaTH: ONCE THE FLAMES HAVE DIED DOWN THE AREA WILL NEED TO
BE REBUILT. TEMPORARY SHELTERS SPRING UP IN THE AREA AND THE
HOMELESS POPULATION INCREASES. SHORTAGES OF SUPPLIES COULD
LEAD TO A STRONG BLACK MARKET PRESENCE IN THE CITY.

Using the Urban Event Template

Just as monster templates can be used to modify a creature, turning a typical orc into a demonic beast or undead men-
ace, urban event templates allow you to model the effects of widespread catastrophic events on a city.

An urban event template includes space for an overview of the event, how the government and law enforcement will
react to the event, the event’s economic impact on the area. any adventure opportunities that may arise during the
event, and how the event affects the area once it is over.

An urban event template represents a temporary condition that typically leaves few, if any, lasting effects.
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Adventure/DM Review

PLAYER:

CHARACTER:

PLAY DATE:

THINGS YOU LIKED ABOUT THE ADVENTURE:

YOUR FAVORITE MOMENT DURING THE GAME WAS WHEN:

THINGS YOU DISLIKED ABOUT THE ADVENTURE:

YOUR LEAST FAVORITE MOMENT DURING THE GAME WAS WHEN:

WAS THE ADVENTURE BALANCED? U YES 1 No

Ir No, WHAT DO You FEEL WAS NOT BALANCED?

WAS THE ADVENTURE Fun? 1 YEs U No

Ir No, WHAT Do You FEEL WAS GOT IN THE WAY OF YOUR FUN?

WHAT Dip THE DM Do RIGHT?

WHAT Dip THE DM Do WRONG?

REQUESTS FOR FUTURE SESSIONS:

DM, print copies of this form and hand them out to your players at the end of the game session. Ask them for their honest feedback.
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Creature of Legend

CREATURE NAME:

CREATURE TYPE:

CoMmMON KNOWLEDGE: 1 TruUE U FALSE
U TrRUE U FALSE
U TrRUE U FALSE

BARDIC KNOWLEDGE

DC KNOWLEDGE TRUE/FALSE?

10 U TRUE U FALSE
20 U TRUE U FALSE
25 U TrUE U FALSE
30 U TRUE U FALSE

CREATURE’S APPEARANCE:

PLAYERS HAVE ENCOUNTERED THIS CREATURE? U YES U No
PLAYERS HAVE HEARD RUMORS OF THIS CREATURE? 1 YES U No

Ir YES, WHAT HAVE THEY HEARD?

TEMPLATED CREATURE? 1 YES U No

Ir YES, TEMPLATE USED?

MONSTER TEMPLATE FOrRM FILLED IN? U YES U No

TEMPLATE SOURCE: 1 Custom U PDF U1 Book

NOTES:

Campaign Planner 3 31 Of 32



Campaign Planner 3
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Advice, feedback, and suggestions by
Mark Gedak, Cynthia Hahn, Dennis O'Brien,

and Matt Ramsey.

Product review and proofreading by Mark Gedak
and the users of www.philipjreed.com.

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the
Coast, Inc. and is Copyright 2000 Wizards of the
Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright
and/or trademark owners who have contributed Open
Game Content; (b)"Derivative Material" means copy-
righted material including derivative works and trans-
lations (including into other computer languages),
potation, modification, correction, addition, extension,
upgrade, improvement, compilation, abridgment or
other form in which an existing work may be recast,
transformed or adapted; (c) "Distribute” means to
reproduce, license, rent, lease, sell, broadcast, publicly
display, transmit or otherwise distribute; (d)"Open
Game Content”" means the game mechanic and
includes the methods, procedures, processes and rou-
tines to the extent such content does not embody the
Product Identity and is an enhancement over the prior
art and any additional content clearly identified as
Open Game Content by the Contributor, and means
any work covered by this License, including transla-
tions and derivative works under copyright law, but
specifically excludes Product Identity. (e) "Product
Identity" means product and product line names, logos
and identifying marks including trade dress; artifacts;
creatures characters; stories, storylines, plots, themat-
ic elements, dialogue, incidents, language, artwork,
symbols, designs, depictions, likenesses, formats,
poses, concepts, themes and graphic, photographic
and other visual or audio representations; names and
descriptions of characters, spells, enchantments, per-
sonalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures,
equipment, magical or supernatural abilities or effects,
logos, symbols, or graphic designs; and any other
trademark or registered trademark clearly identified as
Product identity by the owner of the Product Identity,
and which specifically excludes the Open Game
Content; (f) "Trademark" means the logos, names,
mark, sign, motto, designs that are used by a
Contributor to identify itself or its products or the
associated products contributed to the Open Game
License by the Contributor (g) "Use", "Used" or
"Using" means to use, Distribute, copy, edit, format,
modify, translate and otherwise create Derivative
Material of Open Game Content. (h) "You" or "Your"
means the licensee in terms of this agreement.

2. The License: This License applies to any Open
Game Content that contains a notice indicating that
the Open Game Content may only be Used under and
in terms of this License. You must affix such a notice
to any Open Game Content that you Use. No terms
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Player’s Archive

Available now from Mystic Eye Games, the

may be added to or subtracted from this License except
as described by the License itself. No other terms or
conditions may be applied to any Open Game Content
distributed using this License.

3.0ffer and Acceptance: By Using the Open Game
Content You indicate Your acceptance of the terms of
this License.

4. Grant and Consideration: In consideration for agree-
ing to use this License, the Contributors grant You a
perpetual, worldwide, royalty-free, non-exclusive
license with the exact terms of this License to Use, the
Open Game Content.

5.Representation of Authority to Contribute: If You are
contributing original material as Open Game Content,
You represent that Your Contributions are Your origi-
nal creation and/or You have sufficient rights to grant
the rights conveyed by this License.

6.Notice of License Copyright: You must update the
COPYRIGHT NOTICE portion of this License to
include the exact text of the COPYRIGHT NOTICE of
any Open Game Content You are copying, modifying
or distributing, and You must add the title, the copy-
right date, and the copyright holder's name to the
COPYRIGHT NOTICE of any original Open Game
Content you Distribute.

7. Use of Product Identity: You agree not to Use any
Product Identity, including as an indication as to com-
patibility, except as expressly licensed in another, inde-
pendent Agreement with the owner of each element of
that Product Identity. You agree not to indicate com-
patibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with a work con-
taining Open Game Content except as expressly
licensed in another, independent Agreement with the
owner of such Trademark or Registered Trademark.
The use of any Product Identity in Open Game Content
does not constitute a challenge to the ownership of that
Product Identity. The owner of any Product Identity
used in Open Game Content shall retain all rights, title
and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content
You must clearly indicate which portions of the work
that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated
Agents may publish updated versions of this License.
You may use any authorized version of this License to
copy, modify and distribute any Open Game Content
originally distributed under any version of this License.

Player’s Archive is a complete character sheet
and journal for use with 3.5. DMs will find the

Player’s Archive to be the perfect tool for
recording information on major villains in the
campaign.
Available now at your local retail store or
www.mysticeyegames.com.

10 Copy of this License: You MUST include a copy of
this License with every copy of the Open Game
Content You Distribute.

11. Use of Contributor Credits: You may not market or
advertise the Open Game Content using the name of
any Contributor unless You have written permission
from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to
comply with any of the terms of this License with
respect to some or all of the Open Game Content due
to statute, judicial order, or governmental regulation
then You may not Use any Open Game Material so
affected.

13 Termination: This License will terminate automat-
ically if You fail to comply with all terms herein and
fail to cure such breach within 30 days of becoming
aware of the breach. All sublicenses shall survive the
termination of this License.

14 Reformation: If any provision of this License is
held to be unenforceable, such provision shall be
reformed only to the extent necessary to make it
enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of
the Coast, Inc.

System Reference Document Copyright 2000,
Wizards of the Coast, Inc.; Authors Jonathan Tweet,
Monte Cook, Skip Williams, based on original materi-
al by E. Gary Gygax and Dave Arneson.

Player’s Archive, Copyright © 2003, Mystic Eye
Games. Philip Reed, author.

Campaign Planner, Copyright © 2003, Mystic Eye
Games. Philip Reed, author.

Campaign Planner 2, Copyright © 2005 Philip Reed.

Campaign Planner 3, Copyright © 2005 Philip Reed.

Cityworks Copyright 2003, Fantasy Flight Publishing,
Inc.

Wildscape Copyright 2003, Fantasy Flight Publishing,
Inc.

Swords of Our Fathers Copyright 2003, The Game
Mechanics.

Mutants & Masterminds Copyright 2002, Green
Ronin Publishing.

Unearthed Arcana Copyright 2004, Wizards of the
Coast, Inc.; Andy Collins, Jesse Decker, David
Noonan, Rich Redman.

The Assassin’s Handbook, Copyright 2002, Green
Ronin Publishing; Authors Wolfgang Baur and David
“Zeb” Cook.
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