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Federation of Adventurers Quick Start 
Rules for Public Games in the Long Beach D&D Meetup 

What is DMageddon? 

The organizers/DMs of the Meetup group D&D 5th Ed - Face-
to-Face Tabletop Gaming in Long Beach Area wanted 
to offer our members more opportunities to play 
in Public Games, advancing your char-
acters (leveling up) as you play 
in different games with differ-
ent DMs, keeping things fair but allowing 
freedom to create the characters you want, 
so we held several brainstorming meetings. 
To get more games going, we need DMs, so 
we started hosting noob DM training. We called 
our organizer meetings and DM training “DMageddon.” 
Next thing we knew, we had a website at www.dmaged-
don.com (thanks Adam!) and the outline for something like 
Adventurers League, but with less paperwork and fewer re-
strictions. DMageddon.com will host our discussion forums, 
rules, and other content. 

What is the Federation of Adventurers? 

Federation of Adventurer’s is the name of Season One of 
DMageddon Public Events. Federation of Adventurers is our 
“lite” version of the official Wizards of the Coast Adventur-
ers League and its rules. It is also the in-game organization 
to which all player characters in our Public Games will be-
long. Although Federation of Adventurers (FA) is modeled 
on Adventurers League (AL), because FA allows lots of 
things that AL does not, FA characters can’t be used in AL 
games, and FA play does not count toward AL advancement. 
If you make a character that is legal by AL rules, it will be 
legal by FA rules, but FA-legal characters are not AL-legal. 

Federation Rules 

Federation rules include many of the concepts, but fewer of 
the restrictions and record-keeping requirements of AL 
rules. The rules are intended to make character creation and 
advancement, magic item and treasure distribution, and 
death and resurrection mostly fair and equal for players, 
while giving players as much freedom to create their charac-
ter as is consistent with the official rules, and giving DMs 
full control over the games they run and the worlds they 
bring to life. 

Character Creation 

To keep things fair and consistent, follow these rules for 
character creation: 

Official is Legal 

 Unlike Adventurers League, we do NOT restrict you to the 
“PHB+1” rule. You may use any combination of class, race, 

background, feats, etc. from any “officially published” 
Wizards of the Coast (WotC) book. This includes all 

the official hard-copy rule books 
and hard-copy adventure books, 
plus any e-published book that 

WotC deems “official.” It does NOT include 
Unearthed Arcana (playtest) material. Note 

that Wayfarer’s Guide to Eberron IS an officially 
published WotC book; it is simply e-published 

and not published in a hardcover. So, you can make 
a character that has, for example, a class from Xanathar’s, 
race from Volo’s, background from SCAG, and feat from the 
Player’s Handbook. This is the “Official is Legal” rule. 

Ability Scores 

For your character's ability scores, you can use either of 
two methods: 

§ Standard Array: Assign 15, 14, 13, 12, 10, and 8 to your char-
acter's six ability scores, in whatever order you want. 

§ Point Buy: See Variant: Customizing Ability Scores on page 13 
of the Player's Handbook or Page 7 of the free basic rules 
available here: http://media.wizards.com/2016/down-
loads/DND/PlayerBasicRulesV03.pdf    

You can NOT use the roll-4d6-drop-lowest method for 
Public Games. 

Feats 

Variant human (PH 31) and feats (PH 165) are legal. 

Starting Level and Equipment 

All Federation characters start at 1st level, and with the 
equipment and gold set by their class and background. Don’t 
roll for wealth. You may sell your starting equipment, for the 
prices in the Player’s Handbook (Chapter 5) and purchase 
additional or alternate equipment listed there at the prices 
specified, if you have the gold. 
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Character Backgrounds 

Federation headquarters (the “Parlor”) is located in Sigil and 
connected via portal to the entire multiverse. Its members 
may come from absolutely anywhere. Characters may have 
any background, worship any god, be of any alignment, and 
have any personal goals or beliefs. You may work with your 
DM to create a custom background. However, as a member 
of the Federation, characters must swear an oath to uphold 
the Federation Charter. 

Federation Charter 

The founder and Master of the Federation is a dabus named 
Fell who has fallen from the service of the Lady of Pain (the 
godlike ruler of Sigil). Fell speaks only in holographic images, 
which the Speaker, Fell’s right-hand illithid, conveys via te-
lepathy. Fell’s pronouncements are copied onto an endless 
scroll that serves as the Federation Charter. Some of the 
most important pronouncements are: 

§ Uphold the Prime Pronouncement (see sidebar) 

§ Neither Worship nor Vex the Lady of Pain (don’t be a jerk) 

§ Harken to Fell and the Speaker (don’t argue with the DM) 

§ Purpose, Pursuit, Person (Federation > Mission > Self) 

§ The Circle Rests on the Spear (a reference to the torus and 
spire of Sigil; meaning support the party, be a team player) 

§ All who risk, share (divvy treasure equally) 

Fell is constantly making new pronouncements, which 
may apply to the entire Federation or a specific mission (as 
always, DM fiat prevails in D&D). 

Public Events 

Our Meetup hosts Public Games, open to all members, a few 
times per month. A game (aka a “table”) is one DM and a 
party of player characters. When multiple Public Games will 
be running at the same time and location, we will call it a 
Public Event and only post one Meetup for the event. When 
you arrive at a Public Event, the organizers will help you find 
a game/table appropriate to your character’s level.  

Table Levels 

We intend to run Public Games for characters up to 10th 
level. Public Games will allow a few levels to play together: 

TABLE LEVELS: 
§ 1st and 2nd Level 

§ 3rd and 4th Level 

§ 5th through 7th Level 

§ 8th through 10th Level  

Public Events will always have a table for 1st and 2nd level 
characters; tables for higher level characters may not always 
be available. 

Character Rewards and Advancement 

Our Public Games will share common rules and allow char-
acter advancement and rewards to carry between DMs and 
games. 

Gaining Levels 

Players and DMs do not need to track experience points. In-
stead we use a system of “stamps” for character advancement 
(see the boxes on the next page). After each Public Game, 
the DM will decide whether or not the party has gained suf-
ficient experience to award a stamp. A character that vio-
lates the Charter, or whose player comes late or leaves early, 
may not get a stamp. Our intent is to advance characters 
fairly rapidly, and DMs will usually give a stamp after most 
game sessions. However, the DM may decide that giving a 
stamp after a particular session would make the PCs too ad-
vanced for the next adventuring session, and not give a 
stamp. Stamps may be an ink stamp, sticker, or DM’s initials. 

Stamps can be applied to a paper character adventure log, 
you can use the next page of this handout for stamps, or we 
have some stamp cards you can use. The first stamp advances 
the character to 1st level, then every two or three stamps the 
character advances to the next level, up to level 10.

THE PRIME PRONOUNCEMENT 
Every Realm and all Sentient Cultures are Sacred. 

The Federation and all Adventurers shall protect 
Realms and Cultures from Desecration by Alien 
Majiks or Tekniks. No Adventurer of the Federation 
shall bane a Realm with Superior Knowledge, nor 
boon a Culture with Advantage of Power. 

Any Artefakt of Power obtained in any Realm by 
any Adventurer of the Federation shall be the Prop-
erty of the Federation and returned to the Parlor for 
study. Artefakts shall be leant and entrusted to Ad-
venturers as the Master deems Right. The Master 
shall be noticed of any Prodigy of Knowledge dis-
covered in any Realm, and upon the Command of 
the Master, such Prodigy shall be offered a place in 
the service of the Federation. 

Insofar as any Adventurer shall falter in this 
Prime Pronouncement, all Adventurers are bonded 
and beholden to Right the failure. 
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Mundane Treasure 

The coins, gems, art objects and other non-magical 
treasure that adventuring parties liberate during their 
adventures should be shared out amongst the party 
members and kept track of on their character sheets. 
The DM determines the exchange rate and street 
prices for buying and selling goods in their worlds. 
Players should keep track of the money their charac-
ters spend to maintain their “lifestyle” (PH 157).  

Federation Dues 

Each Adventurer shall pay dues to the Federation. 
Dues should be paid each time a character levels up, in 
gold pieces equal to 10% of the experience points re-
quired for their previous level. For example, when you 
level up to 2nd level, you owe 0 gp, because 0 XP is 
needed for 1st level; when you level up to 3rd level, you 
owe 30 gp, because 2nd level requires 300 XP (see PH 
15). Adventurers in arrears may incur Fell’s displeasure. 

Magic Treasure 

You have sworn to uphold the Prime Pronouncement 
(see previous page). Permanent magic items of uncom-
mon or greater rarity (“Artefakts” in Federation par-
lance) found by Adventurers are property of the Fed-
eration and must be surrendered upon return to Sigil. 

Consumable magic items (potions, scrolls, and other 
single-use items) and minor, common items (XGtE 140 
- 141) may be kept by the adventuring party and div-
vied up between characters. 

Artefakts will be cataloged in a Google Docs spread-
sheet. With the proper upgrades, the Parlor will gain 
the ability to duplicate Artefakts and craft potions. 
Adventurers may borrow and use the Federation’s Ar-
tefacts when on missions but bringing Majiks or 
Tekniks to places in the multiverse where they might 
upset the balance of power is prohibited. 

Downtime 

The Federation is generous to Adventurers that wish 
to undertake downtime activities (PH 187, XGtE 123) 
in service of the Federation or for personal growth. 
Adventurers may take days off or a leave of absence to 
pursue other activities. The Federation is entitled to 
10% of the value of any earnings or items created dur-
ing downtime, and if the downtime activity may result 
in creation of any Artefakt, spell, or other powerful 
Majik or Teknik, Fell must pre-approve the activity 
and such items become Federation property. Each 
stamp grants 1 week (7 days) of downtime. 

Enhancing the Parlor 

The headquarters of the Federation of Adventurers is 
currently the back room of Fell’s tattoo parlor in Sigil. 
But, like other famous HQs (the Pentagon, 221B Baker 
Street, Hogwarts) the Parlor will grow into a character 
in its own right. 

Prodigies of Knowledge 

Fell has instructed all Adventurers to be watchful for 
highly-skilled crafters of Tekniks, brilliant practition-
ers of Majik, studious sages, virtuoso musicians, and 
culinary geniuses to populate the pocket dimensions 
behind the doors of the Parlor. If these Prodigies can 
be enticed to join the Federation, it will gain new ca-
pabilities, including crafting and training. 

Trophies and Specimens 

The Federation seeks to create and continuously ex-
pand a collection of monster specimens for study, ex-
perimentation, and display. Adventurers engage in 
friendly competition to be the first to add new mon-
sters to the Parlor’s collections. 

Federation Arsenal 

In addition to magical weapons which Adventurers are 
oath-bound to surrender to the Federation, the Parlor 
looks to stock its armory with fine and exotic wea-
ponry from across the multiverse. With the proper 
crafting upgrades and NPC Prodigies these weapons 
can be duplicated for use by Adventurers. 

Death and Resurrection 

A player whose character dies may pick from 3 options: 

§ Roll up a new PC, you get 1/2 (rounded down, this is 
5e) your stamps for your new PC and can level up the 
new PC based on those stamps. 

§ Roll up a new PC at level 1. If your dead PC had 
stamps, you can trade 5 stamps to add 1 point to any 
ability score (round down, so you need 5 stamps to 
add any), you can’t add more than 1 point to any sin-
gle ability score in this way. 

§ If your corpse can be transported to HQ, the Feder-
ation resurrects you (requires a suitable Prodigy at 
the Parlor). Your PC is resurrected but loses 1 level. 
You owe the Federation gold pieces equal to the XP 
required for your PC’s new level. Until you pay the 
debt to the Federation, reduce your Constitution by 
2 points with commensurate loss of HP.
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Meetup: What We're About 

This Meetup is about: Playing Dungeons & Dragons (5th 
Edition rules), learning the game, and meeting other gamers. 
Games posted to this Meetup may be Public or Private (see 
below). The goal is to connect with, and get to know other 
friendly gamers, then form your own regular D&D group 
and enjoy the camaraderie and fun of a D&D campaign. This 
Meetup is based in the Long Beach, California area. Please 
respect the rules of this Meetup: 

No Solicitation 

Do not solicit our members for any purpose other than role 
playing games. Please do not solicit members for private 
games until you've participated in public games with our 
Meetup group. 

Public Games 

We play D&D at hobby shops and other public locations. 
Games that are open to all members are listed as "Public 
Game" in the Meetup title. When more than one game/table 
will be hosted at the same location and time, the Meetup ti-
tle will be listed as “Public Event,” and players will join spe-
cific games based on their character level and preference. 
Members may also bring a friend, however space is limited, 
so be sure to sign up quick after the Meetup is posted. If the 
Meetup is full, Meetup will put you on the wait list. 

Private Games 

We also play D&D in ongoing campaigns at people's private 
homes or other locations. You must receive a personal invi-
tation to join a Meetup listed as "Private Game." For every-
one's comfort and safety, you MUST participate in public 
games with our Meetup before posting or hosting a private 
game through our Meetup or being invited to a private game 
hosted by our Meetup. Feel free to contact Clay or an Assis-
tant Organizer if you are interested in joining a private game. 

Safety 

ALWAYS follow basic safety rules when meeting new people 
or going to a private location: meet the person hosting the 
game in a public location and get to know them before going 
to a private location; tell someone where you'll be; attend 
with a trusted member of the Meetup group. NEVER invite 
strangers into your home, and NEVER meet a stranger in a 
private setting. These rules will help everyone feel more 
comfortable. Being at-ease is good for role-playing! 

Game Rules 

With respect to the game rules, each DM interprets the D&D 
5th Edition rules for a game they run, and can allow (or dis-
allow) any official, variant, or home-brew rules.  

Generally, you can use any rules in the Player's Handbook 
or other official D&D material published by Wizards of the 
Coast to create your character ("Official is Legal"). You can 
use the Standard Array or Point Buy systems to generate 
your character’s ability scores. However, again, the DM can 
allow, disallow, make, or interpret any official, variant, or 
home-brew rules. 

Venue Rules 

With respect to the rules of the venue (the play space) the 
Host (the owner, tenant, or manager of the venue) sets the 
rules. A common rule for public games is to keep it family 
friendly ("no profanity"). Some venues allow outside food 
and drink to be brought in, others do not. Ask the Host or 
an Assistant Organizer if you are unsure. 

Good Gamer Rules 

Be respectful of the place, the players, and the pacing. Shine 
when the spotlight is on you, but let others have their mo-
ment. Be ready when it's your turn. Don't get bogged down 
in rules minutia. Bring an imagination, a sense of adventure, 
and respect and love for your fellow nerd. Leave behind the 
mundane troubles, foibles, and prejudices of the default 
world. Accept other players where they’re at and how they 
are and help them learn and contribute to the fun. 

DCI Numbers 

A DCI number identifies your Wizards of the Coast player 
account. It is used for Adventurers League, gaming conven-
tions, and Magic: The Gathering tournaments. (Trivia: DCI 
stands for Duelists' Convocation International.) By giving 
your DCI number when you play at hobby shops, the store 
gets bonuses for hosting our games. You can get a DCI card 
and number at most hobby shops and register at https://ac-
counts.wizards.com/ . 

Our Website 

We have a new website for discussion boards and the latest 
info. Sign up at https://www.dmageddon.com/ 

 

 
 

Still Have Questions? Feel free to post a Discussion on DMaged-
don.com, Comment on a Meetup, or Message the Organizer (Click 
the link "Clay" near the top of the Meetup home page to send the 
Organizer a message). 


