Edna’s 13th Age 2e Full Release Game v2

Why 13th Age 2e?

When setting up this campaign, the system criteria that | was looking for (and that, to a certain degree, my players were looking for) were as follows:
* No external apps or programs necessary. (In other words, anything grid-based is right out.)

* Exceptionally larger-than-life scaling, wherein high-level PCs are vastly more powerful than low-level PCs, especially numerically. None of this “And now |
spend some hard-earned XP to gain +1 to a single dice pool!” business.

* Very fast PC progression supported by default.

« Gradually unlocking higher-level abilities. | find earning abilities reserved for higher-level characters to be fulfilling.

* Rapid noncombat skill progression baked in, no hoop-jumping required.

* Decently internally balanced PC options, such that no one PC type is flat-out better than others, especially at higher levels.

* A reasonable amount of tactical, positioning-based combat, despite the lack of external apps or programs.

* Tactically challenging, tense fights.

* A reasonably large bestiary to pull enemies from. Somewhere around 120+ to 140+ unique statistics blocks at bare minimum, all ready-to-go.

* Actual encounter-building budget guidelines and “point costs.”

The full release version of 13th Age 2e seems like an okay fit. Not a 100% perfect fit, but | genuinely think it is my best option.

Index

Campaign v1
« Campaign v1 main game document (all before soft reboot, so much of the details here have been deprecated)

* Anagolic, sorcerer, v1, level 1; Nelly, Vestments cleric, level 1

*» Anagolic, sorcerer, v1, level 2; Nelly, Vestments cleric, level 2
* Level 1, Battle #1: Elves in the Woods (all enemies wiped out at escalation die 1)

« Level 1, Battle #2: Graves of the Fallen (all enemies wiped out at escalation die 1)
* Level 1, Battle #3: Elf-Haunted Woods (all enemies wiped out at escalation die 2)
« Level 1, Battle #4: Heart of the Dungeon (all enemies wiped out at escalation die 2, probably could have ended earlier with more judicious tactics)

Reflavoring

As a very important note, the enemy names and statistics blocks in the sheets below represent the adversaries before any reflavoring. The party never fought
any “goblin scum,” “goblin sorcerers,” “giant scorpions,” or “death cult neophytes” in-universe at any point, for example.

nu

Confused about the power levels here? See the bottommost section.

Campaign v2

» Campaign v2 main game document

» Anagolic, sorcerer, v2, level 2; Marai, Vestments cleric, level 2

* Anagolic, sorcerer, level 3; Marai, Vestments cleric, level 3
* Before the final battle of this level, the cleric trades in mystic initiative for highborn teleport.

* Anagolic, sorcerer, level 4; Marai, Vestments cleric, level 4
* At the start of this level, the sorcerer trades in Undead Remnant Heritage for Imperial Heritage, and Further Backgrounding for Ritual Casting.
* At the start of this level, the sorcerer’s magic items are traded in for an adventurer-tier steady wand and adventurer-tier eagle mask, while the cleric’s
magic items are traded in for an adventurer-tier dodging doom symbol and an adventurer-tier helm of the undaunted hero.

* Anagolic, sorcerer, level 5; Marai, Vestments cleric, level 5
* Before the final battle of this level, the cleric trades in highborn teleport for rugged. This was allowed back at level 3; might as well do this again.

* Anagolic, sorcerer, level 6; Marai, Vestments cleric, level 6

* Anagolic, sorcerer, level 7; Marai, Vestments cleric, level 7

* Anagolic, sorcerer, level 8; Marai, Vestments cleric, level 8

* Anagolic, sorcerer, level 9; Marai, Vestments cleric, level 9

* Anagolic, sorcerer, level 10, arc 1; Marai, Vestments cleric, level 10, arc 1

* Anagolic, sorcerer, level 10, arc 2; Marai, Vestments cleric, level 10, arc 2

* Anagolic, sorcerer, level 10, arc 3; Marai, Vestments cleric, level 10, arc 3

« Level 2, Battle #1: Hellhole in the Cathedral (all enemies wiped out at escalation die 6)

« Level 2, Battle #2: Flying Realm (all enemies wiped out at escalation die 2)

* Level 2, Battle #3: Living Dungeon (all enemies wiped out at escalation die 1)

« Level 3, Battle #4: Frost Range (all enemies wiped out at escalation die 4)

« Level 3, Battle #5: New Port (all enemies wiped out at escalation die 4)

« Level 3, Battle #6: Shadow Port (all enemies wiped out at escalation die 6“+3,” or in other words, round #10)

« Level 4, Battle #7: Koru Behemoth (PCs lose all hope for a win at escalation die 0), mulligan (all enemies wiped out at ED 2), trial (PCs secure win at ED 1)

« Level 4, Battle #8: Hellhole in the Court (all enemies wiped out at escalation die 3), trial

* Level 4, Battle #9: The Necropolis (all enemies wiped out at escalation die 4), trial

« Level 5, Battle #10: The Sea Wall (all enemies wiped out at escalation die 6“+1,” or in other words, round #8)

 Level 5, Battle #11: Drakkenhall, trial

* Level 5, Battle #12: Crab God Island, trial

* Level 6, Battle #13:, trial #1, trial #2, trial #3

* Level 6, Battle #14:, trial #1, trial #2, trial #3

* Level 6, Battle #15:, trial #1, trial #2, trial #3
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* Level 7, Battle #16:, trial #1, trial #2, trial #3
* Level 7, Battle #17:, trial #1, trial #2, trial #3
* Level 7, Battle #18:, trial #1, trial #2, trial #3
* Level 8, Battle #19:, trial #1, trial #2, trial #3
* Level 8, Battle #20:, trial #1, trial #2, trial #3
* Level 8, Battle #21:, trial #1, trial #2, trial #3
* Level 9, Battle #22:, trial #1, trial #2, trial #3
* Level 9, Battle #23:, trial #1, trial #2, trial #3
* Level 9, Battle #24:, trial #1, trial #2, trial #3
 Level 10, Arc 1, Battle #25:, trial #1, trial #2, trial #3
» Level 10, Arc 1, Battle #26:, trial #1, trial #2, trial #3
 Level 10, Arc 1 Battle #27:, trial #1, trial #2, trial #3
» Level 10, Arc 2, Battle #28:, trial #1, trial #2, trial #3
 Level 10, Arc 2, Battle #29:, trial #1, trial #2, trial #3
 Level 10, Arc 2 Battle #30:, trial #1, trial #2, trial #3
 Level 10, Arc 3, Battle #31:, trial #1, trial #2, trial #3
» Level 10, Arc 3, Battle #32:, trial #1, trial #2, trial #3
* Level 10, Arc 3 Battle #33:, trial #1, trial #2, trial #3

What Is This?

* An episodic, two-PC game of 13th Age 2e that the GM reserves the right to end at any moment, once the GM feels that the game has lost its hype and worn
out its welcome.

» We will start off at 2nd level. Every three battles gives the PCs a level, unless they are already at 10th level. The GM has planned out 33 battles, which, once
completed, should leave the PCs at 10th level with three incremental advances. From there, we will decide whether or not we want to continue the game.

* We are using the default setting, the Dragon Empire.

* The tone is heroic and larger-than-life. There will be some dark subject matter here and there, but it will not be a front-and-center motif.

* One PC’s One Unique Thing should be centered around alchemy or medicine, such as “I craft the strongest potions and other alchemical substances of all
time (note: strongest does not mean lacking in side effects).”

* Another PC’s One Unique Thing should be teleportation-oriented, like “I can teleport anywhere in the world, bringing along a single good friend whom | know
very well. However, this takes several minutes of concentration and the telepathic approval of both the Priestess and the God of Light. While the arrival point is
always in a safe spot, it is not particularly precise, and certainly better for long-distance travel than for local infiltration.”

* Since this is an episodic game with no real overarching villain, it would likely be best for the PCs’ icon relationships to focus on positives and conflicteds,
rather than negatives.

Leniency

* The GM will be extraordinarily generous with allowing backgrounds to be applicable to skill checks. Two +4 backgrounds are highly recommended.
+ Anything reasonably under the purview of the character’s One Unique Thing simply does not take a skill check to accomplish.

Mechanics (e.q. House Rules)

* 2nd-level character creation, with standard 17+2, 15+2, 14, 13, 12, 10 for ability scores, and a 100 gp loadout per arc.

* Full mechanical transparency applies. The PCs and their players simply know the enemy statistics at hand, but the enemies likewise know PC statistics and
can choose targets accordingly.

* The variant rule from the Heroes’ Handbook, p. 199, and the Gamemaster’s Guide, p. 215, is in play, except that it is not as crude as simply giving bards and
sorcerers a free noncombat feat. Instead, all characters can choose from either Further Backgrounding or Ritual Casting as a bonus feat. Note, however, that
skill checks and the necessity of rituals will be rather rare in this game.

* The delaying and readying rules in the Heroes’ Handbook, pp. 291-292, are available. However, readying an action cannot be used to cheat the duration of
powers and spells such as cause fear.

* The following variant rule from the Gamemaster’s Guide, p. 215, is in play: “Ties on initiative don't go to the monsters, they go to the highest Initiative bonus.”
* The following variant rule from the Gamemaster’s Guide, p. 215, is in play: “Some fair-minded GMs give heroes a +2 bonus on spell and power recharge rolls
during 3 battle arcs.”

* No combat-related pre-buffing is allowed. It just does not work.

* The core rules allow a choice between rolling damage and recoveries or simply taking the average. Here, we will be generous. Whenever someone rolls for
damage or for recoveries, they can either roll, or take the average, rounded up.

Executive Decision on Targeting Rolls

After the second battle of this campaign, it is clear that the single most important determinator for whether a combat turns out to be very easy or very hard is
how well the sorcerer rolls on their one targeting roll. The GM finds this degree of unpredictability to be unacceptable. Thus, the following policy is in place:

» Starting on the second arc of this campaign, if a combatant could theoretically catch a power or spell's maximum number of targets, then the combatant
can elect to settle for an averaged version of the targeting roll, as follows:

* 1d3 becomes 2.

* 1d3+1 becomes 3.

* 1d4 becomes 1d2+1.

* 1d4+1 becomes 1d2+2.

* And so on.
* For example, in order to avail of this averaging on a color spray, the combatant must be able to theoretically target 4 nearby enemies in a group.



Executive Decision on Icon Connections

This is not the first time we have played 73th Age 2e together: no, far from it. We have seen the “one player rolls two (or three!) icon connections, other player
rolls only duds and has to settle for an automatically twisted connection” incident happen one too many times. It has happened yet again at the start of the
second arc. The GM is absolutely sick and tired of this disparity by this point, and is thus implementing the following policy:

« At the start of the second arc, since one player has rolled two connections while the other player has rolled only duds, both players simply get any two
connections of their choice. These roll for twists normally.
« Starting on the third arc onwards, no player ever rolls for connections at the start of an arc. Instead, each player simply gets one automatically untwisted
connection with any one icon they have a relationship with. This automatically untwisted connection cannot be used during combat.

* The adventurer-tier Improved Connections feat works normally, rolling its twist as normal. It can be used for a combat connection.

* The champion-tier Improved Connections feat is unavailable in this game.

Positioning

The core rules essentially say, “Hey, GM, eyeball positioning. That is, you figure out who is nearby, who is far away, and so on.”

So | say, “Okay, here is my personal guideline for eyeballing positioning.”

The RAW guidelines for movement and positioning are very, very loose: practically just “eyeball it.”

The GM (Edna, in this case), finds it very difficult to make on-the-fly rulings on movement and positioning. Thus, to aid the GM in visualizing and making rulings
on movement and positioning, the GM implements a guideline of a 1x4 grid of battlefield zones. The grid is 1x4 because the GM discussed a variety of other
configurations with an experienced consultant (Exocist, in this case), such as 1x3, 1x4, 1x6, 3x4, and 5x4, and they ultimately settled on 1x4 as the

permutation that struck the most favorable balance between simplicity and tactical depth.

The purpose of this guideline is to cleave as closely as possible to the baseline rules on movement and positioning, such as “far away” being anywhere on the
battlefield yet engageable in two moves, while still providing enough structure to suit the GM’s needs.

Combats are run via a Discord text channel, a Discord dicebot, and a Google Document. Any given battle takes place in a one-dimensional line across four
zones: #1, #2, #3, and #4. Two zones are nearby if they are adjacent; otherwise, they are far away.

All combats, unless otherwise noted, use the default opening (Gamemaster’s Guide, p. 50). The party starts in zone #2, and enemies start in zone #3.
Sometimes, this is different. For example, if a wizard, a ranger, and a paladin are battling a blocker and two casters, then the starting positioning might look
like this:

wizard, ranger, paladin blocker caster A, caster B

The order in which combatants are listed is a direct indication of their proximity to one another. Combatants in the same zone are considered close enough to
touch one another, while combatants in separate zones are never considered next to one another. Whenever a mechanic would check for “nearest,” and there
is a tie, the user of the mechanic can choose.

Additionally, parentheses are used to indicate engagements. For example, if the blocker is first in initiative, and the blocker attempts to engage the wizard, only
to be intercepted by the ranger, then the positioning turns into this:

Zone #1 Zone #2 Zone #3 Zone #4

wizard, (ranger, blocker), paladin caster A, caster B

There is no limit to the number of creatures in a single engagement. In a way, engagements are abstractions of shifting melees, not literal adjacency.

A successful disengage causes the combatant to appear on the nearest edge of the prior engagement. If there is a tie, they appear on either side: their choice.
They can then move as normal.

As per the rules for “dicey moves” and “pushing it” (Heroes’ Handbook, p. 297), a PC can use a single move action to move far away by succeeding on a
Strength- or Dexterity-based (player’s choice) skill check with a normal DC for clear terrain (or if the PC has flight), a hard DC for awkward terrain, or a
ridiculously hard DC for truly troublesome terrain, as appropriate for the environment'’s tier. An NPC or monster instead makes an easy, medium, or hard saving

throw. Failure cancels the entire attempted movement.

For example, if the paladin acts next in initiative, and succeeds on a dicey move, then the paladin could engage one of the casters:

Zone #1 Zone #2 Zone #3 Zone #4



wizard, (ranger, blocker) (paladin, caster A), caster B

If a creature is capable of moving while dragging a grabbed opponent, at the end of the movement, the grabber places the grabbed enemy either immediately
to the grabber’s left or immediately to the grabber’s right: their choice.

Aesthetics

* Cute anime girls.
* Most of the Dragon Empire is European high fantasy.

* New Port is more steampunk and Teslapunk. Shadow Port is 1920s-ish, in the vein of New Capenna. The Koru behemoth clans are loosely Slavic.
» East Asian aesthetics are associated with the distant, eastern continent known to Wizard-King-era records as Misarkan. The Dragon Empire has had
absolutely minimal contact with it due to the accursed Iron Sea in the way.
* Dwarves look like draphs, with horns and such.
* Elves have animal ears and animal tails. The traditional knife-eared look is, as a general rule, reserved for half-elves.

Devils and Angels

* Fey, as entities independent from elves, simply do not exist in this specific version of the Dragon Empire. “Fey” is an adjective and a noun used to describe
someone or something with a very strong bond to the EIf Queen, above and beyond the average elf.

* The word “devil” is unknown in the Dragon Empire, except as a metaphor (e.g. “You devil, you”) unrelated to demons.

* According to the Priestess, angels exist. According to her, anyway.

The God of Light

* There is only one God of Light. Mainstream doctrine holds that he manifests as seven aspects: red, orange, yellow, green, blue, indigo, and violet.

* Supposedly, yellow is His most fundamental, most commonly manifesting aspect. It is often referred to as “gold,” as in the Great Gold Wyrm.

* The color white represents the God of Light as a whole.

* The church of the God of Light is divided into six branches: red (the martial arm), orange (the overall leadership, inasmuch as orange represents three out of
five of the metallic dragon types), green, blue, indigo, and violet. They all share yellow as a color, as it represents His most fundamental, most commonly
manifesting aspect.

» Some theologians theorize that the God of Light actually has millions of different aspects: 16,777,216, by one count. This is considered profoundly
controversial, and borderline heresy, so naturally, it gets debated somewhere in the Cathedral practically every day.

* Prisms and other refractors of light are sacred to the church.

The Icons

* Eleven icons. It took the combined might of eleven icons—the Archmage, the Crusader, the Diabolist, the Dwarf King, the EIf Queen, the Emperor, the High
Druid, the Lich King, the Priestess, the Prince of Shadows, and the Three—to fell the existential threat that was the Orc Lord. Technically, it was sixteen,
counting each of the Three plus the elf-enslaved Green, the lich-reanimated White, and the usually Drakkenhall-bound Silver.

* Fortunately, the only icon whom the Orc Lord managed to slay was the Lich King, also known as the old Wizard King. Unfortunately, he is currently
regenerating in his phylactery in the Necropolis.

« All this happened just a few-weeks retcon: day before the very start of the campaign.

Dwarf King Out of Focus

The Dwarf King will almost certainly be kept out of focus throughout most of the game.

The Diabolist of the 13th Age
* The Diabolist of the 13th Age is the Diabolist of the 13th Age. She is not the first Diabolist, nor is she the Diabolist of the 12th Age, who gave up his life to
craft and unleash a super-plague that devastated all of the Dragon Empire.

* The Diabolist of the 13th Age is, without a doubt, the most morally and ethically upstanding Diabolist on record. Unfortunately, the negatives she inflicts upon
the continent are significantly more than the positives she brings about, and so she is nevertheless categorized as a villainous icon.

* The Diabolist of the 13th Age represents and champions two ideals:

« Firstly, the Diabolist of the 13th Age espouses Abyssal energy and demonology as a rapidly attainable source of personal power. They do not require
the good fortune of developing sorcery, the hard work and diligence necessary for wizardry, or the icky trappings of the Lich King and necromancy.

« Secondly, the Diabolist of the 13th Age promotes the loosening of inhibitions and taboos. She earnestly believes that people hold themselves back
and stifle their personal development and self-actualization by shackling themselves to societal norms and customs. Allegedly, the Dragon Empire
would be a far better place if everyone were to just go mask off, be true to themselves, and do what they really want to do. (The Priestess calls this an
excuse to be a big meanie. She avers that there is no such thing as a “true self," let alone what someone “really wants to do,” and that everyone simply
acts according to situation and context. Crucially, however, the Priestess urges everyone to be as beneficent and as selfless in as many situations and
contexts as possible.)

* The Diabolist of the 13th Age does not specifically try to foment chaos and misfortune, nor does she expressly aim to sow the downfall of the Dragon
Empire. If these things happen as a result of the Diabolist doing whatever she wants to do, then so be it.



https://en.wikipedia.org/wiki/Web_colors

* The Diabolist of the 13th Age will virtually never fight to defend a hellhole. They make good sources of Abyssal energy and demonological magic, but there is
always another hellhole. The Abyss, though, that she will fight to defend, if ever something threatens to close it. There is only one Abyss, and it is her golden
goose.

* The Diabolist of the 13th Age claims that she does not serve the Abyss and its lords. Rather, the Diabolist makes them serve her... as the occasion arises,
anyway.

The Archmage’s Seven Wards

* The Archmage’s seven wards teleport around the Dragon Empire every several days, unpredictably and asynchronously. Generally, only people close to the
Archmage, the Priestess, or both are entrusted with knowledge of the wards’ locations at any given moment.

» The wards have no sophont defenders. They are protected purely by automated, incorruptible systems.
* The Archmage’s ward against infertility randomly teleports near major agricultural communities. It is currently located in the city of New Port.

* The Archmage’s ward against the Stormmaker randomly teleports to spots along the coastline of the Midland Sea. It is currently located in the city of
Shadow Port.

» The Archmage’s ward against the Iron Sea randomly teleports to spots along the coastline of, unsurprisingly, the Iron Sea. It is currently located along the Sea
Wall.

* The Archmage’s ward against hellhole formation can randomly appear anywhere. It is currently located in the EIf Queen's Court of Stars.

* The Archmage’s ward against the serpent people's curse of misfortune and ruin randomly teleports to land near Fairwind Sound. It is currently located along
the eastern coast of the Bitterwood.

* The Archmage's ward against whatever "the chaos below" is can randomly appear anywhere. Its whereabouts are currently unknown.

* The Archmage’s ward against natural disasters randomly teleports to spots near active volcanoes. Its precise whereabouts are currently unknown.

Starting Premise

It is early spring. You two, yes, you two, are near-icons who fought the Orc Lord alongside the icons in the Frost Range, and are personally familiar with every
single one of them.

For the past several hours, you have been addressing a crisis over in Santa Cora. A hellhole has manifested right in the middle of the 235th floor of the
Cathedral (so in other words, still just the base of the spire), and demons are swarming across the sacred structure in all directions! You are nowhere as strong
as you used to be, but neither are the Crusader and the Priestess, and they are personally battling demons right here and now! Are you really going to let those
two icons and their respective armies upstage you? The Great Gold Wyrm is here, too, in the form of his shadow, the grandmaster of the Golden Order.

Come to think of it, one of the Archmage’s seven wards is specifically supposed to prevent a catastrophe like this, right? The ward against infertility, the ward
against natural disasters, the ward against the Stormmaker, the ward against the Iron Sea, the ward against the serpent people’s curse of misfortune and ruin,
the ward against whatever “the chaos below” is, and... ah, right, the ward against hellhole formation! Well, maybe that last ward is already doing the best it can
again Abyssal incursions, and the real problem is the Great Gold Wyrm finally growing faint after all these centuries...

Campaign Outline

* Levels 2 to 6: Curing the Great Gold Wyrm.

* Level 7: Breaking long-standing dooms.

* Level 8: Breaking new dooms.

* Levels 9, 10, and 10+: New worlds.

* Level 10++: Messianic return to the Dragon Empire.
* Level 10+++: Wrap up loose ends. Optional.

Strange Power Levels

* The PCs have been, in-universe, “5th level” since the start of the campaign. That is, they have been tackling combat and noncombat challenges suitable for
Sth-level PCs, despite using the mechanics of adventurer-tier PCs.
* Even then, “Sth level” in this campaign means something very different compared to conventional campaigns.

* Level “2" (5, In-Universe), Battle #1: Hellhole in the Cathedral: The party did not fight seven hell beetles. Instead, they battled seven miniature devastation
beetles, each as deadly as a marilith (each normally 12th-level double-strength in a conventional campaign) despite being merely wolf-sized.

* Level “2" (5, In-Universe), Battle #2: Flying Realm: The party did not fight five elemental initiates and a hobgoblin warrior. Rather, they battled the six most
personally powerful human servants of a foreign god of destruction.

* Level “2" (5, In-Universe), Battle #3: Living Dungeon: The party did not fight two corrupt warriors. Instead, they battled a full-fledged valkyrie and a great
einherji: divine entities along the lines of D&D 3.0 Deities & Demigods einherjar and valkyries.

* Level “3” (5, In-Universe), Battle #4: Frost Range: The party did not fight five orc warriors and an orc blood shrieker. Rather, they battled the Orc Lord’s five
mightiest warriors and single loudest shrieker.
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* Level “3" (5, In-Universe), Battle #5: New Port: The party did not fight shades of the damned, eighteen goblin scum, and two goblin sorcerers. Instead, they
battled a powerful spirit of the autumn harvest, eighteen elite druids, and the two most spiritually attuned druids in service to the Wild Wood (each normally
13th-level double-strength in a conventional campaign).

* Level “3" (5, In-Universe), Battle #6: Shadow Port: The party did not fight nine young white dragons. Rather, they battled nine human-sized ancient white
dragons juiced up considerably by the High Druid (each normally 12th-level double-strength in a conventional campaign).

* Level “4” (5, In-Universe), Battle #7: Koru: The party did not fight a giant scorpion and seven death cult neophytes. Instead, they battled the High Druid (yes,
an actual icon) and the seven spiritual menhirs that she conjured forth.

* Level “4” (5, In-Universe), Battle #8: Hellhole in the Court: The party did not fight six despoiler demons and a quasit. Rather, they battled seven aspects of
the single most powerful demon lord of the Abyss (this world’s Abyss, anyway).

* Level “4” (5, In-Universe), Battle #9: The Necropolis: The party did not fight six run-of-the-mill Blackamber Legionnaires and sixteen squad zombies. Instead,
they battled the six most puissant warriors of the Blackamber Legion, and the sixteen most skillful soldiers of the Blackamber Legion just after that.

What Does This Mean for the Future?

* The party is currently 5th level. At this juncture, the characters can fight “some of the most powerful giant monsters that throw themselves out of the Iron
Sea against the southern coast” as 5th- or 6th-level standard monsters (when, in a conventional campaign, they would be 11th- or 12th-level triple-strength, as
per the barrier beast in the 1e 73th Age Bestiary 2 and the Iron Sea monster in the 1e Book of Ages).

« Also at this juncture, the party is still, sadly, unable to defeat the Three if said dragons are all together. Here, in this campaign, the Great Black Wyrm is
5th-level standard, the Great Blue Wyrm is 8th-level standard, and the Great Red Wyrm is 10th-level standard (when, conventionally, the Black would likely be
11th-level triple-strength, the Blue would be 14th-level triple-strength judging from the Sorcerer of the Blue in 1e Drakkenhall: City of Monsters, and the Red
would be 16th-level triple-strength given the words of Aldrin the Third in both the 1e and 2e core bestiaries).

* Once the characters reach 6th level, they will actually begin to both level up mechanically and accrue personal power in-universe.

* The characters should be able to battle an ancient gold dragon as a 6th-level double-strength monster (when, in a conventional campaign, an ancient gold
would be 14th-level triple-strength).

* Two 7th-level PCs should be enough to fight an ocean goddess.

* The single most powerful demon lord of the Abyss (this world’s Abyss, anyway), is 8th-level triple-strength, 9th-level double-strength, 10th-level elite,
11th-level standard, or 13th-level weakling (when, in a conventional campaign, they would likely be 17th-level triple-strength).


https://docs.google.com/document/d/1AJ3FHFz9ZUXfbSmb-pRqP1_8g-GUoF0RUODIYoB7YQA/edit
https://docs.google.com/document/d/15764lGnrq5Xx42_PZOniia4GUmYoWAVh8O8B1DkU5kM/edit
https://docs.google.com/document/d/1DZkHJHb4RtljDiMVONi3PEUmBw5OaxN3_RvIxEhtln4/edit
https://docs.google.com/document/d/1aRpsnvMKOshYWeH_AUNeiCobQAEEsiVOskIIbXYZabs/edit

	Edna’s 13th Age 2e Full Release Game v2 
	Why 13th Age 2e? 
	Index 
	Campaign v1 
	Reflavoring 
	Campaign v2 

	What Is This? 
	Leniency 
	Mechanics (e.g. House Rules) 
	Executive Decision on Targeting Rolls 
	Executive Decision on Icon Connections 

	Positioning 
	Aesthetics 
	Devils and Angels 
	The God of Light 
	The Icons 
	Dwarf King Out of Focus 
	The Diabolist of the 13th Age 
	The Archmage’s Seven Wards 
	Starting Premise 
	Campaign Outline 
	Strange Power Levels 
	What Does This Mean for the Future? 


