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Foreword

DM’s Note:

Hello,


Welcome to the World of Damiano and to the game for which this book was written.


Damiano, which is named after a famous elven explorer, is a world of my own creation.  It is an old world with a long and detailed history, some of the highlights of which you can read below.  On Damiano you will find a wide range of races and cultures to fit almost any character idea.

The information that you will find in the Player’s Handbook Supplement for the World of Damiano is a comprehensive compilation of ten years of nearly continuous development.  Credit for the information here is not all my own.  Throughout these pages you will find “house rules” developed with the assistance of over 20 players from three long running games, guidelines adapted from or influenced by other DMs and gaming systems, and information incorporated from other sources not currently in use.  Please remember that this book is not all-inclusive and, as with the game, it is dynamic.


I do hope that the information provided here is informative, helpful, and eases your adjustment to “my way of doing things.”

Thank you for playing, and I hope you enjoy the game.

K. G. Larabee, DM


This supplement is written for use on the computer and for ease of revision.  The files have been hyperlinked for ease of access and browsing.  To facilitate this, the files must reside in the same root folder.  We recommend copying the entire folder (Daimano PHB Supplement) to a preferred location and/or creating a shortcut to this file, since it contains the index.

The book has been broken down into several files to allow updates to each section or table without the need to replace or reprint the entire supplement.

DM’s Comments

Guidelines for Efficient Play

This section explains the etiquette players are expected to follow during game sessions.
Combat Encounters: Combat encounters begin when the DM asks players to roll initiative.  All players should roll their initiative and then wait for the DM to ask them to announce their character’s initiative.  Players will then be called on in order of their initiative and as such should be attentive during combat so that they are ready when called on.

Out-of-Character: Unless preceded by a statement indicating that the following is “out-of-character,” all speech will be regarded as in-character.

Out-of-Game: While I appreciate the important social aspects of gaming, I expect players to focus on the game while sitting at the table.  If players would like to talk to their neighbor about an “out-of-game” topic, write notes, whisper, or step away from the table to quietly converse.

Ethical Play: It is expected that everyone will conduct themselves in a manner suitable to Group cooperation and enjoyment.

· Players affect enjoyment for the Group, so do not play in a style that detracts from that enjoyment.

· Play fairly and honestly.

· Be polite and patient while at the game table, as the gaming group can be large.  Be considerate of others, and their right to enjoy the game as much as you do.

· Follow the spirit as well as the letter of the table rules.

· Players who role-play and stay in character during the game are awarded experience above and beyond normal encounter, personal, and story awards.

· Show up to the game regularly and on time (Please read Attendance below).

· Adhere to the Table Rules (see below).

Dungeon Masters: It is also expected that the DM(s) will conduct his or her self in a manner suitable to Group cooperation and enjoyment.
· It is the DM’s job to run or referee the game, not play against the players.

· Player enjoyment is the DM’s top priority.

· All players should be treated equally and equitably, by the DM(s) and the other players.

· Run games in a professional manner.

· Abide by the expectations that apply to the players.

Attendance

The campaign on the World of Damiano is a long running continuous campaign designed to take the characters from 1st through 20th level, or higher.  The main storyline, or Master Thread, is not a single strand, but is made up of several intertwined Main Threads (storylines that are tied eventually to the Master Thread) that the characters move in and out of.  There are also several Side Threads that may be incorporated (adventure themes, character specific themes, and etc.) which may or may not be incorporated into the Master Thread itself.  In short, there is a long, detailed, dynamic storyline with the possibility of important information presented each session.  For this reason and for simple game continuity – same characters and players each week – there is an attendance policy.

The game sessions are scheduled once a week on a set day, at a set start time, in a set location which will not change without Group consensus.  I ask that you attend the game regularly.  If you are not going to make it, please call (503.435.0713) or email (rollem_again@onlinemac.com) to let us know.  If I do not have an updated copy of your character sheet, please drop one off or send it with another player.  Unless there are extenuating circumstances (family, work schedule, and etc.), if you miss three consecutive scheduled sessions without prior notice or have erratic attendance, you will be asked to not to return.

This may seem a harsh, but without this policy, and more importantly without your cooperation, game enjoyment may be adversely affected.

Large (and Small) Group Problems


I do not normally let a group get very large, limiting the group size to six or eight players, but occasionally I let the group grow expecting it to eventually shrink down again as most groups do, and at the same time hoping that it will not.  This leads to large group problems and the need for these Table Rules.  Please note that the issues discussed below are not limited to large groups; smaller groups can suffer as well and are bound by these same rules.

Noise: One problem with large groups is that they can get rather noisy.  Two extremely important parts of gaming are player visitation and character conversation, but they can get loud.  Two players chat, then two more talk over them, then two others yell over the first four, and etcetera causing you lose important information, it can stall the game, and frustrate other players or the DM.

Time for each player: Another problem with a larger group is that its size limits the available time for each player.  It takes time for each player’s character to act or role-play.  Equal time is not possible even in small groups, but it is magnified in larger ones.  The other players tend to get bored, which leads to conversation at best and frustration at worst.

Abundance of ideas: An abundance of ideas is not a problem in and of itself; it is actually a very good thing.  But it takes a long time to sort through, discuss, and decide on which ones to use.  Players that are not involved in this tend to get bored, which leads to conversation or frustration.
Clicks, divisions, or interpersonal conflicts: Within large groups, and occasionally smaller ones, clicks, divisions, “groups-within-the-group,” or interpersonal conflicts form.  Some people work well together, while others do not.  Players that are not as involved in these sub-groups tend to get bored, which leads to conversation or frustration.  This has lead to arguments and interjection of personal (player) personalities, ideas, insults, and opinions into their character’s actions.

Low or no coordination: A large group can suffer from low or no coordination.  Because of its size, the group lacks the ability to “work as a single group.”

DM Responsibilities

In an attempt to prevent the problems I can address as DM from interfering with the game, I have developed a list of DM Responsibilities.  To speed game flow and reduce the use of session time for non-playing items and issues I will attempt to do the following: 

1. To manage administrative needs prior to each session.  This could include figuring XP, dividing treasure, and authoring notes.  This may be handled via email (rollem_again@onlinemac.com).

2. To announce, in advance if possible, when there will be an administrative session so the players will know what to expect.  An administrative session could include shopping after an adventure, character training, magic item identification, and etcetera.
3. To read through and divide magic items once, then place any remaining in the “Group Fund” to be managed by the players.  This will be done at the end of an adventure or when the party is in a “safe place.”

4. To verbally list found treasure (even that which is found in secret or skimmed from the party), unless requested by the player(s) to be listed in a note.

5. To place a 10-15 minute real time limit when players are discussing plans or actions, when the players should write out their input and give it to the Group Leader or delegate for a decision.

6. To hand out XP or treasure on paper, or verbally, at the beginning or end of a session.

Player Responsibilities

Since the players also have a responsibility to prevent these possible problems from occurring, I have developed a list of Player Responsibilities and Table Rules.  To prevent these possible problems from interfering with the game, players are strongly encouraged to do the following:
1. Choose a Playing Group Leader.  The chosen player is the Group’s leader, mouth piece, coordinator, and DM liaison regardless of which character he or she is playing.  The player’s character may, if chosen, act as the Party Leader within that characters skills and abilities, but the Player Group Leader and the Party Leader need not be one and the same.  In fact, it may be best if they are not.

2. Follow the Table Rules (see below) and use notes to remind others to follow the Table Rules.

If any of the problems noted above do get out of hand and you (the player or players) are not willing to cooperate I will not repeat information; if you miss it, you miss it.  If a warning is given and it continues and/or interrupts the game, you (the player or players) may be asked to leave for that session.

If you are absent or late and there is too much information to put on paper or no one can leave the table to give an update, ask for a break or wait for one to get the update.  If you repeatedly leave the game location and return interrupting the game, you will be asked to leave for that session.


Player arguments will not be tolerated.  If you must argue or if you are not able to end it, leave the table or take it outside.  After one warning you will be asked to leave for that session.

With your cooperation these steps should reduce if not eliminate some of the possible large group problems and reduce interruptions in game flow.  These steps may seem harsh, and they can be, but without these steps and more importantly without your cooperation, other more harsh choices may have to be made.

Table Rules

1. Wait your turn.

2. Do not interrupt.  If you must, limit interruptions to game related information (food, drinks, and toilet trips are ok).  If you are talking about the game (in or out of character), use notes unless you are addressing the Group as a whole.

3. Do not argue with the DM.  Do not continue to argue your case after an answer or decision has been made (no rules lawyering, no “yeahbuddas”).  If you have a valid point, it will be addressed.  Use notes to go through the Player Group Leader if you do not like the answer or decision.

4. Use notes.  Use them for player visiting, private character interaction, side communication with the DM, to make side plans, to plan side actions, to make decision input, and etcetera. 

5. Forbidden Materials; the following is a list of materials that all players are forbidden to bring to the game table.

· Dungeon Master’s Guide, Monster Manual, or any other DM reference material.  Players are discouraged from referencing these books during game play to prevent them from looking up monster statistics and magic item descriptions in the middle of a game session, providing them with an unfair advantage.  Also, reading the books can be a distraction during game play and may divert the focus of the game from actually playing.

· Bad attitudes.

· Alcohol, Drugs, or other illegal substances.
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