Character Creation Rules

Ability Scores

All characters receive 32 points with which to purchase their six ability scores (strength, dexterity, constitution, intelligence, wisdom, charisma).  If your character has their ability scores listed in Ruins of Empire you must still use this 32 point-buy system to re-determine their ability scores.  Ability score costs are:
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After purchasing ability scores then modify for any racial adjustments and/or level increases (As per the PHB, characters may increase any ability score by one every four class levels).

Hit Points

Regents gain +10 bonus hit points.  Should they lose their domain, they also lose these bonus hit points.

Races

For descriptive text refer to the 2nd edition Birthright Rulebook.  For game stats see below.

Dwarf: As per the 3.5 edition PHB, except the racial attack bonus applies to orogs & goblinoids, not orcs & goblinoids.

Elf: There will be no elven PC regents or lieutenants in this game.

Half Elf: As per the 3.5 edition PHB

Half Orc: There are no half orcs in this game.

Halfling: As per the 3.5 edition PHB, except Cerilian halflings can use the following spell-like abilities once per day: detect evil, detect necromantic magic, detect undead.  Once per week a halfling may move into OR out of the shadow world (but not both).  DM approval is needed before a player can introduce a halfling into the game.  This will rarely be given.

Human: As per the 3.5 edition PHB

Classes

Aristocrat: See below.

Barbarian: Players in this game may not be barbarians.

Bard: As per the 3.5 edition PHB.

Cleric: Clerics gain proficiency in their deity’s favoured weapon and they gain one additional class skill based upon their patron deity (see Birthright Pantheon notes). Otherwise, as per the 3.5 edition PHB.

Druid: As per the 3.5 edition PHB.

Expert: See below.

Fighter: As per the 3.5 edition PHB.

Magician: See below.

Monk: There are no monks in this game.

Paladin: As per the 3.5 edition PHB.  Cuiraecen, a CG deity, may have paladins but they must abide by all the rules for standard paladins – including alignment restrictions.

Ranger: As per the 3.5 edition PHB.

Rogue: As per the 3.5 edition PHB.

Sorcerer: As per the 3.5 edition PHB.

Wizard: As per the 3.5 edition PHB.

Aristocrat

Hit Dice: d8

Class Skills: appraise, bluff, diplomacy, disguise, forgery, gather information, handle animal, intimidate, knowledge (all skills taken individually), listen, perform, profession, ride, sense motive, speak language, spot, swim, survival.

Skill Points per Level: 6 + Int modifier

Weapon & Armour Proficiency: proficient with simple & martial weapons; light, medium & heavy armour proficiency; proficient with all shields except tower shields.

Base Attack Progression: as cleric

Saving Throws: as cleric

Special:
Right of Kings (1st level): The Aristocrat is allowed to select the Leadership feat.  Note that this is an entitlement to take the Leadership, not a bonus feat.  The Aristocrat must still purchase the Leadership feat using one of their normal feat slots.

Doublespeak (2nd level): +2 competence bonus to bluff & diplomacy checks

Bonus Feats (at levels 4, 7, 10, 13, 16, 19): The Aristocrat is allowed to select a bonus feat from among the following list: Alertness, Bullheaded, Cosmopolitan, Education, Expertise (Improved Disarm), Great Fortitude, Iron Will, Leadership, Mounted Combat, Skill Focus (any one aristocrat class skill), Silver Palm, Smooth Talk, Street Smart, Toughness, Weapon Focus.
Expert

This is a customisable class that allows a lot of variety for skill-based specialisation.  It is intended as a replacement for the Guilder class from 2nd edition Birthright and to provide a viable option for non-noble characters who wish to play a skill-based character (nobles can take levels in the Aristocrat class).

Hit Dice: d6

Class Skills: Choose any 10 skills as class skills. (Once chosen these class skills cannot be changed)

Skill Points per Level: 6 + Int modifier

Weapon & Armour Proficiency: proficient with simple weapons; light armour proficiency; proficient with all shields except tower shields.

Base Attack Progression: as bard

Saving Throws: as bard

Special:

Instant Mastery (1st level): The Expert may select a number of class skills equal to 1 + their Intelligence modifier.  They may always take 10 with these skills, even if in stressful situations.

Tools of the Trade (1st level): If the Expert's specialty field, craft, or profession requires the use of tools (such as a Blacksmith's tools) then the Expert starts with a masterwork set of tools.

Reputation (3rd level): The Expert is a recognised master in their field and has a reputation that attracts followers.  At 3rd level the Expert is allowed to select the Leadership feat.  Note that this is an entitlement to take the Leadership feat, not a bonus feat.  The Expert must still purchase the Leadership feat using one of their normal feat slots.
Skill Focus (at levels 4, 7, 10, 13, 16, 19): At 4th level and every three levels thereafter the Expert gains a bonus skill focus feat in any one class skill of their choice.
Magician

Hit Dice: d4

Class Skills: as wizard + perform

Skill Points per Level: 2 + Int modifier

Weapon & Armour Proficiency: bard weapon proficiency, no proficiency with any type of armour or shield

Base Attack Progression: as wizard

Saving Throws: as wizard

Spellcasting Progression: as wizard

Spells: magicians may cast any spell from the bard and wizard spell lists of up to 2nd level.  If a spell occurs on both spell lists but is given a different level on each list, use the level given on the wizard spell list.  Magicians may only cast spells of 3rd level or higher from the divination, illusion, and universal schools of magic.  Magicians may also cast dispel magic and greater dispel magic.

Special: magicians gain the same class features as the wizard does (summon familiar, scribe scroll at 1st level, bonus feats)


Magicians are specialised in the divination and illusion schools of magic.  They gain all the benefits of specialisation, including a bonus divination and bonus illusion spell of each level per day.

Note: a magician that gains a bloodline becomes a wizard.  They keep all class abilities & features, skills, bonus feats, etc, already gained but thereafter progress in the wizard class.  For such rare characters, base attack progression, saving throws, bonus feats, and spellcasting level continue to progress as though there were no distinction or difference between the magician and wizard classes.

Skills

The 2nd edition Birthright Rulebook offered new non-weapon proficiencies for player-characters.  These non-weapon proficiencies now fall under the following skills:

Non-Weapon Proficiency
Skill

Administration
Profession (Administrator)

Diplomacy
Partly replaced by the Diplomacy domain action

Intrigue
Replaced by the Espionage domain action

Law
Knowledge (Nobility & Royalty)

Leadership
Replaced by the Leadership feat and Agitate domain action

Siegecraft
Knowledge (Architecture & Engineering)

Strategy
Knowledge (War)

Notes on Specific Skills:

Knowledge (Local): regions correspond to regions in Ruins of Empire.  For example, in Anuire these are eastern marches, heartlands, northern marches, south coast, & west coast.

Speak Language: languages available are those listed on p. 17 of the 2nd edition Birthright Rulebook

Skills & Domain Actions

Some skills can provide bonuses to domain action checks.  Each domain action listed below has 2 or more skills listed beside it.  For every 10 total combined ranks the regent possesses in these skills, they may add a +2 competence bonus to that domain action check.

Domain Action
Relevant Skills

Agitate
Diplomacy, Knowledge (Local)

Build
Craft (as applicable), Knowledge (Architecture & Engineering)

Contest
Intimidate, Knowledge (Nobility & Royalty)

Create Holding
Knowledge (Local), Knowledge (Nobility & Royalty)

Decree
Diplomacy, Knowledge (Local), Knowledge (Nobility & Royalty)

Diplomacy
Bluff, Diplomacy, Sense Motive

Disband
Knowledge (Local), Knowledge (War)

Espionage
Bluff, Gather Information

Forge Ley Line
Knowledge (Arcana), Spellcraft

Fortify
Knowledge (Architecture & Engineering), Knowledge (War)

Grant
Knowledge (Local), Knowledge (Nobility & Royalty)

Investiture
Diplomacy, Knowledge (Religion)

Lieutenant
Diplomacy, Sense Motive

Move Troops
Knowledge (Geography), Knowledge (Local), Knowledge (War)

Realm Spell
Knowledge (Arcana for wizards, Religion for priests), Spellcraft

Research
Knowledge (Arcana), Spellcraft

Rule Holding
Knowledge (Local), Knowledge (Nobility & Royalty)

Rule Province
Knowledge (Geography), Knowledge (Nobility & Royalty)

Trade Route
Appraise, Knowledge (Geography), Knowledge (Local), Profession (Merchant)

Training
Craft (any relevant), Profession (any relevant)

Train Unit
Knowledge (War)

Feats

The following feats have been taken from Wizards of the Coast products other than the PHB and are available in this game.

Artist

You were trained by a master artist of some renown.

+2 to any one Craft skill that involves art (e.g. calligraphy, painting, or sculpture) and to any one Perform skill

Blooded

You were raised in the wilds or lived a life on the run where sharp eyes and keen reflexes are needed to survive.

+2 Spot and Initiative checks

Bullheaded

You are particularly stubborn and used to getting your own way.

+1 bonus to Will saves and +2 Intimidate checks

Circle Magic

You are trained to work in conjunction with other spellcastings to cast mighty battlefield magics.

You are able to participate in the casting of co-operative circle magic (see section on spellcasting and magic).

Circle Magic Leader

You have trained under the mightiest masters at the College of Sorcery and know how to harness the flow of meibhaighl on the battlefield like few others.

When acting as a circle magic leader (see notes on spellcasting & magic) you may lead up to nine assistants, rather than the normal maximum of five.  You must be at least 5th level.

Cosmopolitan

You were raised in one of Anuire’s great cities, perhaps even the City of Anuire itself, and exposed to its cosmopolitan nature.

Choose any one non-exclusive class skill.  That skill becomes a class skill for the character and the character receives a +2 bonus to all checks made using that skill.

Courteous Magocracy

You are a graduate of the imperial College of Sorcery.

+2 Diplomacy and Spellcraft checks

Education

You have spent several years studying at Anuire’s colleges of learning or scholastic monasteries.

All knowledge skills are class skills.  Select two knowledge skills; the character receives a +1 bonus to all checks using those two knowledge skills.  This feat may only be taken at 1st level (unless you acquire as an aristocrat bonus feat).

Forester

You are used to getting by in the wilds and know how to use forest lore to get by.

+2 Heal and Survival checks

Leadership

A regent with this feat is a born leader who can draw great devotion from their followers.  A regent with this feat adds their charisma modifier (minimum of +1 if Charisma is less than 12) to the number of lieutenants that they may have at any one time.  Without this feat a regent may only have one Lieutenant.

Luck of Heroes

You were born lucky.

+1 luck bonus to all saves.

Mercantile Background

You have trained as a merchant and understand the ways of commerce.

+2 Appraise checks and +2 bonus to one Craft skill

Signature Spell 

You have studied under a master wizard or magician.

Each time you take this feat, choose one spell you have mastered with Spell Mastery.  You may now convert prepared arcane spells of that spell’s level or higher into that signature spell, just as a good cleric spontaneously casts prepared spells as cure spells.

Spell Focus (Abjuration)

Add +1 to all attempts to penetrate Spell Resistance in addition to any saves required by the abjuration spell.

Spell Focus (Divination)

Add +2 to all Spellcraft checks made while scrying in addition to any saves required by the divination spell.

Silver Palm

You are an expert in the art of haggling and getting the best deal.

+2 Appraise and Bluff checks

Smooth Talk

You know how to use words to get your way, rather than brute strength.

+2 Diplomacy and Sense Motive checks

Stealthy

You know how to move quietly and without being seen.

+2 to Hide and Move Silently checks

Street Smart

You grew up knowing how to talk your way out of sticky situations and how to obtain information others may not have wanted revealed.

+2 Bluff and Gather Information checks.

Strong Soul

You have an especially hardy constitution.

+1 bonus to Fortitude and Will saves.  An additional +1 bonus on saving throws against energy draining and death effects.

Survivor

You know how to get by in the wilds.

+1 bonus to Fortitude saves and +2 Survival checks

Thug

You get your way by acting first and intimidating your opponents.

+2 Initiative and Intimidate checks
Equipment

Characters receive a set amount of wealth at character creation from which to purchase their personal equipment (weapons, armour, magic items, etc).  The regent is assumed to possess standard pieces of equipment such as a personal horse, residence, etc.  Magic items cost twice their market price listed in the 3.5 DMG.

Regent Level
Wealth
Regent Level
Wealth

3
2,700 gp
6
13,000 gp

4
5,400 gp
7
19,000 gp

5
9,000 gp
8
27,000 gp

Bloodlines

Regents will use the Bloodline derivation, strength, and score listed in Ruins of Empire.  If no such bloodline information is provided contact the DMs and it will be assigned.  Players will roll on Table 12 of the 2nd edition Birthright Rulebook (p. 22) to determine number of blood abilities.  Once the number of blood abilities is known, the player may select what blood abilities their character has (use the descriptive text from official 2nd edition Birthright sourcebooks, actual game mechanics of blood abilities will be handled privately by the DMs).  Final player selection of blood abilities requires DM approval.

The Birthright Pantheon

All clerics in this campaign must abide by the standard alignment restrictions contained in the 3.5 edition PHB (i.e. they must be within one alignment step of their patron deity).

Avani

LN Greater Goddess

Alias: Goddess of the Sun, Lady of Reason.

Regional Names: Avanalae (Anuire), Lana (Brechtur), Vani (Rjurik).

Symbol: Setting Sun.

Portfolio: Sun, Reason, Magic.  Patron of Khinasi.

Domains: Fire, Knowledge, Law, Magic, Protection, Sun.

Favoured Weapon: Halfspear or Shortspear.

Bonus Cleric Class Skill: Any one knowledge skill.

Special Cleric Ability: None.

Notes: At first level Paladins of Avani receive Spell Resistance 10 + their class level.  However, they lose the following standard paladin abilities: 

Cuiraecen

CG Lesser God

Alias: Stormlord, God of Battle, Haelyn’s Champion.

Regional Names: Kirche (Brechtur), Khirdai (Khinasi), Kirken (Rjurik).

Symbol: Sword and Lightning.

Portfolio: Battle, Storms.

Domains: Chaos, Good, Protection, Storm, Strength, War.

Favoured Weapon: Halfspear or Shortspear.

Bonus Cleric Class Skill: Knowledge, War.

Special Cleric Ability: None.

Notes: Clerics of Cuiraecen often multiclass as fighters.

Haelyn

LG Greater God

Alias: Lord of Noble War, Lawmaker, Patronof Anuire.

Regional Names: Halaia (Khinasi), Holn (Rjurik).

Symbol: Sword and Sunburst.

Portfolio: Leadership, War.  Patron of Anuire.

Domains: Good, Law, Nobility, Planning, Protection, War.

Favoured Weapon: Greatsword.

Bonus Cleric Class Skill: Knowledge, Law.

Special Cleric Ability: None.

Notes: 

Laerme

CG Lesser Goddess

Alias: Goddess of Fire, Beauty, and Art

Regional Names: Leira (Khinasi), Lara (Rjurik), Ayairda (Vos)

Symbol: Harp and Flame.

Portfolio: Art, Fire, Love.

Domains: Chaos, Charm, Craft, Good, Fire.

Favoured Weapon: Shortbow.

Bonus Cleric Class Skill: Perform.

Special Cleric Ability: None.

Notes: 

Nesirie

NG Intermediate Goddess

Alias: Goddess of the Sea, Lady of Mourning.

Regional Names: Neira (Brechtur), Nasri (Khinasi), Narikja (Rjurik)

Symbol: Wave and Trident.

Portfolio: The Seas, Grief, Explorers.

Domains: Good, Healing, Ocean, Protection, Storm, Travel

Favoured Weapon: Trident

Bonus Cleric Class Skill: Sense Motive.

Special Cleric Ability: None.

Ruornil

N Lesser God

Alias: The Moon God, The Silver Prince

Regional Names: Rilni (Khinasi), Lirorn (Rjurik), Lirovka (Vos)

Symbol: Crescent Moon

Portfolio: Night, Moon, Magic.

Domains: Knowledge, Magic, Moon, Protection, Rune, Spells.

Favoured Weapon: Quarterstaff.

Bonus Cleric Class Skill: Knowledge, Astrology.

Special Cleric Ability: Clerics of Ruornil may give up all armour proficiency in exchange for a wizard class ability or a wizard bonus feat.  For example, a cleric of Ruornil could exchange all armour proficiencies in exchange for the summon familiar class ability.  (Note: There is nothing that would stop such a cleric of Ruornil with access to the Spell domain from casting mage armour on themself).

Notes: clerics of Ruornil often multiclass as magicians or wizards (if they can)

Sera

CN Intermediate Goddess

Alias: Lady of Fortune, Goddess of Wealth.

Regional Names: Sarimae (Anuire), Sarma (Khinasi).

Symbol: Set of scales.

Portfolio: Commerce, Wealth, Luck.  Patroness of the Brecht people.

Domains: Chaos, Charm, Luck, Protection, Trade, Travel.

Favoured Weapon: Dagger.

Bonus Cleric Class Skill: Appraise.

Special Cleric Ability: None.

Notes: Clerics of Sera often multiclass as experts.

Domains
The following domains are not listed in the 3.5 edition PHB or have some minor modification from that book.  For details on any domain spell listed below that is not contained within the PHB, contact the DMs.

Charm

Deity: Laerme, Sarimae

Granted Power:  +4 increase to Charisma 1/day as a free action.  Duration of increase is one round.

1.  Charm Person

2.  Calm Emotions

3.  Suggestion

4.  Emotion

5.  Charm Monster

6.  Geas / Quest

7.  Insanity

8.  Demand

9.  Dominate Monster

Craft

Deity: Laerme

Granted Power: You cast all Creation spells at +1 caster level and gain Skill Focus in any one Craft skill of your choice.

1.  Animate Rope

2.  Wood Shape

3.  Stone Shape

4.  Minor Creation

5.  Wall of Stone

6.  Fantastic Machine

7.  Major Creation

8.  Forcecage

9.  Greater Fantastic Machine

Moon

Deity: Ruornil

Granted Power: You may Turn Shadow World creatures as a cleric Turns Undead.

1.  Faerie Fire

2.  Moonbeam

3.  Moon Blade

4.  Emotion

5.  Moon Path

6.  Permanent Image

7.  Insanity

8.  Animal Shapes

9.  Moonfire

* Domain spells affect Shadow World creatures rather than Lycanthropes.

Nobility

Deity: Haelyn

Granted Power:  You have the spell-like ability to inspire allies, giving them a +2 morale bonus on saving throws, attack rolls, ability checks, skill checks, and weapon damage rolls.  Allies must be able to hear you speak for one round.  Using this ability is a standard action.  It lasts a number of rounds equal to your Charisma bonus and can be used once per day.

1.  Divine Favour

2.  Enthrall

3.  Magic Vestment

4.  Discern Lies

5.  Greater Command

6.  Geas / Quest

7.  Repulsion

8.  Demand

9.  Storm of Vengeance

Ocean

Deity: Nesirie

Granted Power: You have the supernatural ability to breathe water as if under the effect of the water breathing spell, for up to 10 rounds per caster level.  This effect occurs automatically as soon as it applies, lasts until it runs out or is no longer needed, and can operate multiple times per day (up to the total daily limit of rounds).

1.  Endure Elements

2.  Sound Burst

3.  Water Breathing

4.  Freedom of Movement

5.  Wall of Ice

6.  Otiluke’s Freezing Sphere

7.  Waterspout

8.  Maelstrom

9.  Elemental Swarm (water elementals only)

Planning

Deity: Haelyn

Granted Power: free Extend Spell feat.

1.  Deathwatch

2.  Augury

3.  Clairaudience / Clairvoyance

4.  Status

5.  Detect Scrying

6.  Heroes’ Feast

7.  Greater Scrying

8.  Discern Location

9.  Time Stop

Rune Domain

Deity: Ruornil

Granted Power: Scribe Scroll feat

1. Erase

2. Secret Page

3. Glyph of Warding

4. Explosive Runes

5. Lesser Planar Binding

6. Greater Glyph of Warding

7. Drawmij's Instant Summons

8. Symbol

9. Teleportation Circle

Spell Domain

Deity: Ruornil

Granted Power: +2 Concentration and Spellcraft

1. Mage armour

2. Silence

3. Anyspell

4. Rary's Mnemonic Enhancer

5. Break Enchantment

6. Greater Anyspell

7. Limited Wish

8. Antimagic Field

9. Mordenkainen's Disjunction

Storm

Deity: Cuiraecen, Erik, Nesirie

Granted Power: Electricity resistance 5.

1.  Entropic Shield

2.  Gust of Wind

3.  Call Lightning

4.  Sleet Storm

5.  Ice Storm

6.  SM VI (air spell only)

7.  Control Weather

8.  Whirlwind

9.  Storm of Vengeance

Trade

Deity: Sarimae

Granted Power:  Use detect thoughts once per day as a spell-like ability, affecting one target and lasting a number of minutes equal to your Charisma bonus.  Activating this power is a free action.

1.  Message

2.  Gembomb

3.  Eagle’s Splendour

4.  Sending

5.  Fabricate

6.  True Seeing

7.  Mordenkainen’s Magnificant Mansion

8.  Mind Blank

9.  Discern Location

Spells and Magic

Crafting Magical Items

For the purposes of this game, the costs and time required to construct magic items differ from those listed in the DMG (see below).  With the exception of magical staves and rings, item creation feat level requirements have not changed from those in the PHB (though increased costs have lessened their utility at lower levels).  The level pre-requisite for the Craft Staff and Forge Ring feats are now 9th.

Magic items cost twice their listed amount in the 3.5 edition DMG (note that this effectively doubles their XP cost to create as well).

Magic item creation takes one day for every 500 gp of the item’s market price.

If considering making a magical item consult with the DMs first.  The DMs reserve the right to change costs as they see fit to reflect the usefulness or power of any proposed magical item.

Prohibited Spells

The following spells are not allowed in this campaign (nor are magical items which duplicate their effects): Raise Dead, Resurrection, True Resurrection

A Note on Necromantic Magic in Anuire

Necromantic magic in general is frowned upon in Anuire and will earn a spellcaster a fell reputation very quickly (as will dealing with the Shadow World and any of its denizens).  Use of necromantic magic that involves the undead is regarded as anaethema and will most likely result in ostracisation and possibly death at the hands of crusading priests or mages.

A Note on Summoning Spells

With the exception of celestial beings, all magically summoned outsiders originate from the Shadow World and may differ slightly in appearance and abilities from their descriptions in the MM.  If their summoner is killed or has their concentration disrupted while casting the spell then these creatures become free-willed.  Alternately, there is a chance that the disrupted spell simply opens a temporary portal to the Shadow World and any Shadow World creature may come through before the portal closes.  Such free-willed summoned creatures remain in Cerilia until driven back to the Shadow World or destroyed.

If the summoner has their concentration disrupted and therefore loses control of such a summoned creature, they may attempt to drive it back into the Shadow World by making a successful Concentration check.  The DC of this Concentration check is 10 + Creature's HD + number of rounds the creature has been present in Cerilia (not counting the round it first appeared).  The summoner may not make a second attempt.  If the summoner is threatened by another being, making this concentration check provokes an attack of opportunity.

Battle Spells

Battle magic and battle spells as written up in the 2nd edition Birthright Rulebook do not exist in this campaign.  However, collective and augmented spellcasting does and may be utilised on the field of battle using the rules for casting battle magic in the 2nd edition BR Rulebook as a rough guideline (e.g. how often such spells may be cast, when they occur in war moves, etc).  Most mundane spells such as lightning bolt and magic missile will have very limited effect on the battlefield.  Mundane spell effects will be determined by the DMs on a case-by-case basis.

Circle Magic

Circle magic is a type of spellcasting that allows the spellcaster leading the circle to increase their caster level significantly and achieve results otherwise unavailable to the spellcasters composing the circle.

Participation: This ability requires the selection of the Circle Magic feat.
One spellcaster, usually the most powerful or experienced caster present, stands at the centre of the circle.  This character is the circle leader.
A circle requires a minimum of two participants plus the circle leader.  Up to five participants can aid a circle leader in a standard circle.  All participants in a circle must stand within 10 feet of the circle leader, who stands in the centre.  Circle participants must remain conscious and within 10 feet of the circle leader for the circle leader to cast any circle-empowered spells.  If one falls unconscious, falls a concentration check after being wounded, or moves more than 10 feet from the circle leader then the circle is broken, ending its effects (including stored spell levels).

Circle Powers:

The first use of the circle magic is to empower the circle leader with the strength of all the participants.  This requires an extended period of concentration and ritual spellcasting, affecting how often those participating can act on the battlefield.  Each participant casts any single prepared spell, which is consumed by the circle and has no effect other than expending the prepared spell.  The spell levels expended by the circle participants are totalled as circle bonus levels.  Each bonus level may be used to accomplish the following effects:

· Increase the circle leader’s effective caster level by one for every bonus level expended (maximum caster level 20th).

· Add any metamagic feat(s) to spells currently prepared by the spell leader.  Each bonus level counts as one additional spell level required by the application of a metamagic feat to a spell.  The circle leader may add the feats listed to a spell even if they do not know the feat or if the addition of the feat would raise the spell level past the circle leader’s normal maximum spell level (maximum spell level 20th).

· Increase the circle leader’s level by one for level checks (dispel checks, caster level checks, and so on) for every bonus level expended (maximum level 20th).

Circle bonus levels may be divided up as the circle leader see fit.  For example, Hauth Var leads a circle in which four participants each cast 2nd level spells (giving Hauth Var 8 bonus circle levels).  Hauth Var chooses to use three circle bonus levels to widen a fireball spell he has memorised, three to increase his caster level from 7th to 10th level for all level-based variables in this spell (such as range and damage).  He has two circle bonus levels remaining to use later in the battle.

Note: the same metamagic feat may be added to a spell more than once.  For example, a fireball normally has an area of effect of 20 feet radius.  The Widen Spell feat increases area of effect by 50%, granting a fireball an area of effect of 30 foot radius.  This feat may be added to the fireball spell a second time, again increasing its base area of effect by 50%; in this case increasing the fireball’s area of effect to a 40 foot radius – a large enough area to have a significant effect on a battlefield unit of 200 men.  Each additional application of a metamagic feat affects the spell’s base effects – not it’s newly improved effects.  You must pay the feat level cost each time.  For example, Widen Spell increases a spell’s effective level by three.  Applying it to a spell twice effectively increases that spell’s level by six.

Domain Rules

Domain Initiative

Domain initiative is determined by the following formula: Order in which turn was submitted + 1d6

Lowest total number goes first.

Character Classes and Regency Collection

There are no class restrictions on what holding types generate Regency for a character. Regents may collect RP from any and all types of holding.

A word of caution however: spreading yourself over a number of different types of holdings will put you at a disadvantage in all holdings. You will find during play that you cannot devote sufficient time, attention, and resources to all types of holdings and with the likely result that you will be out-manoeuvred by other regents in the game.

Province Taxation

This game uses the province taxation table from the second edition Birthright Rulebook on page 43.

Province Taxation

Province Rating
Light Taxes
Moderate Taxes
Severe Taxes


0
--
--
1d3 - 2


1
1d3 – 2
1d3 – 1
1d3


2
1d3 – 1
1d3
1d4


3
1d3
1d4
1d4 + 1


4
1d4
1d4 + 1
1d6 + 1


5
1d4 + 1
1d6 + 1
1d8 + 1


6
1d6 + 1
1d8 + 1
1d10 + 1


7
1d8 + 1
1d10 + 1
1d12 + 1


8
1d10 + 1
1d12 + 1
2d8


9
1d12 + 1
2d8
2d8 + 2


10+
2d8
2d8 + 2
2d10 + 2

Treat a negative result as 0 GB; no taxes were collected.

Guild and Temple Collection

This game uses the Guild and Temple Collection table from the second edition Birthright Rulebook on page 43.

Guild and Temple Collection

Province Rating
1
2
3
4-5
6+


0
--
--
--
--
--


1
1d3 - 2
--
--
--
--


2
1d2 - 1
1d2
--
--
--


3
1d2 - 1
1d3
1d4
--
--


4
1d2
1d3
1d4
1d6
--


5
1d2
1d3
1d4
1d6
--


6
1d2
1d3
2d2
2d3
2d4 + 1


7+
1d3
1d2 + 1
1d4 + 1
1d6 + 1
2d4 + 2

Treat a negative result as 0 GB; no taxes were collected.
Law Holding Claims

This game uses the Law Holding Claims table from the second edition Birthright Rulebook on page 44.

Moderate taxes are considered to represent the decree of taxation expected from subjects, according to custom and tradition. Law claims are considered to be irregular, extraordinary taxes and should be levied with great care in order to avoid an unfavourable reaction from target domains. Players will note that many non-landed regents already tithe to the ruling nobility. This is generally done in the expectation that extraordinary taxes will not be levied.

Law Holding Claims

Comparative
GBs Generated by Target

Holding Levels
1
2
3
4-5
6+

Law < Target
--
1d4 - 3
1d3 - 2
1d2 - 1
1d2 - 1

Law = Target
--
1d3 - 2
1d2 - 1
1d3 - 1
1d4 - 1

Law > Target
1d4 - 3
1d2 - 1
1d3 - 1
1d4 - 1
1d3

Treat a negative result as 0 GB; no additional revenue was collected.
Domain Maintenance

The strength of a domain is measured not only by the power of its ruler and armies. Many regents have ruined their lands through careless fiscal policies. Each season, the regent must cover the expenses of their government and organisation.

To calculate domain maintenance costs, total up all levels of all holdings, assets, resources, etc, and divide the total by five. This number is your GB maintenance cost.

Specifically, add up the following:

· Total levels of all Provinces

· Total levels of all Holdings (except source holdings)

· Total levels of all Trade Routes owned

· Total levels of all Castles

· Total levels of all Palaces, Cathedrals, Guild Halls, and/or Wizard Towers

· Total levels of all Fortified Holdings

· Total number of provinces with roads/highways in them

· Total levels of all occupied provinces

Divide this number by 5 to get your seasonal domain maintenance costs.

Court Rules
A regent’s court reflects the resources of the regent’s personal household.  The greater those resources, the greater the influence the regent can exert throughout their domain.  However, the commons, nobility, and other regents have certain expectations regarding what is a sufficient level of court to reflect the glory and power of the regent’s domain.

In game terms this means that every regent has a base court level that they are expected to maintain.  Base court level is calculated by dividing the regent’s total domain power by 5.  Regents may spend RP and/or GB (in any combination) to pay for this base level of court on a one-for-basis (for example, maintaining a base court (6) requires 6 RP or GB, in any combination).  Maintaining this level gives a court modifier of +0.

Every RP or GB short of the base court level gives a –1 Court modifier.  Positive Court modifiers can be obtained by spending extra RP and/or GB on an escalating scale.

Modifier
Cost
Modifier
Cost


+1
1 RP or GB
+6
21 RP or GB


+2
3 RP or GB
+7
28 RP or GB


+3
6 RP or GB
+8
36 RP or GB


+4
10 RP or GB
+9
45 RP or GB


+5
15 RP or GB
+10
55 RP or GB

A regent’s court modifier may be applied to the following domain-level action checks: Agitate, Build, Contest, Create Holding, Decree, Diplomacy, Espionage, Forge Ley Line, Fortify, Grant, Investiture, Lieutenant, Move Troops, Realm Spells, Research, Rule Holding, Rule Province, Trade Route, Training, Train Unit.

Regents can perform a number of free actions (build, decree, grant, etc) equal to 3 + court modifier per season.

Province Loyalty

The loyalty of a province affects the ability of the ruler to collect taxes and perform realm actions in that area. Loyalty is rated in four grades: high, average, poor, and rebellious. Loyalty has no effect until it drops to poor; at that point the Regency Point and Gold Bar cost of all actions in that province increase by one each. If the province turns rebellious it does not generate any RP or GB and all costs in that province are doubled.

At the end of the domain turn, the loyalty of each province is adjusted as follows:

· -2 grades if severe taxes were collected. (This reduction in loyalty becomes cumulative. For every season severe taxes are imposed beyond the first, loyalty falls by one additional grade.

· +1 grade if light taxes were collected.

· +2 grades if no taxes were collected.

· -1 grade if levies were mustered and sent to a foreign war started by the regent.

· -1 grade if the regent ignores a random event that affects the province.

· -1 grade if a rival regent successfully completes an agitate action.

· +1 grade if the ruler successfully completes an agitate action.

· +1 grade to all provinces if the regent wins a major battle against a traditional enemy (DM judgement)

· -1 grade for a province under occupation  (Note that a province assumes a loyalty of poor in the first turn that it is occupied).

Law Holdings and Loyalty
A regent who holds their lands in an iron grip can tolerate some discontent. Law holdings control changes in loyalty as follows:

· A regent who controls all available law holdings in a province can ignore two grades of change in loyalty there.

· A regent who controls at least half, but not all, of the available law holdings in a province can ignore one grade of change in loyalty.

· A regent who controls less than half of the law holdings in a province cannot ignore any grades of loyalty change.

Effects of Military Units

Each unit of troops in a province counts as one law holding for the purposes of loyalty and taxation.

Domain Actions

Types of Actions

Character Actions

Character actions are personal undertakings by the regent that don't affect a whole kingdom or domain. Character actions count towards the one domain-level action that a regent may perform each game turn.

Free Actions

Free actions do not count towards the one domain-level action that a regent may perform each game turn. A regent may perform three free actions per season, plus or minus their court modifier (an average of one per month/game turn). 

Domain Actions

Domain actions directly affect a regent's domain. Most require expenditure of Regency and/or Gold for success. Domain actions count towards the one domain-level action that a regent may perform each game turn.

Realm Actions

Some domain actions can be applied to a number of provinces or holdings at once, to count as a single realm action. A regent attempting to affect multiple provinces or holdings with the same domain-level action must meet the Gold and Regency costs for all individual provinces or holdings affected. Realm Actions count towards the one domain-level action that a regent may perform each game turn.

Performing Domain Actions

For descriptive text of domain actions see pp. 50-60 of the 2nd edition Birthright Rulebook.  Each month (Turn) a regent can perform one character action, or one domain action, or one realm action.  There are no free domain actions based on character class.

A regent can perform three free actions every season (an average of one per month), modified by their Court modifier.  For example, a regent with a court modifier of +2 could perform up to five free actions each season (almost two per month).

Regents can spend RP and GB (in any combination) to affect the success roll of any domain action.  Such RP and GB expenditure uses an escalating scale: 

Bonus to Roll
Cost
Bonus to Roll
Cost


+1
1 RP or GB
+6
21 RP or GB


+2
3 RP or GB
+7
28 RP or GB


+3
6 RP or GB
+8
36 RP or GB


+4
10 RP or GB
+9
45 RP or GB


+5
15 RP or GB
+10
55 RP or GB

The following modifiers can be applied to any domain or realm action:

· The landed regent may always spend RP and/or GB in support or opposition.

· Law holdings may always be used in support or opposition.

· Holdings of the same type may always be used in support or opposition (e.g. other guild holdings may support or oppose an effort by one guild to increase their holding in a province).

· Regents may always spend RP and/or GB in support or opposition to actions by other regents with the same type of holding.

· Many actions gain a bonus due to the regent having a certain number of ranks in selected skills (see the entry for skills in the character creation document).

· A regent’s court modifier may be added to the success roll for a number of actions (see the information on courts).

Success Rolls

Add +5 to the base number for all domain-level actions given in the 2nd edition Birthright Rulebook.

Changes to Domain-Level Actions

Contest

On the second successful contest action, a contesting regent may choose to appropriate one level of holding from the target regent rather than destroying the target regent’s holding in the affected province.

Rule Province

After a province is successfully ruled, it may not be ruled again for a number of seasons equal to its new level.  For example, Marlae Roesone successfully rules the province of Caercas from (4/1) to (5/0).  She may not attempt to rule Caercas again for5 seasons.

Train Unit

Type: Domain action

Base Cost: Varies by unit

Success: 15

Modifiers: Knowledge (War)
Improves the quality of a single unit, making them a unit of renown, famous throughout Anuire.  Examples include the Iron Guard of Ghoere and the Guardians of Mhoried.  A successful action improves one of the following characteristics: defence, morale, offence, or survivability (player’s choice).

Base cost for this action is equal to the unit’s standard maintenance cost. (The regent must still pay for the unit’s maintenance during this period in addition to the cost of this action).  A unit of renown costs +1 GB per season to maintain.

Armies and Warfare

Basic Unit Types

There are no holding level requirements in order to muster units.

Unit Type
Base Move
Muster Cost
Maintenance Cost

Archers
2
2 GB
1 GB

Artillerists
1
4 GB
2 GB

Cavalry
3
4 GB
2 GB

Infantry
1
2 GB
1 GB

Infantry, Heavy
1
4 GB
2 GB

Irregulars
2
1 GB
1 GB

Knights
2
6 GB
2 GB

Levies
1
0 GB
1 GB

Pikemen
1
2 GB
1 GB

Scouts
3
2 GB
1 GB

Merc. Archers
2
--
1 GB

Merc. Cavalry
3
--
2 GB

Merc. Infantry
1
--
1 GB

Merc. Irregulars
2
--
1 GB

Merc. Pikemen
1
--
1 GB

Mercenary maintenance costs are estimates only. Mercenary captains may charge more, or less, than this depending upon the contract under negotiation.
Limits on Unit Numbers

There are limits on the number of units a regent may have at any one time. These limits are calculated using the total maintenance costs of the units the regent has. If you wish to use units in excess of these limits, contact one of the mercenary captains in the game.

Non-landed regents would be very wise to get the permission of the local landed ruler before mustering any troops in their realm. A decree against such mustering will stymie most attempts.

Regent Type
Can Have Units Whose Total Maintenance Cost Equals Up To:

Landed Regent
One half of total domain power

Temple Regent
One third of total domain power

Guild Regent
One third of total domain power

Realm Wizard
One quarter of total domain power

Special Units

The 2nd edition Rulebook lists a variety of special units (dwarven, elven, goblin, and gnoll units). These troops will not be available to players except under very special circumstances that may arise during play.  (The Royal Guild of Baruk-Azhik may, depending on the situation at hand, be allowed to maintain one unit of dwarven troops).

Units of Renown

Some realms possess units famous throughout Anuire. Examples include the guardians of Mhoried and the Iron Guard of Ghoere. Using the Train Unit domain action, regents may attempt to improve the quality of individual units to such an extent that they gain a similar degree of fame (or infamy). See the Train Unit domain action for details.
Mass Combat Rules

Troop movement costs and declarations of war are calculated as per the 2nd edition Rulebook.

Large-scale battles will be determined as follows:

1. Regents will inform the DM what units they are committing to battle.

2. Regents will inform the DM how their units are deployed on the field of battle.

3. Regents will supply the DM with their basic strategy and tactics for the battle.

4. The DM will then run the battle, describing events in the war room forum.

5. If the DM requires further information from the players during the battle, he will ask for it.

Battle is an uncertain business at best, not to mention costly. Troops are unlikely to remain on the field of battle, fighting to the last man standing.

