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Please answer the following:

I have been playing Dungeons & Dragons (or other tabletop RPGs) for:
☐>1 ☐1-5 years ☐ More than 5 years

I am:
☐not 18 years old ☐ 18-20 years old ☐ 21+ years old

I can commit to playing 24-26 sessions a year (every other week for 52 weeks):
☐Yes ☐No☐ Maybe
Comment: Click here to enter text.

I like roleplaying where:
☐ Everyone focuses on the group goals.
☐ There are group goals individual goals, and those goals may be different.
☐ I like individual goals to converge with group goals.
Comment: Click here to enter text.

My ideal party makeup is:
☐ Part of an organization. Examples: Druid's Circle, Magic School, Thieves' Guild, Religious Sect, Mercenary Company, etc.
☐ Working for a powerful patron. Examples: King, Noble, Rich Merchant, etc.
☐ Relatives: Siblings, Cousins, etc.
☐ Thrown Together: Group is tied together by coincidence and circumstance, nothing else.
☐ Destined: Mystical forces bring us together from diverse backgrounds for a common goal.
☐ Destiny/Bloodline: characters share a common ancestor or destiny that brings them together from dissimilar backgrounds.
Comment: Click here to enter text.

I prefer to play a:
☐ Barbarian
☐ Bard
☐ Cleric
☐ Druid
☐ Fighter
☐ Monk
☐ Paladin
☐ Ranger
☐ Rogue
☐ Sorcerer
☐ Warlock
☐ Wizard
☐ Whatever meets the needs of the party.
Comment: Click here to enter text.



The storyline should mostly have:
☐ straight forward enemies with clear goals and methods of operation.
☐ Complicated enemies but with clearly highlighted objectives and solutions.
☐ Twists at every turn, never sure of friend or foe, players sometimes left to puzzle over challenges and solutions almost entirely on their own. 
Comments: Click here to enter text.

 My ideal campaign type is:
☐ Completely linear, with one main story that drives every encounter.
☐ Mostly linear, but with optional side-quests for more experience and a more prosperous, more diverse world.
☐ A sandbox - completely nonlinear, letting me go where I want when I want and do whatever I want.
Comment: Click here to enter text.
 
 My preferred overarching campaign goals:
☐ Halt a danger to a home town
☐ Fight a war of defense
☐ Be loyal to an organization (get orders, fulfill missions)
☐ Stop an evil organization/evil overlord
☐ Save the world/universe
☐ Stop the internal power grab within my organization/country
☐ Build up the power/wealth/status of my loyal patron
☐ See the world
☐ Explore different cultures
☐ Get the MacGuffin
☐ Avenge the wronged
☐ Protect the weak
Comment: Click here to enter text.
 
I want to play through published material only (Modules and Adventure sets; Hoard of the Dragon Queen, Princes of the Apocalypse, or Curse of Strahd):
☐ Yes ☐ No ☐ Maybe
Comment: Click here to enter text.

I want to play only single adventures making new characters when the adventure ends? 
☐Yes ☐No☐ Maybe
Comment: Click here to enter text.

My view of supplemental (3rd party) content is...
☐ Everything goes. If I find it and like it, I get to use it.
☐ Somewhere in the middle. If I find it, and my DM and I agree on it, I can use it.
☐ Supplements are off-limits. Only core rules are allowed at the table.
☐ The DM runs the game and makes all the decisions regarding what supplements are and are not to be used. 
Comment: Click here to enter text.



I prefer to play in (Check all that apply):
☐ Wilderness (lots of unknown terrains, strange beasts, and tribal baddies)
☐ Rural (lots of farmers, small cities, some roads, and a government that is rarely seen or heard, with the frequent orc, goblin, bandit, and barbarian raids)
☐ Urban (big cities, active government, political intrigue, and powerful organizational hierarchies)
☐ Dungeon/Cavern (lots of dark underground twisting and turning, with magical creatures and strange races)
☐ Planar (frequent inter-dimensional travel, lots of elementals, demons, and plane-touched creatures)
☐ Underdark (vast subterranean network of interconnected caverns and tunnels, Derro, Drow, Duergar, Dwarves, and even more horrors await.)
☐ Undermountain (vast labyrinth of caverns in the Underdark under the area of Waterdeep in Forgotten Realms, this is a massive dungeon crawl)
Comment: Click here to enter text.
 
My ideal character starting level is: 
☐ First Level; raw recruits/graduates with no "real life" experience
☐ Sixth level; battle-hardened heroes who are tougher than almost anyone they encounter
☐ Ninth level; true heroes who are ready for epic challenges 
Comment: Click here to enter text.
 
Combat's place in a campaign:
☐ Immersive Roleplay: Most of my enjoyment comes from the story and roleplaying, and combat can be a distraction. (Heavy Storytelling, Heavy Roleplay, Light Combat) 
☐ More Talking than Hack-n-Slash, I like some combat, but too much can be a speed bump in the story and roleplaying. (Medium Storytelling, Medium Roleplay, Light Combat)
☐ More Hack-n-Slash than Talking: A good storyline is fun, but the game can drag on without plenty of combat. (Medium Storytelling, Light Roleplay, Medium Combat)
☐ Hack-n-Slash: I like to play a character that lives to fight monsters and thugs; the more combat, the better. Hack-n-Slash then Loot (Light Story, Light Roleplay, Heavy Combat)
Comments: Click here to enter text.

Challenge level of combat:
☐ I prefer stomping on the weak. If a fight is difficult, we're probably in over our heads.
☐ I expect to win most fights handily, with difficult fights coming at dramatic moments.
☐ Most combats should be challenging, where we frequently win only by the skin of our teeth.
☐ Death of our characters should be commonplace unless we stand together and use brilliant tactics.
Comments: Click here to enter text.

Melees should be run as fast in real-time as in-game time, forcing players to make split-second decisions about their characters. 
☐ Yes 
☐ No 
☐ Maybe
Comment: Click here to enter text.



Character wealth and magic items (assuming game balance is not an issue):
☐ An abundance of magical gear lets me customize my character beyond its abilities and background.
☐ By the time we're powerful enough to use it, powerful equipment should be more common.
☐ Some magical items should be attainable if we're successful, but powerful gear should be rare.
☐ All magical gear should be rare, even among experienced adventurers, making every piece special.
Comments: Click here to enter text.

Ideal Magic:
☐ High magic: Wizards abound; there are lots of scrolls, lots of wands, lots of potions, and lots of magical weapons and armor.
☐ Medium magic: Wizards are not rare, but also not common, and they make powerful allies or enemies; scrolls, wands, potions, and magical arms and armor are around but not easily found and worth much more than mundane items.
☐ Low magic: Wizards are a secretive and hidden group; finding a scroll, wand, potion, or magical weapon or armor is a cause for a major celebration, and all are worth a fortune.
Comment: Click here to enter text.

Ideal Deities:
☐ High involvement: Priests abound; the deities walk among us.
☐ Medium involvement: Priests are not rare, but not common, and they make powerful allies or enemies; the deities' presence is felt.
☐ Low involvement: Priests are more ceremonial or simply do not exist at all; healing is done by herbalists and alchemists, science over magic.
Comment: Click here to enter text.

My view of alignment as a game mechanic is:
☐ An essential tool that drives character choices and world interaction on every level.
☐ A constant shadow helping to make character decisions more straightforward to understand but does not drive everything they do.
☐ Completely hidden; alignment is nothing more than a line on my character sheet and doesn't affect the way I play at all.
Comment: Click here to enter text.

Characters should have to make mostly:
☐ clear moral choices between right and wrong. Ambiguity should be rare.
☐ Morally conflicting choices with unforeseen consequences. The world is rarely black and white.
Comments: Click here to enter text.











My view of dice rolling is:
☐ Let me roll them bones as often as possible. The dice rule the game! 
☐ I like it in moderation, so I don't mind the GM making 50% or more of the rolls. Die rolls are suggestions
☐ I want a GM to ignore the dice when it favors me
☐ I want a GM to ignore the dice when the story would be furthered (even if that sometimes hurts my character)
☐ GM can roll for me as often as is necessary, even in combat.
☐ Do we really need dice?
Comment: Click here to enter text.

What should have been asked in this questionnaire that was not?
Click here to enter text.

Questions/Comments/Constructive Criticism?
Click here to enter text.

Thank you for taking the time to complete this questionnaire. I will do my best to pair you with other players that fit your style.   
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