SESSION ZERO HANDOUT
The Bell That Wouldn't Ring
A D&D 5e One-Shot Adventure
------------------------------------------------------------
--- WHAT THIS CAMPAIGN IS ABOUT ---
You have been hired to investigate a mystery in the village of Millhaven. Something has gone wrong with an ancient tradition, and the villagers need outside help. Your job is to figure out what happened, talk to the locals, explore the area, and decide how to fix things.
This adventure blends investigation, social interaction, and combat. Not every problem needs to be solved with a sword, and not every conversation needs to end in a fight. The choices you make will shape how the story ends.
Tone: Mystery and exploration with moments of tension and action. Think small-town detective story in a fantasy setting. There will be moments of humor, danger, and discovery.
--- WHAT TO EXPECT ---
	Detail
	Info

	System
	Dungeons & Dragons 5th Edition

	Setting
	Exandria (the world of Critical Role)

	Starting Level
	Level 1

	Party Size
	3-5 players

	Estimated Length
	Multiple sessions (one-shot campaign, not open-ended)

	Experience Needed
	None. Designed for new players. Veterans also welcome.


--- TABLE ETIQUETTE ---
These are the ground rules that make the game fun for everyone:
1. Be present. Phones away during gameplay unless you need a character reference.
1. Be collaborative. This is a team game. Help each other, share the spotlight, and build on what others do.
1. Be respectful. What happens to characters is not personal. Players can disagree while their characters argue.
1. Be communicative. If something is not working for you (pacing, content, table dynamics), say so. The DM wants you to have fun.
1. Crosstalk is fine. Strategizing, joking, and reacting are part of the fun. Just give the DM room to narrate.
--- SAFETY TOOLS ---
We want everyone to feel comfortable at the table. These tools exist so nobody has to suffer through content that genuinely upsets them:
The X-Card: At any point, any player can tap the table or say "X" to skip past content that makes them uncomfortable. No explanation needed. The DM adjusts and moves on. No questions asked.
Lines and Veils: A line is content that will not appear in the game at all. A veil is content that can be referenced but will not be described in detail. If you have lines or veils, share them with the DM privately before play begins.
Open Door Policy: You can step away from the table at any time for any reason. No need to explain. Your character will be handled safely while you are away.
--- CHARACTER CREATION ---
You have three options for creating your character, each designed for different comfort levels:
1. Guided Questionnaire (Best for Beginners) -- Answer personality questions, and a character is generated for you. Takes 5-10 minutes.
1. Simplified Character Sheet (Beginner-Friendly) -- A streamlined sheet with the essential fields. Takes 15-20 minutes.
1. Full 5e Character Sheet (For Experienced Players) -- The complete D&D character sheet with all options. Takes 30+ minutes.
Pre-generated characters are also available if you prefer to grab a ready-made character and start playing immediately.
All character creation tools are available at: lab.groucher.dev
--- HOW TO SUBMIT YOUR CHARACTER ---
1. Fill out whichever character creation form suits you on the campaign website.
1. Submit it through the form (it goes directly to the DM).
1. The DM will review it and reach out if anything needs adjusting.
1. If anything is incomplete, that is fine. The DM will help you fill in gaps during Session Zero.
--- WHAT HAPPENS AT SESSION ZERO ---
Session Zero is not the adventure itself. It is the setup session where we:
1. Finalize characters and fill in any blanks.
1. Discuss how your characters know each other (or meet for the first time).
1. Run a short practice encounter so everyone understands how combat works.
1. Answer any questions about the rules, the setting, or the campaign.
1. Set the scene for the adventure that begins next session.
--- RESOURCES AVAILABLE TO YOU ---
All of the following are available on the campaign website:
1. Player Handbook -- Campaign setting, house rules, and lore overview.
1. Player Bestiary -- Creatures you might encounter (spoiler-free).
1. Exandria Guide -- World lore and geography.
1. How D&D Works -- A two-minute guide if you have never played before.
1. Quick Reference Card -- Action economy, conditions, and skill checks at a glance.
1. Combat Action Reference -- What you can do on your turn in a fight.
1. NPC Gallery -- Portraits and descriptions of characters you may meet.

------------------------------------------------------------
The Bell That Wouldn't Ring
lab.groucher.dev
Questions? Contact the DM at lab@groucher.dev
