CREATION PREAMBLE

Characters choose a starting region.   

Of the Lenore Isles
Benefits: You are from the Lenore Isles. As a character from that region you gain the following benefits:
Automatic Languages--You gain the languages Common and the Baklunish language.
Bonus Languages--You can take Aquan, Old Suloise, Elven, Giant, Orc, and Sylvan as bonus languages.
Regional Feats--Your regional feats are Bullheaded, Strong Soul, and Survivor.
Equipment--You may take one of the following sets of bonus equipment:
• Masterwork studded leather armor and 20 masterwork arrows.
• Masterwork longbow.
• A masterwork handaxe, masterwork battleaxe, or a masterwork greataxe.
• An additional 188 gp.

Of Furyondy
Benefits: You are from Furyondy. As a character from that region you gain the following benefits:
Automatic Languages--You gain the languages Common and the Old Suloise language.
Bonus Languages--You can take Elven, Aquan, Giant, Gnome, Goblin, Halfling and Orc as bonus languages.
Regional Feats--Your regional feats are Discipline, Education, Foe Hunter, and Saddleback.
Equipment--You may take one of the following sets of bonus equipment:
• Masterwork longsword or masterwork heavy mace.
• Masterwork banded mail.
• Scrolls of flaming sphere and endurance.
• An additional 158 gp.

Of The Wild Coast

Benefits: You are from The Wild Coast. As a character from that region you gain the following benefits:
Automatic Languages--You gain the languages Common and the Old Suloise language.
Bonus Languages--You can take Aquan, Infernal, Goblin, Halfing, Orc, and Thieves Cant as bonus languages.
Regional Feats--Your regional feats are Bullheaded, Silver Palm, and Thug.
Equipment--You may take one of the following sets of bonus equipment:
• Masterwork rapier or masterwork light crossbow.
• Potion of protection from arrows or potion of blur.
• An additional 168 gp.

Of Duchy of Urnst

Benefits: You are from Urnst. As a character from that region you gain the following benefits:
Automatic Languages--You gain the languages Common and the Old Suloise language.
Bonus Languages--You can take Elven, Giant, Goblin, Baklunish and Nyrondese as bonus languages.
Regional Feats--Your regional feats are Cosmopolitan, Education, Silver Palm, and Street Smart.
Equipment--You may take one of the following sets of bonus equipment:
• Masterwork thieves' tools, hand crossbow, and 10 masterwork bolts.
• Choice of masterwork longsword or masterwork short sword.
• Light warhorse, bit and bridle, military saddle, and studded leather barding.
• An additional 158 gp.

Of Veluna
Benefits: You are from Veluna. As a character from that region you gain the following benefits:
Automatic Languages--You gain the languages Common and the Old Suloise language.
Bonus Languages--You can take Elven, Goblin, Baklunish and Sylvan as bonus languages.
Regional Feats--Your regional feats are Blooded, Foe Hunter, Luck of Heroes, and Mercantile Background.
Equipment--You may take one of the following sets of bonus equipment:
• Potion of cure moderate wounds.
• Scrolls of protection from arrows and blur.
• Scrolls of aid and lesser restoration.
• An Additional 150 gp.

Of County of Urnst
Benefits: You are from Urnst. As a character from that region you gain the following benefits:
Automatic Languages--You gain the languages Common and Old Suloise.
Bonus Languages--You can take Baklunish, Draconic, Nyrondese and Thieves Cant as bonus languages.
Regional Feats--Your regional feats are Bloodline of Fire, Genie Lore, Harem Trained, Mind Over Body, Street Smart, and Thug.
Equipment--You may take one of the following sets of bonus equipment:
• Wand of magic missiles (1st-level caster) with 4 charges
• Masterwork studded leather armor and a potion of cure light wounds.
• An additional 150 gp.

Of The Shield Lands
Benefits: You are a human tribesperson from The Shield Lands. As a character from that region you gain the following benefits:
Automatic Languages--You gain Common and the Baklunish Language.
Bonus Languages--You can take Old Suloise, Infernal, Draconic, Gnoll, Nyrondese, and Orc as bonus languages.
Regional Feats--Your regional feats are Discipline, and Survivor.
Equipment--You may take one of the following sets of bonus equipment:
• Masterwork scimitar or masterwork dagger.
• Mighty composite shortbow (+1) and 20 arrows.
• An additional 150 pg.

Of the Wood Elves
Benefits: You are a wood elf or a half-wood elf from the Vesve Forest.

Wood Elf Racial Abilities: If you choose a wood elf character, you have all elven racial traits listed in Chapter 2 of the Player's Handbook except as follows:
• +2 Strength, +2 Dexterity, -2 Constitution, -2 Intelligence, -2 Charisma. Wood elves are strong but slight, and tend to be less cerebral and intuitive than other elves.
• Automatic Languages—Elven and common. Bonus Languages—Old Suloise, Draconic, Gnome, Goblin, Gnoll, and Sylvan

Half-Wood Elf Racial Abilities: If you choose to be a half-wood elf you have all the racial traits listed in Chapter 2 of the Player's Handbook and may choose one of the standard starting regions or the wood elf region during character creation.

Of the Sun Elves
Benefits: You are a sun elf or a half-sun elf from Ulek.

Sun Elf Racial Abilities: If you choose a sun elf character, you have all elven racial traits listed in Chapter 2 of the Player's Handbook except as follows:
• +2 Intelligence, -2 Constitution. Sun elves value study and contemplation over the feats of agility learned by most other elves.
• Automatic Languages—Elven and common. Bonus Languages--Auran, Celestial, Old Suloise, Gnome, Halfling, Baklunish, and Sylvan.

You may take one of the standard starting regions during character creation or the sun elf character region. 

Half-Sun Elf Racial Abilities: If you choose to be a half-sun elf you have all the racial traits listed in Chapter 2 of the Player's Handbook and may choose one of the standard starting regions or the sun elf
Of the Gold Dwarves
Benefits: You are a gold dwarf from Ulek. 

Racial Abilities: You have all the dwarven racial traits listed in Chapter 2 of the Player's Handbook except as follows:
• +2 Constitution, -2 Dexterity: Gold dwarves are stout and tough, but not as quick or agile as other races.
• +1 racial bonus on attack rolls against aberrations: Gold dwarves are trained in special combat techniques against the many bizarre creatures that live in the Underdark. (This replaces the attack bonus against orcs and goblinoids).
Automatic Languages—Dwarven and Common. Bonus Languages--Giant, Gnome, Goblin, Terran, and Underdark.

Of The Strongheart Halflings
Benefits: You are a strongheart Halfling from Ulek.

Racial Abilities: You have all the halfling racial traits listed in Chapter 2 of the Player's Handbook except as follows:
• Strongheart halfling gain one extra feat at 1st level because they have a strong drive to compete, and they have many opportunities to practice their skills.
• Strongheart halflings do not receive the halfling racial +1 bonus on all saving throws. They have not experienced the same kind of adversity that the lightfoot halflings have survived.

Automatic Languages: Halfling and Common. Bonus Languages: Dwarven, Gnoll, Goblin, Old Suloise.

Orc of the Gnarley Forest
Benefits: You are an orc of the Gnarley Wood. Orcs of the Gnarley Wood are an isolated offshoot of mountain orc.

Racial Abilities: Orcs of the Gnarly Wood possess the following racial traits:
• +4 Strength, -2 Intelligence, -2 Wisdom, -2 Charisma: Orcs of the Gnarly Wood are fantastically strong, but they react to situations with violence and poor planning.
• Size: Medium; Landspeed is 30 ft.; Darkvision up to 60 feet.
• Proficient with the greataxe and shortbow. Orcs of the Gnarley Wood train with these weapons from childhood.
• Light Sensitivity (Ex): Orcs of the Gnarley Wood suffer a -1 penalty on attack rolls in bright sunlight or within the radius of a daylight spell.
• Orc Blood: For all special abilities and effects, an orc of the High Forest is considered an orc.
Automatic Languages: Common and Orc. Bonus Language: Dwarven, Giant, Gnoll, Goblin, Underdark.
Orc of the Gnarley Wood is both a race and a starting region. For its starting region you gain the languages listed above, and the following:
Regional Feats--Your regional feats are Daylight Adaptation and Resist Poison.
Equipment--You may take one of the following sets of bonus equipment:
• Potion of cure moderate wounds
• Masterwork greataxe, or masterwork orc double axe.
• 150 gp.
Graduation at Greyhawk

From the dark alleys of slums, to the alabaster spires of palaces, the city of Greyhawk quenches your thirst for diabolic secrets and truths’ divine.  While peasants till the soil, woodsmen strip the forest, and knights quest ‘cross valley; you delve in a sea of scrolls, mine mountains of scholars, and journey mythic roads for enlightenment.  For two years research, writing, listening, reading, investigation and performance are the hallmarks of your academic career.  Graduation marks an end to this scribes’ life and commences your pursuit of fame and fortune.

Characters choose which courses and activities they enrolled in while attending the University of the Flanaess (Use Course Outline).   Ability scores are modified accordingly.  [for DM – This is a point buy method of creation.  Players choose 24 classes plus 2 extra-curricular activities (that’s six classes and ½ an activity a semester) in my campaign.  The classes correspond to ability scores – first 14 are strength, next 14 are intelligence, 14 more for wisdom, another 14 for dexterity, 14 for constitution, and 14 for charisma.  Extra-curricular activities = 1 point for each ability.  Starting points are at DM’s discretion and I do inflate score cost as they go higher per DM’s guide].  

University of the Flanaess

Coarse Outline





    Juggling for Fun and Profit

· Sword Fighting for Swashbucklers


    Superior Observation Techniques

· Parrying for Beginners



    Disarming Ancient Traps

· Armor Maintenance for Dummies


    Professional Scouting Procedures

· Shields:  More than a Fashion Accessory

    Secrets of Disguise

· Jousting Maneuvers



    Tracking Monsters and Marauders

· Strength Training



    Detective Skills for the Novice

· Barroom and Wrestling Tactics


    Designing Secret Passages and

· Causing Critical Wounds




Trapdoors

· Self Defense 101




    Eating Healthy:  The Basic Four Food

· Art of the Duel





Groups

· Advanced Weight Lifting



    Modern Disease in the City



· Gladiatorial Combat



    Fitness Conditioning for Non-Athletes

· Melee Combat Tactics



    Low-Impact Aerobics Exercise

· Two-Fisted Fighting



    Everyday Bathing

· Ingredients for Potions



    Maintaining a healthy Lifestyle

· Scrolls:  Is the Pen Mightier than the

    Eating Organic Fruits and Vegetables Sword?






(Say No to Magic Junk Food)

· Deciphering Ancient Texts, Tomes, Glyphs 

    Avoiding Crash Diets



and Sigils



    Pollution and It’s Effects on Citizens of  

· Modern Witchcraft




the Realm

· Spell Casting in Dungeons


    Leprosy and Other Fatal Disease

· Care of Spell Books



    Serious Studies in Vaccination

· Memorizing Spells Quickly and Quietly

    Sterilizing Agents for Molds, Spores

· Classifying Herbs with Magical Properties

    Bacterium and Germs

· Geometric Patterns Within the Material

    Recognizing Self-Destructive Behavior

Plane




    
· Understanding Astronomical Equations

    Introduction to Fashion

· Casting Realistic Illusions



    Avoiding Hostile Situations Through

· The Role of the Magicians Apprentice


Diplomacy

· The Six Elements of Magic


 Charming Enemies/Influencing Friends

· Mathematical Theories Regarding Prophecy 
    Leadership Principals



and Fortune Telling


    Conflict Resolution

· Blessings from Old Civilizations


    Respecting Foreign Beliefs, Morals and

· Heroic Heroes and Vile Villains


    Customs




· History of the Common Realm


    Basic Seduction Techniques

· Religious faiths Around the Globe


    Power of Persuasion

· Animal Lore




    Becoming an Ambassador

· Common cures for Common Ailments

    Etiquette in Upper Class Society

· Growing Plants for health and Wealth

    A Guide to Style

· Nature Lovers:  Am I a Druid?


    Good Manners Made Simple

· Prayer Ceremony



    Animal Magnetism Within Society

· The Structure of Morals





· Advanced Alms Collection

· Good vs. Evil




Extra-Curricular Activities
· Zombies, Vampires and Ghosts – Oh My!

    Athlete, Sportsman, Jock

· Preserving Ancient Rites and Rituals

    Alchemist, scientist, Archeologist,

· Effortlessly Aiming Bows and Spears

                Engineer, Laboratory Rat

· Daily Acrobatic Exercises to Improve Hand

    Philosopher, Meditate, Study, Hippie

and Eye Coordination


    Relax, Party, Dream, Lay About

· How to Be Silent and Stealthy


    Apprentice, Workman, Gainfully

· Lock Picking and Pick Pocketing


                Employed, Peon

· Corporate Spying



    Actor, drama, Artistic Expression,


· Climbing and Rappelling



                  Musician, Performer, Showoff

Then the characters choose their class and receive a starting path.

Path of the Righteous

Benefits: You are almost fanatically devoted to a particular god.
Pick a single nonevil god of Oerth’s pantheon or your racial pantheon. If you are already a cleric, that god must be your patron deity. You are particularly devoted to that deity, and you strive to further its ethos. You have vowed to never shrink from the defense of its followers, philosophies, or holy sites. Cleric of you favored deity is now a favored class.
The Path of the Righteous unlocks the following rules items: 

Prestige Classes-- doomguide, dweomerkeeper, forest master, silverstar, and windwalker.
Feats--Divine Might, Divine Vengeance, Empowered Turning, Quicken Turning, Sacred Spell.
Spells--faith healing, and hand of divinity.
Magic Items--impact weapon.

Path of Magic

It's almost as if Mystra whispers in your ear, unlocking the secrets of the Weave.

Benefit: Your knowledge of the Weave is stronger than most, thanks to that strange little voice in your head. Once and adventure you gain a +6 insight bonus on a single Knowledge (arcana), Knowledge (planes), or Spellcraft check, or make one of these checks untrained, but with no insight bonus.

The Path of Magic unlocks the following rules items:

Classes: WarlockCA, spellthiefCA.

Prestige Classes: Argent savantCA, effigy masterCA, fatespinnerCA, geometerCA, incantatrixPF, initiate of the sevenfold veilCA, spell dagger evokerCV, warmageCA.

Path of the Soldier

A soldier's life's for you.

Benefit: Your family is or has been a member of a guard or an army. As such you have received training beyond that of many warriors. You are also familiar with the methods of soldiers. Gain a +4 circumstance bonus on Diplomacy and Sense Motive checks when dealing with a member of a guard or an army.

Path of the Soldier unlocks the following rules items:

Classes (AllMH)--Marshal and warmage.
Prestige Classes--CavalierCW, exotic weapon masterCW, havoc mageMH, tactical soldierMH, knight protectorCW.
Feats--Battlefield InspirationMH, Daunting PresenceMH, Greater Powerful ChargeMH, Power CriticalCW, Powerful ChargeMH, Spinning HalberdCW.

Path of Shadows

You walk a little between darkness and light.

Requirements: Any nongood.

Benefit: Though you may try to shake the metaphoric dark cloud that follows you, you cannot. You may worship the deities Shar or Mask, though you may not be of evil alignment, and thus you may not take levels of cleric worshiping those deities. You may not worship either Shar or Mask if you are already a Scion of the Green Regent. You suffer a -2 penalty on Diplomacy checks when dealing with lawful good creatures.

This card unlocks the following rules items:

Class--HexbladeCW.
Prestige Classes--DarkhunterCW, darkwood stalkerCW, hunter of the deadCW, monk of the long deathPF, warshaperCW.
Feats--Arterial StrikeCW, Deft OpportunistMH, Flick of the WristCW, Mage SlayerMH.
Poisons (prices are campaign cost per dose)--Arsenic (600 gp), black adder venom (600 gp), small centipede poison (450 gp), bloodroot (500 gp), and greenblood oil (500 gp).
Innovative Paths

New adventuring paths are open to you.

Benefits: You have expanded class choices. You may take levels in any of the following classes: favored soulMH, healerMH, hexbladeCW, marshalMH, swashbucklerCW, and warmageMH.

Path of Spirit
You are strong of spirit and that strength aids you in all your endeavors.

Benefit: Best described as a "sensitive" person, you are in touch with the world beyond. Once per adventure you gain the ability to turn undead once. If you already have the ability to turn undead, you can spend this card to do so an extra time at your normal power. If you don't have the ability to do so, you turn undead as a 1st-level cleric.

The Path of Spirit unlocks the following rules Items;
Classes (AllCD): Favored Soul, Spirit Shaman

Prestige Classes: ContemplativeCD, Diving OracleCD, GeomancerCD, Knight of the Chalice CW, Nature's WarriorCW, Sacred ExorcistCD, Tattooed MonkCW.

Ingenious Magic
You walk roads of magic that frighten the faint of heart.

Benefit: You have expanded class and feat choices. 

Classes: WarlockCA, WarmageCA.

Feats: Extra SlotCA, Extra SpellCA, InsightfulCA, Night HauntCA, WandstrikeCA

Inventive Adventurer

With skills beyond the norm, you are a boon to your companions.

Benefit: You have expanded class and equipment choices. 

Classes: ScoutCV, SpellthiefCV.

Equipment: Barbed daggerCV, quickblade rapierCV, broadblade shortswordCV, fareye oilCV, flash pelletCV, healer's balmCV, keenear powderCV.
Path of Paths
You walk along the winding pathways of this world and beyond.

Benefit: No matter what paths you walk, you are rarely lost. Once an adventure you gain a +6 insight bonus on a Survival check. You may use this bonus on a Track Check.

The Path of Paths unlocks the following rules items:

Classes: ScoutCV
Prestige Classes: BloodhoundCV, daggerspell adeptCV, dungeon delverCV, Fochulcan lyristCV, highland stalkerCV, seeker of the songCA, wayfarer guideCA.

Magic Items: Rope of crossingPL, staff of entrapmentCA, staff of openingCA, sending stonesCA, vestment of steadfast spellcastingPL
Spell Focus: Planar forks (for use with the plane shift spell) keyed to the Astral and Material planes. Each fork costs 1,000 gp.

Alignment Test

Two measures determine a specific character's ethical and moral attitudes and behavior.

The moral axis has three positions: good, neutral and evil. Good characters generally care about the welfare of others. Neutral people generally care about their own welfare. Evil people generally seek to harm the others' welfare.

The ethical axis has three positions as well: lawful, neutral, and chaotic. Lawful people generally follow the social rules as they understand them. Neutral people follow those rules find convenient or obviously necessary. And chaotic people seek to upset the social order and either institute change, or simply create anarchy.

Relationship to Family
Family elders are expressing disapproval of you to the rest of the family. Do you:

Accept the criticism and change your ways
Seek a compromise with the elders
Besmirch the reputation of the elders as you ignore their scorn
Silence the elders any way you can 

Would you give up a promising career to aid the family in time of need?

In a heartbeat
Yes, with some reluctance
Only if I was certain I'd be able to return to my career soon
No

Would you betray a family member to advance your own career?

Yes, without a twinge of guilt
Yes, if I could do it secretly
I'd resist the temptation
I find the very idea abhorrent

Do you respect the leaders of your family?

Their words guide my actions
They're role models for me
They're often out of touch with my life
They're out of touch with reality

If your family had arranged your marriage to someone loathsome, would you:

Go through with it, proud to serve your family
Agree, hiding your reluctance
Subtly work against the union
Flee
You're estranged from a family member. On his deathbed, he seeks reconciliation. Do you:

Speak to him, but hold your ground
Refuse to speak to him
Discuss your estrangement openly and without rancor
Actively seek reconciliation, and heed his dying words

Relationship to Friends
A powerful but corrupt judge offers you wealth if you'll testify against a friend. Do you:

Condemn your friend and take the money
Take the money and testify, but try to keep your testimony ineffective
Refuse the offer and refuse to testify
Testify on your friend's behalf, no matter the consequences

Do you become close to friends, or hold most people at a safe distance?

I have an abundance of close friends
I have some close friends
I have few close friends
I try to keep people at a distance

Have you ever betrayed a friend?

I've done so more than once, and I sometimes get away with it
I've done so once
I've been tempted to do so, but I've never gone through with it
I'd never contemplate such a thing

How do you view lifelong commitment to a single romantic partner?

I'm waiting to find such a romance
Such a romance would be ideal -- if it's achievable
I worry I'd miss out on what others have to offer
Tie yourself to one person? Huge mistake

Do you insist on repayment when lending money to friends?

Yes, and I write up a contract so there's no misunderstanding
Yes, but I try to be flexible about the exact terms
No, although it's sure nice to be repaid
No, they just owe me a favor

Are you still in touch with childhood friends?

Yes, we correspond regularly
Yes, we try to keep in touch
No, I move around too much
No, I don't have anything in common with them anymore

Relationship to Community
Do you donate time and money to improve the local community?

Yes, the needs of the community are my top priority
Yes, I donate as much as I can once my own needs are met
No, I don't have enough time or money to spare
No, my local community would be a waste of time and money

Your community is threatened with invasion. Do you:

Help defend it to your last breath
Man the barricades with the rest of the community
Flee as soon as things look grim
Cut a deal with the invaders to act as a spy

If you were injured and required immediate assistance, would members of your home community agree to help?

Yes, because they know I'd do the same for them
Yes, because I'm generally well liked
Probably not, because I'm distrusted by the powers that be
Definitely not. I've made some enemies here

Do you respect the laws and authorities in the community?

Yes, without question
Yes, they're generally the best way to govern
When it suits me -- there are some laws I just don't agree with
I don't pay attention to the authorities; they've got no hold on me

Do members of the community shun, avoid, or mock you?

Yes, their small minds can't handle anyone outside the norm
Some do, because I don't always fit in
No, I'm generally seen as normal
No, I set the standard for what is normal in my community

Would you stand for office or seek to represent the interests of the community in some public manner?

To do so would be an honor I'd joyously accept
Of course. It's everyone's duty to do so
Only if no one else could handle the job
No, I don't want to be responsible for the community's welfare

Relationship to King and Country
Your country is wracked with famine. Would you:

Share what food you had with others
Eat as little as possible yourself, and share the rest
Steal what food you needed to survive
Steal as much food as possible, then sell it back to the community at a high price

If offered enough money, would you slip a poison into your king's drink?

Yes, and I've done similar things before
Yes, if I thought I could get away with it
No, although a vast sum of money would tempt me
No, and I'd warn the king of the plot

A plague is sweeping across your country. Would you:

Undertake a dangerous mission to find a cure
Heal the sick as best you can
Avoid contact with the sick
Flee the country

Do you respect the lawful authority of the rulers of the land?

Yes. Long live the queen!
Yes, our rulers are generally fair and just
No, a ruler is no better than anyone else
No, rulers are invariably corrupted by power

If you were offered a reasonably lucrative deal, would you spy for a hostile foreign power?

Yes, because my nation could stand to be knocked down a peg
Yes, because my nation's secrets mean little to me
No, because I might get caught
No, because I'd never violate the trust my nation put in me

Do you rely on the government to enforce contracts and property rights?

Yes, because maintaining the rule of law is more important than any individual dispute
Yes, because the courts are best equipped to handle such disputes
Are you kidding me? The government can't even pave roads
Absolutely not. If I can't defend it myself, I don't deserve to have it

Thoughts on Crime and Punishment
If imprisoned, would you injure or kill others to escape?

Yes. Serves 'em right for locking me up
Yes. They knew the risks when they took the job
No, except for minor wounds that will heal easily
No. Those guards are just doing their jobs

Do you accept a noble's right to treat badly the serfs who work on his land?

Yes. They're lucky they're not slaves
Yes, because sometimes only fear will motivate them
No, nobles should rule as kindly as possible
No one has any "right" to treat another badly. Period

You have accidentally committed a crime. Do you:

Confess, and attempt to make restitution to the victim
Confess, throwing yourself on the mercy of the court
Hide your involvement, lying if you have to
Try to pin the crime on another

If guilty, would you confess to a crime?

Yes, because it is my duty to do so
Yes, because it might get me a lighter sentence
No, I'd make the magistrates prove my guilt
No, and I'd try to "prove" my innocence

Would you express a revolutionary political opinion if threatened with punishment?

Yes, I'd rather be punished than remain silent. Up the revolution!
Yes. Somebody's got to speak the truth
No, although I might privately express my opinion to friends
No, politics aren't worth getting worked up about

While traveling, you witness an assault. You are ordered to testify, which will delay your travel significantly. Do you:

Slip out of town at night to avoid testifying
Deny you saw anything
Remain reluctantly, testify, and leave
Remain until the trial's conclusion in case further testimony is needed

Thoughts on Business and the Economy
What is the best use of wealth?

To help the destitute and less fortunate
Provide for the needs of friends and family
To stay on top of the heap yourself
To not only stay on top, but keep others from climbing to your level

When confronted by beggars, do you:

Give generously
Give moderately
Give only what I wouldn't miss anyway -- a copper or two at most
Ignore them as you walk by

By using magic, you could fool village merchants into thinking your copper pieces were made of gold. Do you?

Yes, and I'll buy as much as I can
Yes, but I'll only cheat the rich merchants
No, it's too risky
No, those merchants have families to feed

You have two job offers. One pays more, but the other is secure and steady. Which do you choose?

Definitely the lucrative job; steady work sounds like drudgery
Probably the lucrative job, although I'd look into the secure job
The secure job, unless the other job was outrageously lucrative
Definitely the secure job, because I plan for the long term

What's the best path to wealth?

It's a matter of luck and being in the right place at the right time
Staying flexible so you can take advantage of good opportunities
Following a long-term plan that incorporates a comfortable level of risk
Hard work and perseverance

If you accepted a job or contract, would you try to finish the task even if it got much more dangerous?

Yes, my word is my bond
Yes, because it's good to have a reputation for dependability
You can bet I'd be renegotiating
If it's no longer a good deal, then the deal is off

Draw Fame and Fortune Cards 

Each character draws one fame and fortune card.

Wink and a Smile
You can be very charming when you need to be.

Prerequisites: Charisma 10+

Benefit: You can spend this card once per adventure to gain a +4 circumstance bonus to a single Bluff, Perform, or Diplomacy check.

I Have That

You have an uncanny knack for having just the right tool for the job at hand.

Benefit: You can spend this card once per adventure to immediately gain a single item listed on Player's Handbook table 7-8: Goods and Services worth no more than 50 gp and weighing no more than 8 pounds. Alternatively, you can spend this card to immediately gain a single alchemical sleep gas vial, a vial of disappearing ink, or a scent breaker bag, all of which are described in the Life in Faerûn chapter of the Forgotten Realms Campaign Setting book. The item gained is in a handy place, and you must spend a move action to retrieve it.

Hero's Strike
You tend to make that one needed strike at just the right time.

Benefit: You can spend this card once per adventure to gain a +2 morale bonus to a single attack roll.

Arcane Influx

 At times you can draw upon extra arcane energy to give an arcane spell more power.

Benefit: You can spend this card once per adventure to grant a single spell that you cast a +1 caster level. This bonus caster level does not allow you to exceed the normal maximum damage of the spell.

Holy Flood
You know a special prayer of power that allows you to increase the power of channeled positive energy.

Benefit: You can spend this card once per adventure round to gain a +2 sacred bonus to a single turn check.
Twist the Blade
Given the proper opportunity, you can twist the blade to do more damage on a sneak attack.

Benefit: Unlike other Campaign Cards, you play this card after dice are rolled. You can spend this card once per adventure round to reroll a single sneak attack damage die. Take the higher of the two rolls as your damage for that die. 
Let's Try That Again
Not only are you skillful, you have a knack for making your skills count more often.

Benefit: Unlike other Campaign Cards, you play this card after dice are rolled. You can spend this card once per adventure to reroll a single skill check that you have just failed. Use the second roll for the check's result even if the result is less desirable. Both rolls are considered the same check, so you gain all bonuses (even those granted from other Campaign Cards) on the second roll that you had with the first roll.
Kaapow!

You can deliver a terrifyingly effective punch.

Benefits: Spend this card once per adventure round to gain one and a half times Strength bonus and x3 critical modifier on your next unarmed attack. Spend the card prior to the attack roll. If you don't hit, the card is still spent.
Force of Personality

You can rally your own inner power in times of need.

Benefits: Spend this card once per adventure to gain a +2 morale bonus to Charisma for a single round.
Not Done Yet
You have a better chance to stabilize.

Benefits: When your character is unconscious, spend this card before you roll to stabilize. For that roll your chance to stabilize increases to 50%.
Feign Surprise
It's not easy to get the jump on you.

Benefit: When surprised, you can spend this card to act during the surprise round. You act on your initiative, and you're flat-footed before your surprise round action in the initiative order.

Desperate Maneuver
Gain a sudden burst of speed at times of need... at a price.

Benefit: Before you move, you can spend this card to gain a 10-foot bonus to your speed for that round. You suffer a -2 AC penalty during that round.

Let's Try That Again

Not only are you skillful, you have a knack for making your skills count more often.

Benefit:Unlike other Campaign Cards you play this card after dice are rolled. You can spend this card once per adventure round to reroll a single skill check that you have just failed. Use the second roll for the check's result even if the result is less desirable. Both rolls are considered the same check, so you gain all bonuses (even those granted from other Campaign Cards) on the second roll that you had with the first.

Hero's Strike

You tend to make that one needed strike at just the right time.

Benefit: You can spend this card once per adventure round to gain a +2 morale bonus to a single attack roll.

Not This Time!

Addicted to risk, and able to move and think fast when needed, you seem to expect the unexpected.

Benefit: Unlike other Campaign Cards you play this card after dice are rolled. You can spend this card once per adventure round to reroll a single saving throw that you have just failed. Use the second roll for the check's result even if the result is less desirable. Both rolls are considered the same save so you gain all bonuses (even those granted from other Campaign Cards) on the second roll that you had with the first roll.
Power of the Hero
Back up a hero's strike with some extra power.

Prerequisites: must have Hero's Strike in you Campaign Card stack. That card is played in conjunction with this one.

Benefit: Play this card with Hero's Strike once an adventure round to gain the benefits of Hero's Strike, and then if the attack hits, do an additional 1d6 points of damage. This extra damage is not modified if the attack is a critical hit. Even if the attack misses, this card is spent with the Hero's Strike.

I've Got Just the Potion…
You always seem to have just the concoction that does the trick.

Prerequisites: Must have I Have That! in your Campaign Card stack. That card is played in conjunction with this one. 

Benefit: Play this card with I Have That! Once an adventure round instead of gaining the benefit of the I Have That! card, you immediately gain a single potion work no more than 250 gp campaign value (50 gp normal book value). The potion must be one listed on Table 7-17 of the Dungeon Master's Guide. The potion gained is in a handy place, and you must spend a move action to retrieve it.
Careful Retreat

Spry and wary, you dart a path from harm's way.

Benefit: You can spend this card once per adventure round to incur no attacks of opportunity from visible enemies during a single special withdraw action. This action is special because you may only move your speed (not the normal double speed) during this withdraw, even though this special withdraw is still a full-round action.
Cheat Death
Death has a hard time getting its bony grip upon you.

Benefit: You can spend this card once per adventure round to negate a successful death attack.
Not This Time!
Addicted to risk, and able to move and think fast when needed, you seem to expect the unexpected.

Benefit: Unlike other Campaign Cards you play this card after dice are rolled. You can spend this card once per adventure round to reroll a single saving throw that you have just failed. Use the second roll for the check's result even if the result is less desirable. Both rolls are considered the same save so you gain all bonuses (even those granted from other Campaign Cards) on the second roll that you had with the first roll.

 Blessed Relief
With supernatural ease, you make the most of a curing spell in times of dire need.

Prerequisites: The ability to channel positive energy.

Benefit: You can spend this card once an adventure round to spontaneously Maximize, as the metamagic feat, a single cure light wounds, cure moderate wounds, or cure serious wounds spell cast on an unconscious ally.
Fame and fortune come at a price, however, with choices both profound and ordinary.  When you were enrolled at the University of the Flanaess, cost was not a consideration.  Earning a college degree opens many doors and the choice to take one path or another.  Many roads lay before you, and some decisions await your scrutiny.  Three offers to exorcise your debt exist.  

Scion of the Green Regent (or St Cuthbert)
Benefit: During the graduation celebration in Greyhawk you were dubbed one of the Scions of the Green Regent. As a scion, you're sworn to defend Greyhawk and her environs as a matter of honor and duty. In return, the good people of the region treat you like royalty. Few of those folks will refuse a reasonable request made by you, and offer both food and shelter on your visits

As a symbol of your dedication to the green regent, you bear a magical glyph on your shoulder-- the unicorn symbol of Mielikki -- that glows with a light green aura. The glyph grants as much illumination as a candle, but its glare does not hinder your sight. Local legends say that covering the glyph or any attempt to magically suppress to remove it is a sure way to gain both the wrath of Mielikki and the mischief of Beshaba.

Agent of the Red Fellowship (or Chisel)
Benefit: After the graduation celebration in Greyhawk you were chosen by a failed Green Regent candidate, Stedd Rein, to be an Agent of the Red Fellowship. This newly formed organization is sworn to defend Greyhawk and her environs as a matter of honor and duty, but lacks the legacy and respect the Scions of the Green Regent have. What it lacks in respect, it gains in financial backing by the Rein Family's Red Boar Trading Coaster. You gain an additional 50 gp to equip your character during character creation, and retain it as a bonus to your equipment value at higher levels.

Grey Council (or Strider Friend)
Benefits: You have a Strider friend who sees you as a potential member of that organization.
You are a friend of one of the Striders active around Greyhawk. This is the first step in becoming a Strider agent. Given enough time to consult with your Strider contact during an adventure (at least a day), you gain a +4 circumstance bonus to a single Gather Information check during the adventure round.
Being a Strider Friend unlocks the following rules items:

Prestige Classes--bladesinger, incantatrix, mystic wanderer, wild scout, spellsinger, and warrior skald.
Spells--camouflage, cloudburst, harmony, hunter's mercy, know protection, low-light vision, scent, Shelgran's persistent blade, wieldskill, wounding whispers.
Magic Items--Alzaer's harp, Esheen's harp, Gwaeron's boots, Methild's Harp, nimbleness armor, precise weapon, rod of cats, travel cloak, Yornar's crescent.
After your ceremony of graduation, a debt must be paid to the benefactor’s who financed your education.  And the Green Regency, Red Fellowship and Grey Council explain a task that you are qualified to perform in exchange for the room and board at U.F.

Minister Sauul explains “In the interest of commerce, the Free City of Greyhawk established many trading outposts throughout the Flanaess. Eight centuries ago a wizard, Surabur Spellmason, established towns, villages, and colonies on the coast of the Amedio Jungle.  One city, Cauldron, honors its’ fealty to the Grey Council, grants trade provisions for the Red Fellowship, and provides sanctuary for agents of the Green Reagent.  Though Lord Mayor Severen Navalant has not asked for any assistance, it is in Greyhawk’s interest to protect our relationship with this honorable community.   Pursuant to our agreement, the Council, Reagent and Fellowship ask you to journey to Cauldron, reconnoiter the landscape, investigate town disturbances, analyze dangerous situations and report, by way of courier, on events that unfold in Cauldron.

Jon Hawkins, captain of a sailing schooner, will conduct you to the Amedio coast and provide directions to Cauldron.”    

