Ilzarion presents : Birthright 2                         V 0.8b

There are 4 MetaGames. How well you do in each will give you a relative ranking in percieved power. 

If you have the highest score in any MetaGame, you receive a specific benefit during that game day.

Rulership – You are leading the Rulership MetaGame if your possess the highest # of fortification (total level) and realms. Your benefit is +4 to your Intelligence, Charisma and Wisdom for that day.

Military – You are leading the Military MetaGame if you heve the largest point value army. Your benefit is +4 to your Dexterity, Strength and Constitution for that day.

Fate – You are leading the Fate MetaGame if you have distributed the least amount of concessions to players to mitigate random domain encounters. (A concession is anything the GM deems to be a resource handed to another player for their help. It could be an army, a potion, the next roll on an item, etc) Your benefit is 3 re-rolls for that day.

Power – You are leading the personal power MetaGame if you Have the highest ECL. If you are tied in ECL , nobody gets the benefit , A tie is broken if a person has won in past duels versus the person they are tied with. Your benefit is +2 all stats for that day.

MetaGame 1 – Domain Turns (Rulership)

Turns:

1. Roll Random Encounter

2. Determine Domain Initiative

3. Collect Regency 1 point per level of all resources. Max = bloodline may be saved each turn.

 (All fortifications, every 500 pts of troops, and total of all holding levels)

4. Taxation, Collection, Trade

   - Each Territory  Generates 1 Gold bar (10k gold) per 1 level of Population.

   - Realms with 0 loyalty create no gold

   - Realms with negative loyalty cost 1GB per -1 level or they revert to Neutral territory. 

     (though the structures built remain)

5. Pay Maintainence 

1 Gold Bar per 500 points of troops, 1 GB per Fort  and 2GB per Castle

 Forts and Castles can not be used for defense on any turn their maintenance isnt paid. But the structure does not have to be rebuilt even if the maintainenece isnt paid.

Pay any  War debt incurred from last turn.  

If you end up bankrupt, you may either sell off holdings/troops etc, or go into negatives and pay 1 regency per GB of negative. (This does not pay for the debt, but allows you to keep your holdings with a negative treasury)

6. Domain Actions (1 per 5 Class Levels) All units may be moved for free, but only during this phase during any domain actions you take. Each unit may move 1 territory max per full 30' of base movement they possess.

7. XP and leveling. Each turn that passes, each character recieves 1000 xp for running thier realm.

Domain Actions:

Train (Select and pay for 1 paragon ability). 0 Regency.

Each of these can be trained for in domain turns for xp:

 Each +1 point counts as 1 ability.

Max = 1:1 lvl skills. (Each + in a category can not exceed Clvl)

Fast heal 20

Max HP on +1 HD. (no limit, starts at lvl 2).

+25 luck to hit

+20 luck to damage

+20 SR 

Max = 1/2 lvl skills:

+10 fort

+10 reflex

+10 will

+10 competence on all skills 

+12 hps per HD.

+12 insight to AC

+12 luck to AC

+15 Str

+15 Dex

+15 Con

+15 Int

+15 Wis

+15 Cha 

+5 natural AC

Fire Resist 10

Cold Resist 10

Damage Reduction 10 / type 

+13 to DCs for spells / abilities

+15 Caster Level for calculating spell effects

Each ability costs 1,000 xp and 1 domain action.

You may only possess # abilites up to your bloodline score.

335 points of abilites exist nominally. 

Your ECL is calculated using your Total xp including that which is spent on training.

Ascension: Divine Rank 0 may be purchased for 10,000 xp and a domain action. 

But only if you have already spent 300+ points in abilities and all your troop and territory loyalties must be at rank 4 or greater. This constitutes winning the game in a normal campaign. It is not recommended to let a player rule a realm with divine rank. (The same can not be said for NPCs however.

Blockade Port:  A player with a Warship may prevent naval troop movement and deny the port GB bonus to a selected coastal territory.

Develop Bloodline - You may spend 2x Current Bloodline Regency and 1 gold bar to raise your bloodline by 1 point.

(Max the amount your realm generates per turn in regency)

Challenge ruler to 1:1 combat. 

An opponent may decline challenge, but automatically loses 1 bloodline point.

If a fair match is fought, the winner gains 1 bloodline point for each ECL 

they are below thier opponent. 1 point can be gained from an opponent up to 

2 ECL below you, but opponents 3ECL below is not considered a fair match. 

5 Regency.

Finance - Through various methods, you can build up your gold accumulation per turn.

Roll an Appraise roll -For every 10 points higher than 20 , you create 1 Gold Bar. 5 Regency

Explore dungeon - You go on an adventure, hopefully gaining gold and xp. This damages loyalty. 0 Regency

Respond to catastrophe - Much like Explore dungeon, except no loyalty is lost. 0 Regency

Populate – You expand your empire. The cost grows exponentially with each population level attained.  0-1 : 1GB, 1 Regency. 1-2 : 2GB, 2 Regency. 2-3 : 4GB , 3 Regency

3-4 : 8GB , 4 Regency. 4-5 : 16GB , 5 Regency. This action may not be applied to a single territory more than 1x in a round.

Move Troops – (This does not use an action.) You may move any number of military units. 0 Regency. Moving through Razed territory costs 1GB per 1000pts of troops however. You may only move through friendly territory (Unless you have special movement powers). Unless the realm in question grants you a concession to allow you to move through their territory.

War - You may assault an enemy empire reducing its defense level by 1 level if you win the engagement. 10 Regency for the initial assault. This only has to be spent once per enemy so long as 1 unit remains undefeated in an enemys territory each turn. 

Fortify - You may increase your defenses by 1 level for the appropriate amount of gold. 

Each level of defense represents 1 fortification the enemy must conquer. 

Each fortification can be rank 1 (An entrenched area) to rank 5 (a mighty castle).

(Gold Costs – 1- 1GB, 2 - 1GB, 3 - 2GB, 4 - 4GB, 5 - 8GB) 

Hire Troops – You spend 1GB per 500pts of Troops. 1 Regency per 500pts.

Internal Politics - You increase loyalty among your retainers. This costs 1GB per level of loyalty purchased. You may increase any number of units and territories 1 level spending the appropriate amount of GB. 5 Regency.

Defend - Defend against invasion. 5 Regency.  This action allows the regent to defend his own territory in person. You may add the Regent to the roster for the upcomoing battle. Otherwise your court advisors force, cajole, or trick you into retreating from the scene so that you may keep your kingdom intact. This of course, comes with some risk. As you may actually be killed in the battle. See Regent Death rules.

Attack – Used only following a War action, you personally lead the attack on your enemies. 10 Regency. This is unusual and very dangerous, since it exposes the regent to actual death.

Class dependant actions:

Sabotage (Rogue) - You may use various methods to damage an empire's gold accumulation. 5 Regency per targetted Territory.

(Next turn the enemy empire produces 1 less gold bar per targetted territory)

Magical Development (Cleric, Druid, Wizard, Sorcerer) - Your cadre of casters create you magic item(s). 5 Regency per item.

(Normal gold cost, but no xp used)

Spread rumors (Bard) - Increase your loyalty for a unit or territory by 2 or decrease an enemies by 1. 5 Regency per target.

Olympics (Paladin, Warrior, Barbarian, Monk) - Give 500pts of troops "Elite" status.

5 Regency. Elite troops gain a +10% on how many can be brought back after losses (As if they had +1 loyalty , max 60%). And +1 loyalty for purposes of supply defecits.

Scout (Ranger) - Investigate 1 aspect of an enemy empire. 5 Regency.

Recover Nature (Ranger, Druid) – Restore 1 territory from razed to wilderness. 5 Regency, 1GB.

Alignment dependant actions:

Blood sacrifice (Evil) - Sacrifice 1000pts of troops and 2 loyalty from the territory they are in to gain 1 bloodline point.  10 Regency.

Raze (Chaotic) – Recover GB from destroying fortifications and population level.

Gain 1GB per 2 levels of populationand fortifications. 10 Regency. The territory becomes Razed . -1 population level. 

Guardian of the Realm (Lawful) – You may choose to Defend as the Defend action, however you do not risk death. If you lose the battle, you heroically escape to fight another day. 10 regency.

Blood of Heros (Good) – In the event of a regent death, Your Successor may spend 10 Regency to recover 100% bloodline score and abilities. This action can only follow a successful Defend, Adventure, or Respond to catastrophe action. But needs not be in the same turn.

Open Borders (True Neutral) – Allow another regent's troops to move through your territory without it counting as a concession.

Mass War Rules:

Engagements are Point value versus point value (Using Mini handbook values).

Wars that involve both and attacking ruler and defending ruler in an engagement must be 

played out with normal D&D combat rules.

Troops killed in combat can usually recover from battles however. 10% of the points to buy the same troop types on the next turn per loyalty level can be recovered. Rebuying these troops happens automatically (No regency or Gold or domain turn used.) on the beginning of the next turn. They reform in friendly territory only. These points may only be used to buy the same troop type. Any unused points are lost. (This generally means that singular creatures are never brought back in this way, and only up to 50% of the #s of a unit rounded down are recovered.).

When a territory is conquered (An army is victorious against its defenders.), The control reverts to the conquering player. The population level is reduced by 20% * Loyalty level the territory had. As shown by this chart:

Pop/ Loy 
L1
L2
L3
L4
L5

P1
1
1
0
0
0

P2
2
1
1
0
0

P3
2
2
1
1
0

P4
3
2
2
1
0

P5
4
3
2
1
0

Loyalty to the new regent starts at 0 and must be bought up accordingly.

Regent Death:

Regents are immune to Raise Dead and Ressurection type spells. 1 round after -Con hps, their spirits float among the dead gods of the astral plane and are unrecoverable through normal magics.

In the event of actual character death (From a random encounter, Defend or adventure action). A new character is rolled. (Can be any class and alignment). The new regent loses 1 level and has ½ the bloodline score and abilites of the prior regent. This Successor is usually a Child, Apprentice, Clone, etc. The rest of the game resumes as normal. Such things are minor setbacks in the fate of the world.

MetaGame 2 – Mass Warfare (Military)

This will pose to be one of the more difficult scheduling operations.

I hope to do any mass battles prior to the Adventure section of the game. (Early at Jacks house b4 game).

I think we can use a Fog of War rule to compensate and speed up gameplay.

Rule – Fog of War : The results of any mass warfare that is not deemed by the GM as having a clear outcome without actually playing out the engagement shall lock down the territories involved into a “Fog” where they can not be counted for any player for that game session. No Regency, Taxes, Collection, Trade, Upgrades, Etc. 

This can be attributed to the chaos a territory is thrown into when an army invades and upsets the local populous and government.

MetaGame 3 – Random Domain Encounters (Fate)

The winds of fate are fickle indeed.

Random Chart of Doom, Despair, and all that stuff:

Roll a D10 each round.

1 – Monstrous Rampage! - A random monster (nondragon) of terrifying proportions ravages a random Player Territory. It is up to the player to draft, bribe, coerce, or beg for help to defeat the savage beast. If left alone, that territory is reduced to wilderness!

2 – EarthQuake – A random territory loses 2 of its fortification levels. Surrounding Territories lose -1. Powerful Divinations and Magics can sometimes mitigate this effect.

(GM discretion on what can be done. But it must be truly epic magics to stop it entirely)

3 – Tsunami – A random Coastal Territory loses -1 fortification level. And all armies occupying it lose 50% of their troops.

4 – Bountiful Harvest – A random territory produces +1 Gold Bar. This counts as -1 concession for the player owning the territory.

5 – Alien Invasion – A force of  abominations invade the minds and bodies of a territory. This can be combatted using armies, but that generally reduces the territory to -1GB for that turn's revenue and -1 loyalty. Other methods may be used to mitigate those penalties at the GM discretion.

6 – Curse of Lycanthropy – A province's race changes to a random were-type. They lose -1 loyalty permanently (even to their max), but an extra 500 points of lycanthropes per population level shows up if the province is ever invaded. It is possible to cure this, but what powergamer would want to?

7 – Megolomanical Mage – A random province where magical research has been conducted produces no Revenue this round as the maniacal mage attempts to defy mortality by sacrificing his brethren. If the ruler is capable of magical development, they also suffer -1 loyalty to all their territorys (But not their armies) due to the mistrust of the peasants. Each concession from a nonmagical ruler (Those not capable of magical development) can lift each -1 penalty. 

8 – Dragon – A plague in a class of its own. A dragon takes flight, ravages a territory, Costs the owning player 5 GB, eats a few peasants, and goes back to sleep in its cave. If the player does not have 5GB to pay the dragon, they must receive it in concessions or the territory is considered Razed.

9 – Abomination – A blooded divine being attempts to sieze power in a random territory. It usurps the loyalty of the province and any units within. If left alone, It becomes an NPC regent of monstrous power.

10 – Its quiet.. to Quiet. - No event occurs this round.

The Shelly Rule – The luck game will also include and X-Factor game Piece.

We will call this character “Helen of Troy” for convenience. Each domain turn, The Helen character can remove 1 concession from a player at her discretion.

MetaGame 4 – Adventuring (Power)

An adventure spawns when several domain rulers are mandated by the desires and personalities of the dead gods to re-live their past adventures. They head off to the ancient ruins scattered about the world to recover artifacts of their past lives. The key to unlocking these relics lies in cooperation with the other rulers.

Adventures grant the regents who participate bonus XP. The NPCs in the world have a considerably slow advancement due to the fact they never adventure. (in order to ascend as an NPC, it would take approximitely 600 rounds (600,000 xp))

This is not the same as a random encounter and several types of bonus xp are awarded based on performance during the session.

Xp bonuses:

Never dropped below 1 hp – + 10% xp.

Received the most expensive magic item - +10%

Got the killing blow on the most powerful enemy - +10%

Each action violating alignment - -5%

Hopefully my typical gaming session will follow this template:

3pm-4:30pm – Resolve Mass warfare using the miniatures handbook rules.

4:30-5pm – Resolve Random encounter

5pm-6pm – GM checks players Domain resources

6pm-7pm – Domain Turns

7pm+ Adventuring

Territory Levels : 

Population- 

-1 Razed, 0 Wilderness, 1 Village, 2 Town, 3 County, 4 City, 5 Metropolis.

Loyalty -

-5 Demonified, -4 Loathed, -3 Reviled, -2 Hated, -1 Hostile, 0 Unfriendly, 1  Neutral , 2 Friendly, 3 Honored, 4 Exalted, 5 Deified

Defenses - 

1 Entrenched, 2 Palisade, 3 Stockade, 4 Fort, 5 Castle

Unit Levels: (up to 500pts)

Loyalty - -1 (Disbanded and lost) , 0 (Unusable), 1  Neutral , 2 Friendly, 3 Honored, 4 Exalted, 5 Deified

Character Creation

1 Bloodline. All players start with a bloodline of 10

2 Each player starts with 80 stat points. Min 6 max 18. 18's cost an additional point.

3 Starting positions, resources – There are several designated starting capitols on the map.  Each player rolls off and picks one. This Capitol starts at population level 2 , Loyalty 1, Defenses 1. Each player starts with 3 GB. And 100 points of troops.

4 Race – You may only pick Human, Elf, Halfling, Dwarf, Half-Orc. In accordance with Birthright.

FAQ : 

Leadership feat – This simply allows you to have the listed cohort as a free unit. This unit requires no upkeep. Casualties are replaced 3 full domain rounds after their death. It takes 12 domain rounds if the regent was actually at the battlefield where they died, or if he caused their death. (Through sacrifice etc.) For ease of play, you must pick 5points of troops per level of followers.

Unit rules:

Keep in mind commanders cost +20 pts. No more than 20% of the points of a single army may be in a single creature. There is no max on Army size. However, Massive armies require inordinate upkeep from the surrounding territories. If at any time an army's upkeep cost is greater that the revenue of the territory it is in and all adjacent friendly territories, it suffers -1 loyalty (to 1 500pt unit within the army) per round, cumulative, due to supply defecits. 

An army is any # of units. Loyalty scores and GB upkeep costs are 1GB per 500pts or part of 500pts. However the player may add all of his armies values together when paying upkeep.

The only exception to the 20% point cap  rule is Monstrous creatures and Adventuring parties.

A single monstrous creature counts as 1 unit for Loyalty costs (But not upkeep) even if its points exceed 500. A rider or mount for this type of unit may also be included if it is the attached commander.

A single adventuring party has no points cap.  A commander in an adventuring party may not command any other unit. The max single miniatures in an adventuring party is 6. Their upkeep is only 1GB per unit regardless of pts, but each member has their own loyalty value. Adventurers slain in combat can be rebought for the cost of 3GB per model. (the cost of a True Ressurection).

Undead and constructs do not have a loyalty value. This means they are immune to supply defecits and cannot be rebought without spending a domain action. Nor can they be blood sacrificed. These troops also do not incur war debt.

Additional points restrictions : 

1.The Minimum models per unit from the mini handbook must be used. 6/5/3 (S/M/L)

However, Single monsters with or without riders and adventuring parties can form their own units or be a part of 1.

2. The units of an empire must follow a pyramid buying scheme in terms of points. (Deployment of these units is up to the player however). Each  25 points (per model) constitutes another step in the pyramid. (Commander ability is discounted for this calculation).

Each step in the pyramid requires +1 the Models of the points bracket below it. One of any cost model may be purchased however. But the only purchases allowed therafter are the units to support it. The same goes for re-buying armies. Leadership troops are never counted within this pyramid.

See the Battleforce.doc page for full troop purchasing rules.

Special Terrain : 

Coastline – Any Defense level of 3+ and population level 1+ grants the owning player a Port. Increasing their Revenue by 1GB per turn for that territory. Also allows movement by use of Navies.

Forest – Allows a defending unit to withdraw from the territory without having to fight a battle. They are automatically places in an adjacent friendly territory at the beginning of next turn. If there is no adjacent friendly territory (Or one able to be moved through due to a concession), then the unit must engage in battle.

Mountains – Reduces upkeep costs of Forts and Castles within the territory by 1GB.

Marsh – Any units attacking into this terrain lose initiative to the defenders. Also, moving through Marshlands takes 2 rounds. 

Navies : Ships can be used to transport troops or to attack other ships on the sea.

Transport Vessel : 5GB , Upkeep 1GB , Allows the transport of 100 M size creatures.

Light Warship : 7GB, Upkeep 2GB, A light craft that can destroy other ships or blockade a port.

Heavy Warship : 10GB, Upkeep 3GB, Can transport 50 size M creatures, and blockade and attack other ships.

Aerial Defenses : Flying troops can move over enemy territories without concession unless the territory possesses flying troops also in that territory. If there are flying troops defending a territory, the defending player has the choice to reveal them and stop the advance of the opposing troops. If war has already been declared, then a battle is fought.

If war has not been declared, then the moving troops are placed back in the territory they flew in from and their movement is ended for the turn.

Garrisons – Any troops may be “garrisoned” during the upkeep phase. They may not move this turn, but they receive a cost reduction for upkeep. For each point of loyalty of the unit, the overall cost for their upkeep is as if they cost 10% points less. So that if you had 2 500pt units with loyalty 5 garrisoned in your capitol, they would only cost you 1GB to upkeep. 50% pt reduction on both units. 

D&D house rules for this campaign:

Spells: All spells from the PHB can be used. Also, any spells from a book that your character has class levels from may be used. Any other spells must be researched with a domain action, traded for, or acquired through adventuring. The cost to research a spell is the same as creating the scroll with the appropriate research magic item action. The DM reserves the right to Re-Write any spell outside the PHB to rebalance it. 

Rules outside the PHB: Feats, Prestige Classes, Weapons, Armor, Magic items. May all be researched using domain actions.

For Prestige Classes – You must use the Populate (Creating a small sect within the population of the specified Pclass) Domain action with an additional cost of +5GB.

For a Feat – You must use the Hire Troops Action, Spending 1GB and 1 Regency on a special cadre of people skilled at the feat in question. You may immediately learn the feat upon obtaining your next level. Feats taken at level 1 do not need to be be researched in this manner.

For Armor or Weapons – You use the Fortify action, but use the resources to have the blacksmiths develop new weaponry. 1GB, no regency cost.

Death – Is at -CON hps. And happens 1 round later on the same initiative count. Killing blows are counted as the blow which brought the target to -Con or below. No killing blow is scored if the target bleeds to death. 

Undead – Mindless undead receive : Lifesense 60”. All self-willed undead gain their charisma bonus to fortitude saving throws.

Outsiders – When purchased start at Loyalty 5. They lose 1 loyalty per round until they disband and return to their home plane. Their loyalty can be increased as normal.

Saves and BaB – Will be calculated using fractional values per level. 

Condition : Dismembered – If you are reduced to negative your (HP+CON) you are paralyzed and unconscious. Even if another effect would prevent this.

The Quicken Spell feat is changed to : Allows a spell to be cast ten times quicker. For spells that cast in a standard action, this makes them a Quickened Action. For spells that take 1 minute, this makes them take 1 Standard action. For 10 minute spells, it would take 1 minute to cast. This feat can be applied multiple times to the same spell to Turn it into a Quickened Action. (You could presumably apply it 3x to a True Ressurection to make it Quickened, but that would make it a 21st level spell).

Artifacts and Items to Watch for:

Bloodsteel weapons (Material, not magical)– These weapons can transfer +1d6 additional Bloodline on a killing blow. However, they are destroyed if they transfer bloodline in this manner.

The Sword of the One True King – This legendary +6 GreatSword of Abomination Slaying (+4d6 dmg against Abominations)  is made of Bloodsteel and it not destroyed upon transfering bloodline. This Sword transfers +2d4 bloodline on a killing blow.

Bloodsteel Armor – For a +5 enchantment on Armor forged from Bloodsteel, The armor can block all bloodline from being tranferred on a killing blow. Due to the high cost, and the very little benefit (Except to one's successor), It is unlikely this has ever been crafted.

Epic Rules:

We will not be using Epic Feats. Though, Epic skill checks will be availiable.

There are plenty of non-Epic feats in the many supplements that may be researched.

Progression continues in a linear manner after 20. Saves, BaB, etc. 

Epic bonuses from class abilities continue to improve. (DR for Barbarians for instance).

Spellcasting for Bards and Assassins etc, continue into higher level spells using their normal progression strata.

Other spellcasting classes that have 9th level spells below level 20, gain 1 spell slot every Odd # level. This spell slot is considered level 10, 11, 12, 13, 14. These spells must be normal 1-9 lvl spells with metamagic feats applied normally.

Abominations, Demon lords, Epic Dragons, Gods – These creatures can grant bloodline in excess of even slaying a regent. And possibly to more than just the one who dealt the killing blow. In the ancient war of the Gods, many were blooded even if they did not slay the gods directly themselves. (Expect to see some bonus bloodline when the encounters break into the epic ECL range.)

