
SESSION 0

SEPTEMBER 2025

Discord:

AlanC#4219



GAME DAY/TIME

I will run game sessions each 

Wednesday starting on October 1st. 

Note that Session 0 is on 

September 24th starting at 9am. 

Each session is approximately 3-4 

hours from 9am – 12pm / 1pm. 

(Pacific Standard Time/Vancouver).



SESSION CANCELLATION

A session will be cancelled if I can't make on game day 

as indicated on Discord each Tuesday by 9pm PST, or if 

less than 3 players confirm by that time. 

On game day, if someone is late, I will only wait 10 

minutes before starting gameplay.



3-5 PLAYERS

If 3-5 players confirm attendance, the game 

session will take place as scheduled.

If a player is absent, then their character 

will be played by another designated player 

or be inactive & with the party.





SETTING

The setting is the 

World of Greyhawk. 

(Homestyle) 





564 CY

Treasure & Slaves from the south arrived 

in the Flanaess. 

Re: “Races,” all Greyhawk species are 

applicable. Multiple sources contain the 

blueprints to each.

This is the year you all met at a mutual friend’s 

wedding. At the time, you got to know each 

other’s weaknesses and strengths. 



Classic D&D: The Flanaess

Based on the Greyhawk setting, 
create a backstory that led you to one 
location in 568 CY: Voldrun, in the 
Principality of Ulek; a few paragraphs 
will suffice. If necessary, refer to Anna 
Meyer's maps of Oerth as found 
online (greyhawkonline.com).

https://greyhawkonline.com/ghmaps/


Voldrun → Gryrax



COMPLETE YOUR BACKSTORY

➢ How did your character become an adventurer?

➢ What are your parents like and are they still alive?

➢ Do you have any brothers, sisters, sons or daughters?

➢ Do you have a wife? / Husband?

➢ Any allies? Enemies? … Associated organizations?

Some of you may have long stretched out backstories due to 

your age. Akin to a 2nd career, adjust things accordingly.





ADVENTURES AT SEA

All of you began adventuring in 568 CY. Like your 

mutual friend, you headed out to sea.

How old are each of you? Commence character 

creation in D&D Beyond. In D&D Beyond, you will 

incorporate a backstory into your planned character. 

What Greyhawk race do you have in mind?



“BARRIER IN THE AZURE”

In 564 CY, a group of sailors discovered a mysterious circular barrier in the 

Azure Sea, north of the Olman Islands. Many speculated that it was somehow 

controlled from the Amedio Jungle, but the western side of the barrier was too 

distant to confirm. Over the next six years, numerous attempts were made to 

cross the barrier, but many who tried never returned.



“BARRIER IN THE AZURE”

The barrier was deemed a peril to all who encountered it, with high winds often 

tearing ships apart. Survivors who made it to Fort Easthook reported that the 

inner seas were home to Krakens and other monsters. As a result, many 

sailors refused to venture into the heart of the Azure Sea. Despite the danger, 

however, some sailors persisted and managed to return with treasures. 

Who would be crazy enough to risk such a journey southward in 568 CY?

Answer: Your Mutual Friend, Jarvis.





“INDIANA JONES”

In April 568 CY, your friend Jarvik, who fancied 

himself the “Indiana Jones” of the Flanaess, 

invited you to join him on an expedition to Fort 

Easthook, located on the outer edges of the 

world. He promised untold riches and fame and 

made sure you were well-prepared for a journey 

into the Amedio Jungle upon your arrival.



THE TEMPLE

Through a message sent 

from Fort Easthook, Jarvik 

told you of a large temple 

entrance he had discovered, 

claiming there was gold 

inside. He urged you to join 

him quickly before anyone 
else found it. (Photo: Petra)



VOLDRUN

In April 568 CY, you all traveled to 

Voldrun, where Barliman Azimar, an 

associate of Jarvik, further convinced 

you of the treasures waiting near Fort 

Easthook. Jarvik’s promise of wealth 

& adventure enticed you to head 

southward inland and descend into 

the newly discovered temple.



BARLIMAN AZIMAR

Aware of the dangers ahead, you knew Jarvik’s proposed journey wouldn't be easy. 

He advised, "In Voldrun, seek out Barliman Azimar for funding and advice."





HOOK PENINSULA

Fort Easthook, located in the Hook Peninsula, 

was not a common destination due to the harsh 

conditions of the Amedio Jungle. However, the 

allure of adventure and Jarvik’s promises led you 

to follow in his footsteps. After traveling south via 

Gryrax, you were eager to prove yourselves.



HOOK PENINSULA





A PLACE OF MYSTERY

The Amedio Jungle remained shrouded in 

mystery to most of the Flanaess. Only after the 

Matreyus expedition in 560 CY did people begin 

to learn about the jungle’s secrets, thanks to the 

detailed notes and artifacts brought back.





CHARACTER CREATION

Your character needs to be compatible with Greyhawk and 
(D&D) high magic orientated worlds. Take a look at the 

classes available in the Player's Handbook. With respect to 
Character Creation, when determining abilities, roll 4d6, 
drop the lowest die roll, and select the order you wish to 

proceed with when you begin using D&D Beyond. Your 
character should start at level 1, with 9-16 more HP than 
normal (1d8 + 8). It has been suggested that many of the 

monsters in the Monster Manual deliver 40% more damage.

https://www.youtube.com/watch?v=Yq88oM2Cfy8
https://www.wargamer.com/dnd/physicist-shows-2025-dnd-monsters-more-damage


RECORD SHEET

1. The attribute method is 4d6 for each stat, subtracting the lowest roll.

2. With respect to character creation, select the order of abilities that you 

wish to proceed with.

3. Language, Desired Alignment, Physical and Personal Characteristics

4. Do you have a backpack? Personal items and stuff related to backstory.

Make use of D&D Beyond to start / continue the character creation process.



CREATE A CLASS

Level = 1, Adjusted HP = [9-16 HP] + Class HP

Class Features, Spells … Background



STARTING CASH



EQUIPMENT

1. Re: equipment, refer to the Player’s 

Handbook.

2. How did you learn the skills of your 

class? 

3. What sets you apart from ordinary 

people who share your background?

4. Decide what your proficiencies are. 

Each background gives a character  

     proficiency in two skills as described in 

chapter 7 of the Player’s Handbook

5. Skills are also described in chapter 7.





DIGITAL DEVICES ETC.

I allow them, but if you get a call, I ask that you 

silence any sound coming from your PC. Let me 

know if you need to break away.

If a player is constantly delaying the game because 

they are NOT paying attention, the game will be 

paused until they are once again pay attention to

what is going on.



TOPICS

Prejudice / Bias - Do Elves hate Dwarves?, if so 

why? Perhaps all the demi-human races view the 

goblinoid races with disdain.

Romance / Flirtation - Are you OK with having 

other characters flirting with your own character? 

Are you OK with character romances?



TOPICS

Dialogue During Combat - Do you like dramatic 

moments of roleplay alongside any fights? Is your 

character talkative? Is your character charismatic?

Concerns / Red Lines - Re: gameplay, what are your 

concerns and red lines. You might be fine with anything 

but sexual violence and romance, but you might not be 

able to cope with torture.



TOPICS

Safety Word - What can players do to indicate 

that something is not OK for them? I may not be 

able to see you.

Disruptive topics - Real-life topics like religion, 

politics, porn, or sex should be avoided at the 

table. The same applies to sports.



TOPICS

Are there any other topics that are disruptive? 
If necessary,  you can arrive a 1/4 hour early 
so that they can do a bit of socializing before 
the 3 hr session.





“RULES” & DIE ROLLS

Rules debates: As a DM, I allow a 5-minute break to handle 

any rules debates. The game will pause to look up any rules. 

If it goes longer than that, I will make a quick ruling to keep 

game flow & then look the rule up later.

Unannounced dice rolls: If a player makes a dice-roll 

without saying anything, they will be asked to re-roll. Only 

dice-rolls are allowed to be made when prompted. We will 

use the tables on the next three slides.









D&D BEYOND

Note that all characters will be created online using D&D 
Beyond. Unless a live die roll is requested, all die rolls will be 
sent to the VTT with Beyond20.

To me, keeping the storyline moving is important. As well, ignore 
CR. Characters should be smart enough to run away from things. 

Note: The campaign is sandbox-based with a fleshed-out storyline, 

history, and applicable NPCs. There is an initial railroad leading 

into the main part of the campaign (October).

https://www.dndbeyond.com/forums/d-d-beyond-general/general-discussion/38455-beyond20-integrating-d-d-beyond-with-roll20


HOUSE RULES

• Whenever you drop to 0 hp, you become unconscious.

• If you reach 0 hp, others can take immediate action to 

prevent further loss. 

• Once a character reaches -10 hp, they immediately lose 

1pt of CON permanently.

• In my game there are no saving throws & once you 

reach -10 hp, you die.



RESTING

A long rest always starts with a short rest. You can recover hp naturally or 

through a healer.

• Short Rest = 1 hour. // Long Rest = Minimum of 6 hours of sleep and 2 

hours of light activity, such as reading, talking, eating, or standing watch. 

For a “healer”, healing someone is light activity.

• Giving long-term care counts as light activity for the healer. You cannot 

give long-term care to yourself. Long Term Care requires a DC 15 heal 

check and a healers kit.



NATURAL HEALING

With a full night's rest (8 hours of sleep or more), you recover 1 

hit point per character level. Any significant interruption during 

your rest prevents you from healing that night. If you undergo 

complete bed rest for an entire day & night, you recover twice 

your character level in hit points.

You can only do an 8+ hour sleep once per day, and further 

sleeps don't count as extra. So if you sleep 8 hours or more up to 

23.9 hours (combined) in a day, you still only recover 1 HP. It's 

only if you rest for all 24 hours that you would get 2 HP.



NATURAL HEALING

You can only sleep once in a single 24-hour period. Even if you 

just engage in some light activity, such as reading or cooking 

dinner, you’ll get the full 2 hp.

You can recover more hitpoints if someone is using the heal skill on 

you: Providing long-term care means treating a wounded person for a 

day or more. If your Heal check is successful, the patient recovers hit 

points or ability score points (lost to ability damage) at twice the 

normal rate: 2 hit points per level for a full 8 hours of rest in a day, or 

4 hit points per level for each full day of complete rest.





BAILEYWIKI

For online game purposes, I am making use of Baileywiki maps. 

This allows for continuous online gameplay as shown on YouTube.

https://www.patreon.com/baileywiki
https://www.youtube.com/watch?v=_EIRZGwsS_g&list=PLbNUuLLqMgaCrSHbwPMdr-FB42NTvTbPi



	Slide 1: SESSION 0
	Slide 2: GAME DAY/TIME
	Slide 3: Session cancellation
	Slide 4: 3-5 Players
	Slide 5
	Slide 6: setting
	Slide 7
	Slide 8: 564 CY
	Slide 9
	Slide 10
	Slide 11: COMPLETE YOUR backstory
	Slide 12
	Slide 13: Adventures at sea
	Slide 14: “Barrier in the Azure”
	Slide 15: “Barrier in the Azure”
	Slide 16
	Slide 17: “Indiana jones”
	Slide 18: THE TEMPLE
	Slide 19: voldrun
	Slide 20: Barliman azimar
	Slide 21
	Slide 22:  HOOK PENINSULA
	Slide 23: HOOK PENINSULA
	Slide 24
	Slide 25: A place of mystery
	Slide 26
	Slide 27: CHARACTER CREATION
	Slide 28: Record sheet
	Slide 29: Create a class
	Slide 30: STARTING CASH
	Slide 31: EQUIPMENT
	Slide 32
	Slide 33: Digital devices etc.
	Slide 34: topics
	Slide 35: topics
	Slide 36: topics
	Slide 37: topics
	Slide 38
	Slide 39: “RULES” & Die roLLS
	Slide 40
	Slide 41
	Slide 42
	Slide 43: D&d beyond
	Slide 44: HOUSE RULEs
	Slide 45: Resting
	Slide 46: NATURAL HEALING
	Slide 47: NATURAL HEALING
	Slide 48
	Slide 49: BAILEYWIKI
	Slide 50

