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Summary of changes from the previous version:

- Minor edits

- Updated to indicate I support the V3.0 AND V3.5 books/rules; removed references to V2.0 rules.
- Changed citation style to, e.g. (PH:v3.5 page number:V3.0 page number)
- Added data on additional/supplementary books, rules, etc. (See "The Rules")
- Redesigned how multi-classed characters advance.
- Added "Enervation" spell as 4th-level Divine spell also.  (See "Clerics")

- Removed "Universal Scroll" metamagic feat (See "Item creation")
- Added info on creating items by siphoning off energy from another (See "Item Creation")

- Added section on "Encounter level".  (See "Encounters").
- Added section on "Summary of my differences from 'normal' D&D", and "Summary of my differences from the D&D V3.5 rules".

- Added "Collective Spell" appendix.

- Changed the Experience section to reflect experience division per-character, not per-level.
Summary of my differences from 'normal' D&D

- I do not run 'set', 'pre-arranged', 'designed', 'canned', or 'module' adventures.  My world is a complete campaign world, indifferent to the actions of players.

- I do not 'guide' or 'lead' the party at all.  What they do and where they go  is entirely up to them.  Sit around in an inn waiting for something to happen and both you and I will get bored.

- I do not 'balance' encounters against the party, so they are always a 'fair' challenge.  It is up to you to decide what you should and should not tackle.  Tackle the wrong thing and you will get killed.

- I do not identify encounters as such; I do not identify monsters by name (unless the party has learned to identify that monster).

- I run individual initiative in combat, re-rolled each round.

- I run combat as near-realtime as I can.  Loosely, when a new half-round starts I ask a random player what he will do in that half-round.  He has ~5 seconds to answer coherently; otherwise his action becomes "dither in indecision" for that round.  I then take the next sequential player and do likewise, until all are committed.  Only then do I resolve combat, in initiative order.  A character may NOT change what he committed to do that half-round based on what happened before his initiative came up.  This is to reflect the speed, simultaneaity, and the dynamic, chaotic nature of combat.  You do NOT have time to muse endlessly on what action to take, nor carefully coordinate it with others, nor change it from instant to instant.
- I do all combat rolls, and some saving throws.  Players roll their own initiative, and (usually) saving throws.

- Encumbrance matters; and where you are physically carrying something frequently does.
- Books other than the PH are generally off-limits during the game.

- I do not "fudge" the dice.  Sometimes this works in your favor; sometimes not.  (Once a party of three orcs took on a party of 4 3rd- and 4th level characters - and killed two, and sent the rest running.  Parties have accomplished similar miracles).

- Magic is very rare in my world.
- My world is sparsely populated.   Generally that means you won't be doing much interaction with civilization.

- I do not make obvious what is or is not significant.  It is up to you to find things out, and to decide what is and is not significant.

- I generally do not tell you things outright; I tell you only what your character sees and hears, et cetera.  Specifically, I don't put out maps.  Players make their own by exploring.
- Party members make on average about one level per game.

- Life expectancy of 1st-level characters is ~50%; 2nd-level ~75%, and so on.  The highest anyone has ever been in my world is 9th level.

- My world is Gargantuan.

Summary of my differences from the D&D V3.5 rules

- I do not use/allow psionics, at all.

- I have a totally different way of handling multi-class characters.

- I have significantly changed the way combat is run.

- I have my own system for rolling up characters.

- I use a "spell point" system for determining what and how many spells a spellcaster can use, and when, and how often.

- I do not require "memorization" of spells for Wizards.
- Sorcerers use D6 instead of D4 for HP.

- Item creation is generally only allowed at 5 levels higher than normal, and costs substantially more XP.

- I run Skill Checks somewhat differently.
General
Welcome to my world!

My world is very large, and there's lots of stuff in it.  Feel free to do whatever strikes your fancy.  Unlike other campaigns, I do not 'steer' the party, channeling them into a certain path.  I do not make up a 'plot' for an adventure, nor do I 'hint' at what to do.  I do most everything 'on the fly', so no events, meetings, or whatever are predetermined, or necessarily 'significant'.  Where you go and what you do are entirely up to you.  If you sit around in a city a lot, you'll probably get bored.  If you go off exploring, things will be more interesting.  As players experienced in my world will attest, there is no lack of interesting things around.

However, things won't come up and bite you to make you notice them.  (Well, maybe some will).  If you see ruins in the distance, and don't bother to check them out, you won't find anything interesting in them.  If you always stick to well-traveled roads, not much will happen, as most of the nasties have been killed or scared away by the many other travelers.

When I describe something, I generally give only a cursory, first-glance sort of description - the kind of impression one would come away with when seeing something for the first time.  I describe everything - from the most ordinary to the most fantastic - in exactly the same way.  If no one is interested enough to examine more closely, that's all that anyone perceives.  Should someone choose to examine the thing, I will describe it in more detail.  This frequently brings to light things which were not apparent at first glance.  Should someone choose to examine it very carefully, more information may be brought to light.  In other words, the more carefully you examine something, the more likely you are to find what's there - if anything!

In short, I will not tell you or hint in any way as to what's important or not, what's interesting or not, what's worth investigating or not.  Many times players have stumbled across something truly terrific, but not investigating it, merely moved on, never knowing what they'd missed.  On the other hand, parties have many times gone on wild goose chases, because they were sure there had to be something there!

The motto of my game is "You never know".  (Is the sole survivor really a wounded paladin - or a Rakshasa that killed the rest of the caravan, amusing himself by taking the form of a wounded paladin?)  So explore, check things out, decide what's important, what's not.  I will never tell you - you must find out, or decide for yourself.

As a result, players in my world generally develop a habit of  taking notes on everything they discover or hear about.  Also they become collectors of legends, bits of lore - and particularly old books.  Every once in a while disparate bits of information will click, and the party will suddenly figure something out.  Or jump to the wrong conclusion.

Along the same line, I don't put any limits on a player's actions.  You can try literally anything you want.  I will never tell you it's impossible, or has ZERO chance for success - I merely roll percentile dice and tell you what does - or does not - happen.  

The moral is: try things.  Don't just wait for the answer to come, or give up without trying.  Come up with a way to accomplish what you're after and give it a shot.  You never know.

The Rules
My game started up on the original D&D rules (before AD&D).  Then came AD&D, and I quickly moved to those rules, then AD&D 2nd Edition, likewise.  Then came the AD&D 3nd Edition rules and books, based on the 'new' "D20 system", then a minor revision called Version 3.5 (V3.5).  (The revision was 'minor' enough that they have reissued all the books (changing all the page numbering), changed some spells, feats, skills, and abilities around, and so on).
V3.5 is the current version of the 'rules'.  This is the rule set I use.
Many people have books from the V3.0 set.  In order to not force such players to go buy a new set of books, I support both the V3.0 and V3.5 rule sets.  In reality they are not

that different.  So if you have the 3.0 books use those; otherwise use the latest books.

Where there is a conflict between the 3.0 and 3.5 ruleset, the 3.5 ruleset wins.
Additional books, rules, add-ons, prestige classes, etc.
The basics of D&D are laid out in the PH, DMG, and MM, published by WotC.  This is the 'core set', and what I base my world upon.

WotC, not one to miss an opportunity for making money, is continually creating and marketing new books, add-ons, modules, and the like, each of which adds new prestige classes, feats, skills, spells, monsters, magic items, and so on.

Many other companies, not to miss an opportunity for making money, are doing the same.  While they cannot call their products "D&D" because that name is trademarked, they can base them on the D20 System, and make them obviously intended for use in D&D.
Many many individuals and small publishers, for fun and/or profit, are doing the same.

Many others are creating products based on the same D20 System, which while not directly intended for D&D, could be imported into the game.

The result is a gigantic and enormous and ever-growing body of information which could be considered "D&D".

No one can have all of that.  Certainly I cannot.  If I did, I certainly could not read and assimilate all of that.
All of these products are extending the core set in some way; most make no attempt to alter it.

These extensions are either aimed at the DM, such as new monster manuals and magic items, or at the players, such as new classes, feats, skills, spells.

But since the core set covered all the basic ground, the add-ons must come up with things which increasingly powerful, bizzare, or specialized.

So after a few years, the add-on books get increasingly "out there", and thus less useful in my world.

Similarly, books which add prestige classes, feats, skills, spells, weapons and so on must extend the basics.  Also, since they want their new books to appeal to players (since there are many more of them than DMs), they try to make them attractive to players.  What do players want?  In general: More.  More power, more abilities, more capabilities - in general to be more powerful - usually without having to make more levels.

So lots of that add-on books have things that are very attractive to players, as they give the players more power.

But in so doing, they upset the balance of the game.  If the special uber-fighter class is obviously more powerful than and ordinary fighter, and has no practical disadvantages, who would ever want to play an ordinary fighter?  Taking that further, why would there ever be anything less than an uber-fighter in the world?

Thus the whole world gets thrown out of whack by allowing the introduction of the uber-fighter player class.

Some companies (WotC for one) make an effort to avoid introducing new things that will throw off the balance of the game.  That's why their more powerful classes will always be offset by some significant disadvantage.

Some companies do not care about that, and give the players what they want most.

This is why I am wary of allowing add-ons in my world.

Originally I would only allow things from the books I possessed and approved of.  That meant the core WotC books.

Then I would only allow something from an add-on into my world after I had vetted it (and perhaps modified its power downward, or trade-off upwards).  Often this meant I had to get and read the book, and consider the consequences, ahead of time.

Currently I have adopted a somewhat more permissive "don't fix it until it's broke" attitude.  There's too much out there to possess let alone vet.

My policy currently is:

- Anything from WotC is okay sight unseen;

- Anything from Mongoose Publishing is okay sight unseen;

- Anything from outside the above set should be run by me first (generally, not in detail).

In general, if you want to try something from an add-on, go for it.  A caveat is that if it's too bizarre, or cannot easily fit in my world, I may disallow it.   But probably not.
If I discover something that I feel is or could upset the game balance,  the character with the offending thing will be the last which can use it.

In the unlikely event that some add-on introduces an obvious and serious imbalance, it may suddenly "stop working".

If you do want to introduce something from an add-on, it's courteous to warn me before the game so I can attempt to study up on it.  At a minimum expect me to ask to see the book describing the thing during the game.

What you need to know to play
Most of the rules relevant to players are in the Player's Handbook (PH).  It would really behoove you to at least have a 3rd Edition Player's Handbook; a V3.5 version would be better.  You're going to need one at least occasionally, and frequently if your character uses magic.  They are about $30 at a gaming store or larger bookstore.  You can get them cheaper on Ebay.
If you're a beginner, see the section in this document which identifies which sections in the Player's Handbook you should definitely know.  Otherwise it's a heck of a lot of reading - and immensely confusing.

Note the AD&D books have never been good on organization or clarity, and the 3rd Edition books are particularly bad.  So if you get confused, it's probably not your fault.  Ask me and I'll be glad to clarify things.

The rest of this document details areas where I diverge from the 'rules', and clarifies some frequent problem areas.  It is not intended to be a tutorial, but clarifications and changes from the standard rules.  I assume familiarity with the standard rules.

I usually refer to the relevant page numbers in the Player's Handbook (PH), but may occasionally refer the pages in the Dungeon Master's Guide (DMG).  Because there are now V3.0 and V3.5 versions of the books, I will always cite the page number for the 3.5 versiion of the book first, followed by a colon, then the V3.0 book page number.  Thus the citation (PH:172:165) refers to page number 172 in the V3.5 PH, and page 165 in the V3.0 PH.

What things you need to play
In general, writing materials and a PH are all you really need.

Characters
Creating Characters:
Follow the general scheme described on pages 4-5 in the PH.  Note the following changes, however.  (See also the new appendix to this document going over every entry on the character sheet in detail.)
Ability Scores:

Ignore the dice-rolling scheme in the PH for ability scores.

I allow you to roll 4D6 for each characteristic.  For each roll of 4D6, discard the lowest D6, and use the sum of the remaining 3D6 for the characteristic score.

Example:
Roll 4D6, results:
3, 1, 4, 5.  



Discard the 1, leaving 3, 4, 5.



The sum is 12, so this is the score for the characteristic.

The standard way of rolling 3D6 and taking the sum yields a range of 3-18 and an average score of 3.5 x 3 = 10.5.  Using my method, the range is still 3-18, but average score is greater than 10.5.  What this means to you is that you will still end up with scores in the range 3-18, but a 3 is now less likely than an 18, and so on.  You'll end up with better characters.  Adventurers, of course, need to be better.

I use the standard set of characteristics (Strength, Intelligence, Wisdom, Dexterity, Constitution, Charisma).  Roll each characteristic using the above technique (4D6).  Once a set of characteristics is rolled, in order, they stay in that order.  You may not rearrange them.

Roll up 6 sets of characteristics, and choose the one you want.  Using this rolling method, one of the 6 characters will (probably) be suitable for any class you desire.

Example:
















Pick the one character you want, based on the class you want to be.  For instance, 2 would be the best Fighter or Cleric; 3 would be the best thief; 5 the best mage.  Keep in mind that these characteristics can be adjusted slightly (see below).

When you have picked a set of characteristics, throw out the other five sets.  You won't need them.

Once you have your set, you can make small adjustments to a particular score - but it's difficult.  These adjustments represent the emphasis and training a character can put in towards improving himself in a certain area - at the expense of other areas.  Use the table below:










-1 Strength, -1 Intelligence, -2 Wisdom








NOTE: 
In NO CASE may an ability score be lowered BELOW 9 with these adjustments!


In NO CASE may an ability score be raised ABOVE 18 with these adjustments!

Character Classes
I suggest you select what Class you want your character to be, then select what race you want to be.  I allow all the classes described in the PH.  Talk to me if you want to run something else.

The Class of a character is basically his chosen profession in life.  His class largely determines his outlook, approach to situations, and way of life.  A fighter will generally think of handling a situation with force of arms; a Cleric will think in terms of his deity's interests and ethos, a Mage thinks in terms of how to apply magic.  Fighters are forthright and robust, Mages are bookish, and so on.

The character classes have a hierarchy, where there is a major type for the class, and some subclasses, which are either a specialization, or essentially a combination of two major classes:

Cleric

Druid

Fighter

Barbarian

Monk

Paladin (Fighter/Cleric)

Ranger  (Fighter/Cleric)

Wizard

Sorcerer (Fighter/Wizard)
Rogue

Bard (Rogue/Wizard)

Following are some notes on each of the major classes.  Comments for a major class apply also to all of its subclasses.

Clerics

You don't have to declare to a diety, or use any of the dieties listed in the book.  You can if you want to.  (I'll get around to creating my own pantheon one of these days).  You must declare your two domains, however.

In general, a cleric is not secretive about his alignment, or which diety he worships.  Part of their purpose is to act on behalf of their god, which usually means they're forthright about which one it is.  Whenever a cleric turns or commands undead, he does so in part by strongly presenting his holy symbol - which is generally the widely accepted symbol of his diety.

A neutral Cleric (neither good nor evil) can cast either the cure or inflict forms of the appropriate spells at will.

In order to allow creation of magic items by draining energy levels from another creature, I've made the Arcane spell "Enervation" also a 4th-level Divine spell.

Be sure to read the section on "Magic", below.

Wizards/Sorcerers

For each of the Wizard's experience levels, he can choose ONE spell (which he is currently capable of casting) to 'permanently memorize'.  He can memorize up to one spell at first level, another at second level, and so on.  He can cast these spells without spell books of any kind.  He is still limited by the number of spells he can cast without resting.  He can choose which spell(s) to memorize at any time, but once the choice is made it cannot be changed.

In the 3rd Edition, the new class of Sorcerer is introduced.  As I don't use spell preparation, Sorcerers lose their main advantage in my world.  To make up for this, I let them use D6 rather than D4 for their hit points.  Also, Sorcerers never need a spell book, nor need time to study.  Otherwise they are exactly like Wizards.

Be sure to read the section on "Magic", below.

Fighters

No changes to the standard rules (yet).

Monks

At some point I intend to modify the Monk class, to make it more interesting.

Rogues

No changes to the standard rules (yet).

Multi-Class characters

A multi-classed character is a character that has achieved at least 1st level in two or more classes.

I place additional restrictions on becoming a multi-classed character.  Basically, I don't want everybody in my world running around with multiple levels in multiple classes.  The vast majority of people have only one class.  So multi-classed people are rare, and usually high level.

My system is somewhat different that what's in the books.  In general a multi-classed character gains all the benefits of both classes, but also suffers all the restrictions of both classes.  E.g., a Fighter/Wizard gets both Figher and Wizard skills, but is constrained by the limitations on the armor he can wear when casting spells (as a Wizard is).

Terminology becomes important when talking about multi-class characters.

character level is the total number of levels a character has, across all classes.

class level is the total number of levels a character has in a particular class (regardless of other classes).

Qualifications

Being a multi-class character is tough.  Only those with exceptional ability scores for (at least) the prime ability for each class they want to pursue can manage it, and even so they still advance more slowly than a single-classed character.  Those with less exceptional scores can still manage it, but they must accumulate more experience (levels) in their initial class(es) before they can try adding an additional class.  There are very few people in the world who are capable of gaining multiple classes, and fewer still that achieve significant levels in more than one class.

The level at which you can add another class depends on four things:

- How many classes you already have

- The total of the prime ability scores for all your current classes

- The prime ability score for the new class you want

- Your character level.

The formula for the minimum level at which you can add a new class follows:

Minimum level =
((Number of classes you already have  +  1)  *  18)

- (Sum of prime ability scores for all current classes)
+ Prime ability score for the desired new class)
+  (Number of classes you already have + 1)
Note this formula ensures that a character could add a second class no sooner than second (character) level, a third class no sooner than third (character) level, et cetera.

E.g.:  Let's say a 1st level Fighter has an 18 strength and 17 Intelligence, and wants to add Wizard as a second class.  What's the lowest level at which he can do this?

- The fighter currently has only one class.

- The prime ability for Fighters is Strength (18, here)

- The prime ability for the new class (Wizard) is Intelligence (17 here).

- The fighter is currently first level.

So we have:

18/17:

(1 + 1) * 18) - ((18) +  17)  + 2
= 3
Second class possible at 2nd level.

The fighter cannot add the Wizard class until he reaches 2nd level.

Other examples:

18/18:

(1 + 1) * 18) - ((18) +  18)  +  (1 + 1) = 2
Second class possible at 2nd level.



...

17/17

(1 + 1) * 18) - ((17) +  17)  +  (1 + 1) = 4
Second class possible at 4th level.

(1 + 1) * 18) - ((17) +  16)  +  (1 + 1) = 5
Second class possible at 5th level.

...

(1 + 1) * 18) - ((12) +  12)  +  (1 + 1) = 14
Second class possible at 14th level

For someone wanting to add a third class:

18/18/18:

(2 + 1) * 18) - ((18 + 18)  +  18)  +  (2 + 1)= 3       Third class possible at 3rd level

18/18/17:

(2 + 1) * 18) - ((18 + 18)  +  17)  +  (2 + 1) = 4      Third class possible at 4th level



...

17/17/17:

(2 + 1) * 18) - ((17 + 17)  +  17)  +  (2 + 1) = 6      Third class possible at 6th level

...

17/16/15:

(2 + 1) * 18) - ((17 + 16)  +  15)  +  (2 + 1) = 9      Third class possible at 9th level

...

15/14/13:

(2 + 1) * 18) - ((15 + 14)  +  13)  +  (2 + 1) = 15     Third class possible at 15th level

Any of the primary classes can be taken as an additional class.
However, due to their specialized nature and additional capabilities, any subclass counts as two additional classes - thus two prime abilities.  In other words a single-classed Monk is considered to have two classes (prime abilities Strength and Dexterity) for purposes of deciding when he can add a new class.  Likewise if a Wizard decides he want to add Paladin (prime abilities Strength, Charisma) as a second class, the Paladin class counts as adding two additional classes, as far as at what character level he could add a second class.

Note that the subclasses which are combinations of major classes have some, but not all, of the features of each of the major classes.  Thus such singly-classed characters are not penalized this way, as they don't gain all the benefits of both classes.

Playing a multi-classed character
In general, a multi-classed character is treated as if he were a separate character for each class.  This makes things simpler.

A multi-classed character must track experience gained separately for each of his classes.  They each advance independently of the others.  Thus skill points, feats, HP, and so on should be maintained seperately for each class.  (HP should be maintained seperately so that if a character loses a level for some reason, the appropriate number of HP can be deducted).

A multi-classed character generally uses the "best" of the possible factors from each of his classes.  E.g., a fighter/wizard gets to use the figher's attack modifiers, but the wizard's saving throws versus magic.

However, the same character must also abide by the constraints of a given class when he is operating as that class.  E.g., figher/thief can only wear leather when moving silently; a figher/wizard suffers the wizard's chance of spell failure due to wearing armor.
In ambiguous situations (e.g., a fighter/thief attempting to move silently while wearing plate armor), the multi-classed character would be able to do better than the singly-classed equivalent.  I will rule on these on a case-by-case basis.  I will consider heavily how far the situation is from the optimum for using the class skill.  E.g., the above fighter/thief is wearing armor several steps away from the maximum a thief could normally wear and still move silently.  This character would improve his chances by switching to, say, chainmail.
Advancement

Splitting Experience

A multi-class character has more ways of looking at things, more skills, and thus more things to consider in any given situation.  In general he requires more experience to gain the same degree of competence as a singly-classed character.  A multi-class character can never fully disregard the training and advantages of his other classes to 'focus on just one class'.  Usually a multi-class character advances in all his various classes more or less equally - but more slowly than a singly-classed character.

For purposes of dividing experience (see Experience, below), a multi-class character counts as a separate party member for each of his classes.  (So he costs the party more experience - but then he has more abilities).
A multi-classed character splits his experience gained proportionally across all of his classes.

He divides the total experience he receives by 8, giving the experience he received 'per level'.  Each of his classes then receives the 'per level' experience multiplied by the number of levels he has in that class.
E.g., a 5th-level fighter/3rd-level wizard represents 8 'levels'.  If his character receives 8000 experience, he gets 1000 XP per level.  Thus his wizard gains 3 x 1000XP; his fighter gains 5 x 1000 XP.

Gaining a level in a class

A multi-classed character gains a level in a class when he gains sufficent experience in that class to gain a level in that class.  Thus he will generally advance in different classes at different times, or possibly make a level in more than one class at the same time.

When a level is gained in a class, all abilities, HP, and so on are gained as appropriate for a singly-classed character of that class.
Races
All the races in the Player's Handbook are available.  Note that all penalties, as well as bonuses, for racial traits must be taken.  These are listed in the Player's Handbook.  In Partha (the main city) virtually all races can be assumed to be available (for a new character).  This is not true elsewhere.

Skills

Skills (and ability checks) attempt to cover a multitude of possible situations with a general rule.  It's not possible or reasonable to apply such a general rule to all conceivable situations.  Thus the DM (me) will rule on which situations a skill or ability check applies to, and which skill(s) or ability(s) apply, if any.

The basic rule for skill and ability checks bases 80 to 100% of the chance of success on 'chance' (a die roll).  This implies that if one just keeps trying, you will eventually succeed at whatever you attempt.  This is absurd.  Similarly, almost all of the DCs for a check are either 10, 15, or 20.  Ignoring the many modifiers, this essentially means a person has a 50%, 25%, or 5% chance to accomplish whatever the task is.  'Simple' tasks are given a DC of 10 - implying there's a 50% chance for failure!  This is a crude and unrealistic system.

Eventually I will be making changes to minimize the possiblity of a high-level character having so many ranks that they effectively cannot fail at whatever they try.

'Partial' ranks (where one has devoted part but not all of the skill points necessary to gain the next rank) are ignored when making a skill check.

A roll of 1 on a skill check always means failure, contrary to what the book says.  Thus no one can 'always succeed' at every task.

Some skills imply training and know-how which are not subject to randomity.  (You either know how to tie a knot or you don't.  You either know how to swim or you don't).  

For such skills, each rank confers new abilities that are effectively 100% reliable, and improves one's skill at all of the other related actions.   The first rank effectively gives you +5 on the die roll, which means you automatically succeed at tasks of DC 5 or less, have a 50% chance to succeed at tasks of DC 10, and a 25% chance to succeed at tasks of DC 15, and so on.  The second and succeeding ranks each effectively add a +5 to the die roll (yielding a 25% greater chance of success at all tasks).  Examples of skills this method applies to are Alchemy, Craft, Profession, Ride, Use Rope, Swim.  Die rolls are only needed for those tasks for which your success is not automatic.

An exception to the above rule is attempting to perform such actions under very adverse circumstances.  In such cases ignore the above and roll per the book.  Adverse circumstances include things like trying to control your horse with your knees while it's being attacked (Ride), trying to tie knots while under attack or during combat (Use Rope), or trying to swim while attacking or being attacked (Swim).

The DC system as described in the PH is an attempt to make it easy for players and the DM to reduce a multitude of factors to a simple die roll.  The DC for a given action actually attempts to embody multiple factors:

1.
Is it possible?  (What is required to make it possible?)

2.
How likely is success?  (How much of what is required is available?  How much do conditions favor/not favor success?  How much does a character's skill affect the outcome?)

3.
What are the consequences of this action?  (It is possible to succeed in such a way that the ultimate objective is NOT achieved and things are worse than they were before, while actually succeeding at a particular task. It is also possible to "succeed beyond your wildest dreams").

4.
(For actions that can be retried):  How long does it take to succeed?

To avoid completely discarding the system in the book, I use the DC as follows.

For 1):
Is it Possible?

The DC will indicate whether you have any hope of success at a task.  If the DC is higher than you can meet with a roll of 20 plus all your bonuses, the task is effectively impossible for you to accomplish.

NOTE that I treat the DCs in the book as guidelines, not strict values.  The situation can make any task more or less difficult.

A character will usually have a 'feel' for whether a task is beyond him or not - with a +/- 10% margin of error.  Note I will almost never tell you a task is impossible - unless it's patently obvious.

For 2): How likely is Success?

This I determine based loosely on the DCs in the book.  I do everything in percent chances.
The more appropriate the action, and the more well-thought-out, the higher the probability of success.  After a player presents what he wants to try, I think about it, trying to imagine every possible snag or outcome (particularly ones the player didn't think of), and then assign a percentage chance for success, and roll the dice.  People have gotten away with some truly astounding things (0.1% chance!), so anything can happen.

The percent chance of failure for a given action can be approximated by multiplying the DC by 6.  The percent chance of success is 100 - this number.  The following table summarizes:

	% Chance of Success
	% Chance of Failure
	DC

	100
	0
	0.0

	90
	10
	3.3

	80
	20
	6.6

	70
	30
	10.0

	60
	40
	13.3

	50
	50
	16.6

	40
	60
	20.0

	30
	70
	23.3

	20
	80
	26.6

	10
	90
	30.0

	0
	100
	33.3


Obviously this implies that nothing can be harder than DC 33.3.  This is pretty much in line with the little the books say about DCs.

This system is flawed, and I feel the whole DC/Skill Check system is flawed.  But this is a workable system for both you and I for now - until I work out something better.

For 3):
What are the consequences of this action?

Succeed or fail, I roll again, to see what the relative consequences of your action are.  A roll of 50 means it just did (or didn't) work, no real side effects either way.  The higher the number above 50, the closer you came to achieving exactly what you wanted.  Sometimes you may not succeed completely, but come close enough to get what you were after.  The lower the number below 50, the more your action tended  to cause a contrary or undesirable result.  A roll of 01 means the worst possible thing I could think of for that situation happens - even if you actually succeeded!  If you thought out your actions in advance, and took precautions, probably nothing bad could happen, so that's often no big deal.

For 4):
How long does it take to succeed?

This is easy.  You keep trying until you get tired of it, something happens that makes you stop, you run out of materials, et cetera.

If an action is the sort where if you keep trying you will eventually succeed, and there are negligable consequences for failure or spending the time, I'll usually just give it to you.  (This is equivalent to 'taking 10' or 'taking 20').  In general I do not allow players to 'take 10' or 'take 20' on their own.

If there are consequences (or if I feel like it), I will play out every attempt.

Note that sometimes there may be consequences that you are unaware of, which require playing out each attempt.

In general I make all die rolls in secret, and tell you the results (for lots of reasons).

Notes on certain skills:

Alchemy

Alchemy skill requires at least 200 GP worth of materials (half of which are fragile).  Minimum quipment weighs 20 lbs.,and fills a standard backpack.  An Alchemist's Lab weighs 50 pounds and fills a backpack plus two large sacks.

Climb

Failing a Climb check (and not falling) means the route you have taken has hit a dead end.  You must move laterally a few feet for the next check, or go down some and take a different route.

Failing a Climb check by 3 or 4 or more means you slip or lose your grip.  You  must spend the next round reestablishing your grip at the current location.

Failing a Climb check by 5 or more means you fall (if the slope is vertical or undercut) or slide/roll/tumble (if on a slope of some kind).

If falling down a slope, you take 1D4 points of damage for every 10 feet you fall.  You must make a sucessful Climb check each 10 feet you slide to stop your slide.  The first check is normal, but each subsequent check is made at +2 to the DC (10% harder).  This reflects the fact that you are picking up speed and it's getting more difficult to try to stop.

There is always that chance that you hit 'something solid' and stop.  How likely this is depends on the slope.  The damage from such an impact is 1d4 if you've slid 10 feet, 1D6 if 20 feet, and 1D8 if more than 20 feet.

Search


You must explicitly state you are doing a search, not just say "I look around".  Thorough searches take time.

Spot

Spot is a passive skill - it's not something you attempt to do.  It merely indicates the relative likelihood that you will notice something.  Saying "I attempt to Spot ..." is meaningless.  You've either already noticed - or you didn't.

I do not run this strictly by the book.  How likely you are to notice something depends a lot on the situation and how carefully you appear to be looking.

I will never say, "You Spot x...",  but I will say "You notice x...".

Feats

Item creation feats

The item creation feats are designed for a world that is awash with magic items, with 'magic stores' on every corner.  Any given magic item can be purchased with little difficulty (for lots of gold).  Creating items is expensive and taxing, but not that bad.

My world is different.  In it magic is very rare, and magic items are extremely rare - almost unheard of.  The concept of 'buying' a magic item is laugable - no one would willingly part with one.

So, significant adjustments to the rules are necessary, as follows.

- The various item creation feats are available at five levels higher than stated in the books.  E.g., one can get the Scribe Scroll item creation feat at 6th level (not 1st), and get the Brew Potion feat at 8th level (not 3rd).

An exception to the above is the Create Wonderous Item feat - that is only available at 12th level.

- Creating items has an Experience Point (XP) cost.  The book says that it's 1/25th the market cost of the item (which are listed in the DM's Guide).  I'm changing that cost to be one-half the market cost of the item.  Creating a magic item is very taxing.  (This factor may be changed later).

The "Energy Drain" spell may be used in combination with an item creation feat to extract the XP cost from another being than the caster, thus removing the XP cost from the caster.  The "Eneveration" spell may be used likewise, but in this case the target being must be killed using the spell (or the being recovers its life force eventually).

It is evil to use an intelligent being in such a way.

Alignment
The 2nd Edition Player's Handbook has the best discussion of Alignment I've seen yet.  I endorse what's stated there.  If you're confused about alignment and its implications, read over that section (which I'll have with me).

A couple comments in addition:  You must specify an alignment, on your character sheet if not publicly.  I need to know this, primarily to handle situations like having a Know Alignment spell cast on you.  Beyond that, I judge what your alignment actually is based almost entirely on your actions.  Generally it doesn't matter - unless you're a Cleric or Paladin.  In these cases serious breaches of one's stated Alignment can definitely have consequences.

Whether or not you state your alignment is up to you.  Whether or not you lie is up to you.  It usually doesn't take very long for people to figure it out from your actions (or lack of them), though.  Lawful characters will state their alignments as a matter of course.  Chaotic characters may or may not, and may or may not tell the truth.  Clerics, as champions of their dieties and/or alignments, will usually make their alignments known - particularly Lawful or Good clerics.  Evil or Chaotic clerics may or may not, and may or may not conceal or misrepresent their alignment.  By their actions shall ye judge them.

The Chaotic alignments (particularly Chaotic Neutral and Chaotic Evil) can be great fun to play - but can also totally disrupt a game and upset everybody if taken to extremes.  These alignments almost always disrupt a party to some extent.  That's fine, and I truly don't care what alignment you play, BUT I do care if you're ruining everyone else's fun in so doing.  No one wants to get upset during a game - it's no fun.

The other side of the coin is that things are always more interesting with Chaotic characters around - you never know what they're liable to do!

Equipment

In the main city (Partha), virtually anything listed in the equipment lists (Player's Handbook 1st and 2nd Ed., Arms and Equipment Handbook, et al) is available, and can be had for the listed cost.  This is not true in all places you will be - in some places armor is almost impossible to get, for instance.  Be aware that outside of Partha you may have difficulty getting certain things.

Anything you want, get it - then record it on your character sheet.  If you can't find what you want in the equipment lists, ask me about it.  Somebody always wants to get or have made something special.  This is fine; in any of the larger cities you can probably find a craftsman to make what you want - for a price.  I will consider anything, but keep in mind that the technology is Medieval, and varies from place to place.  Also, I will NOT try to read your mind.  If you can describe (to the craftsman) what you want in sufficient detail, and he has the skill, chances are he can make it.  But, you must be able to describe it well enough, particularly if the craftsman has no knowledge of what it is you want.  When in doubt, give it a try.  You never know.

Tindertwigs (matches) only work 80% of the time.  They come individually wrapped, and in a hard leather case.  They can ignite if bounced around too much, or are allowed to rattle around in their case too much.  If they get too old, or get wet, they cease to work.  

Add Improved Alchemist's Fire - cannot be put out, and burns twice as hot (double damage) and twice as long.  It also costs three times as much.

The tables do not list what weapons are one-handed and two-handed.  Ask me if you don't know.  You cannot use a sheild with a two-handed weapon (obviously).

Table 7-6 Donning Armor is wrong (from personal experience).  Multiply all the times to don armor by 5.  Time to remove armor is the same.  Armor class is reduced by 1 by donning armor hastily.

Ignore the prices for masterwork weapons, armor, and sheilds given in the PH.  All masterwork items cost 150% of the standard equivalent.

Masterwork armor and shields are mentioned in passing.  Masterwork armor and shields do not convey a +1 armor bonus.  They do however function in all other ways as if they were the next lessor item, as far as Miniumum Dex Bonus, Armor Check Penalty, Arcane Spell Failure.  This is due to their superior fit, construction, balance, and mobility.

All of the following weapons are two-handed weapons:

Halfspear

Shortspear

Crossbow, light

Crossbow, heavy

Lance, light

Battleaxe

Lance, heavy

Trident

Falchion

Glaive

Greataxe

Greatclub

Greatsword

Guisarme

Halberd

Longspear

Ranseur

Scythe

Bows (all)

Nunchaku

Sword, Bastard

Wararxe, Dwarven

Axe, orc double

Chain, spiked

Flail, dire

Sword, two-bladed

Urgrosh, dwarven

Crossbow, repeating

All of the following weapons have reach (can strike an opponent when they are (normally) too far away to strike you):

Lance, heavy

Glaive

Guisarme

Longspear

Halberd

Ranseur

Chain, spiked

Whip

All of these weapons are too large and clumsy to use against adjacent foes, and so suffer a -6 penalty in being used so.

PH:119 notes the when wielding a weapon two-handed, you add one and a half times your Strength bonus to the damage.  This only applies when using weapon normally used one-handed with two hands (an unusual and clumsy occurrence).

The following weapons are totally ineffective against adjacent opponents:

Lance, heavy

Whip

When struck with a net, the defender must make a Reflex saving throw, or be effectively immobilized, unable to attack, defend, or cast spells until they can escape the net.  If they had a sharp object in hand, they can cut their way out of the net in 1D100 rounds.  If not, they must attempt to get hold of a suitable weapon (if they have one) to use (which may take 1D20 rounds, depending on where the weapon is).

If the defender makes his saving throw, he is hindered as laid out under "Net" (PH:102).

The defender must make an Escape Artist check versus DC 20 to break free from the net, otherwise he must cut his way out of it.

Note that Ranged weapons are now (normally) one shot per combat round, which differs from the 2nd Edition rules.

Equipping your Character
Character starting money is rolled up based on Class, as per the Player's Handbook, page 95.

You are assumed to have basic clothing.  At a minimum you'll want to get a weapon and armor of some sort.  The type of weapon and armor does matter and is taken into account.  See the notes under Combat, below.

What you get beyond these basics is up to your personal preference.  However, what you'll want to have may depend a lot on where you're going.  That's generally settled just before (or after) starting the game.  

My world is very large, thinly populated and very spread out.  So, you'll be doing a lot of traveling.  You'll almost have to have a horse, or you'll slow everyone else down.  You probably won't have enough money at first level, but you may be able to borrow from one of the higher-level characters.  They usually have pack horses as well.

Food is a necessity, and I do keep track of it.  Make sure you have enough to get where you're going - characters have starved in the wilderness.

I insist that everyone explicitly list out everything they have, and WHERE they are carrying it.  This very often is important during encounters or unusual situations.  Never 'assume' something will be handy.  If you have not specified where you're carrying something, when the time comes I will arbitrarily decide where (I think) you would most likely have put it.  This may not be where you want it to be.

The most common places to carry things are in a belt pouch, pocket, backpack, saddlebags, or somewhere on a pack horse.  Generally things you carry on your person will always be with you.  Your backpack is assumed to be with you on march; it is assumed NOT to be with you otherwise UNLESS you explicitly specify you are taking it with you.  The most frequent time this comes up is during an encounter on the night watch:  sometimes people flee to the four winds - often forgetting to grab their packs!  Similarly, pack horses are notorious for panicking and bolting during combat.  Don't keep ALL your food on your pack horse.

A backpack is where you'll keep most of your important stuff.  Players frequently try to abuse the backpack, so here are some (fairly strict) guidelines.  A 'standard' (that is, not specially made) backpack can hold (for example) any one of the following items:

- 100 pounds (and that's really straining the seams - and you!)

- One week's worth of standard rations (fruit, meat, meal, bread, etc.)

- Three week's worth of iron rations (jerky, way bread, hard biscuits, etc.)

- 7500 coins (PP, GP, EP, SP, CP)  (This is limited more by weight than volume)

In short, there are both weight and volume limits, as well as a practical limit to how much a character can carry.  A fifty-pound pack is generally considered very heavy, especially when you consider you're carrying steel weapons, armor, water skins, etc., etc. in addition to your pack.

As an example, here's a typical pack load:

- One week's iron rations (inside)

- Water skin (hung handy on the outside)

- Three flasks of oil (inside, wrapped up in rags, as they're somewhat fragile)

- 50 ' rope

- Grappling hook

- Mallet

- 20 Iron spikes/pitons

- Bullseye lantern

- 2 flasks of Holy Water

- Blank paper book, pen, and small vial of ink (for maps, notes, messages, etc.)

- Spare dagger

- Heavy clothing/rain gear

- Bedroll (attached)

That's a pretty full, heavy pack.  Keep in mind that the average person cannot even lift 100 pounds over his head, let alone carry it around all day.  

Such a character would very likely be carrying his sword in a scabbard either slung across his back or from a balderic.  If he's carrying a bow that would likely be carried, unstrung, over one shoulder.  Add a quiver of arrows, slung from the other shoulder.  Add a belt pouch, containing flint and steel, coins, jewels perhaps.  Add a dagger in a belt scabbard.  Add armor.  Now you have a heavily laden, ponderously moving character.  

Of course, he would immediately drop all this extra gear and draw his sword should an enemy confront him - but this action will cost him his first action of combat.  His enemy could easily close and/or strike the first blow while our character is frantically flinging off his excess gear.  (See Combat, below).  The moral is: beware of overloading!

Another good way to carry gear is in saddlebags, or plain sacks, attached to your riding or pack horse.  As an arbitrary, a large saddle bag holds about half as much as a backpack.  As saddlebags come in pairs, a set will hold approximately as much as a backpack.  A large sack holds about as much as a backpack, but is much clumsier.  Multiple sacks tied to a horse will affect its gait (by bouncing around) and thus encumber it.  Saddlebags (up to one pair on a riding horse, and six pair on a pack horse) will not.  On larger horses (war-horses), one can generally carry oneself (backpack, weapons, armor, etc.), a set of large saddlebags, and one large sack tied to the back of the saddle.  Much beyond this encumbers the horse.  Note that this much gear will encumber (slow down) a light riding horse, just due to weight and bulk.

A pack horse can carry up to 500 pounds - if carefully packed.  They cannot run very fast when packed like this.  Also, they must be unpacked and rested during the night, like the riding horses.  A character counts for about 300 pounds (equipped, including pack, etc.).

In a hard flight, a (properly worn) backpack will almost never get in the way or fall off, nor will (well-maintained) saddle or saddlebags.  Sacks tied on run an increasing chance - the more sacks, the more likely one (or more) will work loose and fall off.

General advice:  Think carefully about what you're taking.  Recognize that you probably won't be able to carry everything you'll want to have.  Try to spread the load around the party.  Duplicate essential things (like food) so that it's not as catastrophic when (not if) something gets lost.  If you don't have paper and ink, you can't make maps.  If you shoot and lose all your arrows, they're gone.  If you break your sword, you may have a real problem.  And so on.

Hit Points
As a boon to first-level characters, you start out with maximum hit points at first level.

After that, they go up as per the books.  Constitution bonuses apply

When you make a level, you generally do not immediately gain the additional hit points.  You gain one per day (like healing) until you reach your new total.  If you're wounded, you first heal back your lost hit points, then begin to gain the new hit points.

Experience
All characters start out at first level.  First-level characters start out with zero experience.

Experience is basically gained in only two ways:  Killing things, and finding treasure.  That's it.  (I may extend that a bit later).

I award experience right after 1) the battle is over, or 2) after you've obviously finished collecting what treasure you've been able to find.  I feel that people should be rewarded immediately, not in one chunk at the end of a game.

I have a unique system for both determining who gets experience, and how much.  You get experience from successful combat only if you were at risk.  You were 'at risk' if you took part in combat in any way.  In this way one is only excluded from gaining experience if he deliberately stayed out of the activity, such as waiting out the battle safely hidden in a tree.

Experience gained from finding a treasure is given to all those who were at risk to get it, or who took part in tracking down and collecting it.  (There can be significant risk associated with just gathering up a treasure, from traps and such).

Experience is divided up evenly among all those in the party who were at risk in the battle - including any relevant NPCs.  (I no longer use the per-level system). This method favors the lower-level characters in the party, more quickly bringing them up at the expense of progress of the higher -level characters.

There's a special case: the Multi-Classed character.  He basically has two (or more) professions, and thus is potentially twice as valuable to have around during combat.  Thus, a Multi-Classed character is basically counted as if he were two separate characters.  A Fighter-Mage, 1st-level in both classes, then counts as two characters even though he's only one person.
Gaining a Level
My basic philosophy is that one doesn't just gain new skills, hit points, etc. all at once in a flash of light. One generally gains them gradually, over a relatively short period of time.

If you're not in an obviously dangerous situation (like a dungeon), I'll generally just let you have the level immediately.

Where the party IS in a dangerous situation, things are different.  New hit points are gained slowly, as above.  After waking from his next rest, the mage will feel that maybe he really can control those higher level spells now.  The fighter will have learned some clever new moves by design or chance during the last few weeks.

The general rule is:  When it could clearly make a difference to the group's short-term survival, you don't get all the new benefits immediately.  

To wit, no one makes a level while in a dungeon.  He must make it out, at least, and back to a place of 'safety', where he can explore his newly developing skills.

Wise players caught in this situation usually retreat immediately, and head for the nearest safe place to camp out for a while.  You can always go back in again.

There have been rare occasions where a party has collected enough experience in a single haul so that more several characters can make more than one level.  In short, that doesn't happen.  The most you can increase in level from the experience from one 'event' (combat or treasure) is:  You make the next level, and collect enough experience to take you halfway to the level beyond that.

Magic
No one really understands how it works, just that if you do certain things, other things will happen.  The best theory is that you're opening some sort of channel to another 'place', and shaping and molding the energy that comes through.  The better you are at this (the higher your level), the more likely you are to succeed, get the desired result, and not hurt yourself (or anyone else around you) in the process.

Arcane spells are those cast by Wizards and Sorcerers, are based on the personal ability/power of the caster, and are mainly are for attack, defense, or enhanced capabilities.  Divine spells are those cast by Clerics, are based on power provided by/drawn from some diety, and are mainly for aiding (or harming), assistance, or providing information.  Arcane spells provide various sorts of direct attack, but no healing capabilities; Divine spells provide only indirect attacks, but provide direct protections, and healing.  Beyond this, there is no clear-cut distinction between the two types of spells.  There is significant overlap in capability.

Preparing and Casting Spells

Divine magic users do not have to "prepare" spells, as stated in the Player's Handbook.  They must however spend an uninterrupted hour every day praying, meditating, or the like to retain their diety's favor (and thus access to its power).  This is how they recover their "spell points".  (See below).

Arcane magic users do not have to "prepare" spells.  They cast spells directly from their spell book(s).  Thus their spell book needs to be handy.  Thus also, lose his spell book, lose all his spells.  In addition, a Wizard must spend at least an hour every day studying his spell book, refreshing his memory on the various spells so that he can cast them quickly and reliably when needed.  In addition, an arcane magic user must spend an uninterrupted hour every day studying their spells (from their spellbooks), to keep them familiar enough to cast quickly and reliably from their spellbooks.

I do not run or require material components.  There are a very few exceptions; I'll let you know when and if they might come up.  Verbal and somatic components are required.

Arcane magic users must have at least one hand free to cast a spell.  Thus, they cannot be holding a weapon or shield of any kind in that hand while they are casting a spell.  In practice, this means arcane magic users rarely use a shield.

Note also that various types of armor impose various chances of causing an arcane spell to fail completely.  See Table 7-5 (PH:108).

Spell Points

I treat spell expenditure very differently than the books.  I use a 'spell points' system.   Basically, this means that a magic user (Wizard, Sorcerer, Cleric, and their subclasses) gets a certain number of spell points, which increases with level, and that spells of a given level cost a certain number of spell points.

A magic user determines his total spell points for his level by looking at the appropriate table for his class, under "Spells per Day".  Each 0-level spell is worth 1 point; each 1st level spell is worth 2 points, each 2nd level spell is worth 3 points, and so on.  Total for all the spells you get at your level and that's your total spell points available.

Each spell you cast "costs" the appropriate number of spell points.  This reflects the drain on your system imposed by casting the spell.  Your total spell points represents the total amount of magical energy you can reliably control in a day, without exhaustion, harm, or chance of losing control of the spell.

You can cast any combination of spells that consume up to your maximum spell points, without having to rest to recover spell points.  Restrictions on bonus spells that must be drawn from a particular school or domain still apply.  (In other words, if some amount of your spell points come from a bonus spell that must be drawn from a particular school or domain, then that many spell points must be expended on a spell from that school or domain).  Violating this restriction is handled as "Exceeding your Spell Points", below.

You are still constrained as to the highest level spell you can cast, according to the table.

It is possible to cast a spell of a higher level than you're currently able to reliably cast - See "Casting a Spell Beyond your Level" below.

Note clerics gain some of their spell points by association with various 'domains' of magic.  Those spell points can only be expended on spells from these domains.

Recovering Spell Points

Users of Divine magic (Clerics and subclasses) recover their spell points by "praying" to their diety.  It is possible for a cleric to "pray" to his diety again within a 24 hour period to recover your spell points.  This generally works, but if done too often may cause your diety to ignore you for a while.

Arcane magic users recover spell points as below.

Spell point recovery is based primarily on the highest level spell cast, not the total number of spell points to recover.  In other words, all spell points are recovered during the rest period below, but the length of the rest period is based on the highest level spell cast since the last (uninterrupted) rest period.






The rest must be uninterrupted.  Otherwise, the number of spell points you recover is pro-rated based on how long you have rested versus how long you should have.  In addition, until you get the proper amount of uninterrrupted rest, each spell is counted as one higher level than normal as regards "Casting a Spell Beyond your Level" - until you get proper rest.

Exceeding your Spell Points

It is possible to exceed your total number of spell points expended without resting.  Each spell point used beyond your normal maximum exhausts you further, and temporarily costs you a point of Constitution (including removing associated Hit Point bonuses).  For each 4 points of Constitution lost, you treat every spell as being one level higher than otherwise as regards "Casting a Spell Beyond your Level".  E.g., if you lose 8 points of Constituion, every spell is treated as if it is two levels higher than normal, etc.

Once your Constitution is reduced below 9 this way, you have a 20% chance to fall unconcious for each spell cast.  Once a magic-user's Constitution is reduced to 3 this way, each further spell point expended costs 2 hit points of temporary damage.

After having exceeded your Spell Points this way (presumably in a melee), the magic user cannot cast spells, engage in melee, or any other activity more strenuous than sitting on a (walking) horse for a number of hours equal to the number of Constition points lost.  A full rest period to recover spell points may begin after this period of rest.

The total number of spell points that can be recovered is your normal total minus the total number of points of temporary Constitution loss.

Constitution points (and relevant bonuses) are recovered at a rate of 1point per 24 hour period.

Casting a Spell Beyond your Level

In order to do this you must have already learned the spell (for non-Clerics).

You can attempt to cast a spell higher than your level would normally allow.  This will very severely tax you, and could even kill you outright.  (You must have the necessary number of spell points available - or you're really taking a risk).  A spell only one level beyond your current ability level has about a 65% chance for success.  The chance drops drastically as the difference gets larger.  Conversely, if you've attempted this same spell before, your chances of getting it right this time are better.

But - something will happen when you release that energy, it's just a matter of how much and how well you can control it - or how much it controls you.  This is generally only used as an absolute last resort  by magic users.

After attempting this, a rest period two levels higher than that normally required for the spell cast is needed to recover all spell points (for arcane magic users).

For Divine magic users, you need to pray to your diety for an extended period to recover your powers.  How long this takes, or what you may need to do to atone, depends on the whim of the diety.

It IS possible to copy a spell from any clearly legible source.  If it's a spell at your level, there's no chance of copying it incorrectly (as you totally understand it).  If it's above your level, you can copy the spell.  Your chance of knowing what the spell is drops by 20% for each level the spell is beyond your ability;  your chance for copying it exactly also decreases.  Under ideal conditions, you can push your chance of copying any spell correctly up to about 95% (max).  By the way, you won't know if it's right or wrong until you try to cast it.

Notes on specific spells

Haste:
This spell allows you to perform the equivalent of two full-round actions per round, effectively a 100% speed boost.  The book specifies you can do 1/3 more for haste, but can only do half as much for slow.  This evens them out.

Starting a New Character
Games almost always start with the party gathered in the Green Dragon Inn, in Partha, the biggest city in the world.  New characters always start in a major city.  

Wherever possible, I like to quit when the party is in a city or town, not when they're in the middle of nowhere.  Sometimes this isn't practical, so we just quit.  If we leave off with an entire party in a remote location when we quit, and the next game has almost all of the same players, that's where we'll pick it up.  

If your character dies, you have to wait until they get to a city before you can introduce a new character.  If necessary, you can start from a village, but you won't like it - most villages won't have even basic equipment (swords, armor).

Characters are strictly local yokels when they start out.  They have little training in other areas and precious little knowledge of the world at large.  Most come from the slew of small farm villages to the north and east of Partha.  So, you get most of your knowledge of the world from more seasoned characters - or by finding out yourself.

Details of Playing the Game
Encounters
Encounters are like everything else in my world:  I do not announce "You have an Encounter".  I will describe what you see, hear, smell, etc.,  The rest is up to you.  It is by no means always obvious when you're having an encounter.  The first time you know about a party of bandits could well be when they jump out of the bushes and attack (meaning they've surprised you).  This makes for a better game, but also tends to make players jump at shadows.

I define an Encounter as a situation where one or more of the party comes into a situation where he may become aware of some other entity.  Conversely, an Encounter is also a situation where some entity comes into a situation where it may become aware of one or more of the party.  Thus, seeing a pride of lions out on the plains is an Encounter.  It's not likely to be an interesting one.  However, hearing some indistinct noises far off in the brush at 3 AM might be more interesting.

Many encounters do not lead to combat.  Prudent parties tend to avoid hazards they can see at a distance.  Clever players have even managed to turn what should have been a combat situation to their advantage (charming the animal, for instance).

Encounter level
There has always been a tacit assumption in D&D that the DM will adjust encounters so that they are a challenge to the party - but not too much of one.

The V3.0 rules introduced a very lame system that DMs are supposed to use to ensure this is the case.

The real world does not care if you are fairly matched to the bug you stomp - or the dragon that stomps you.  As DM, I don't either, and I make no particular attempt to ensure that you will be 'fairly challenged'.  Scattered throughout my world are challenges ranging from trivial to godlike.  I attempt to place them where they would be logical - for reasons that may or may not be apparent.
This also means that the party could stumble into a situation that will wipe them out, without any reason to expect it.  That is possible, though unlikely.

It is Up To You to decide what makes sense to tackle, or flee from.  I will cheerfully destroy a party that took on something they shouldn't - or cheerfully allow the party to destroy some weaker foe.
You have been warned.

Encounters - mechanics

This is how I handle encounters.  (If you're not interested - feel free to skip the rest of this section).  First, I determine if an encounter occurs, based on the terrain, time of day, nearby terrain (like a swamp or forest), and other things you may or may not know about.  Factors are how noticeable the party is, how noisy, whether they have a fire, horses, etc.

If an Encounter is to occur, I next determine what you'll encounter, and how many.  This sets the stage for how you and they are to become aware of each other.

Then I determine when the encounter takes place, biased by the habits of the party and those of the creature(s).

Now I roll percentile dice, to see how 'direct' the encounter is.  00 (100) means you bump into each other.  01 means there are only the faintest of tracks (or the like), that no one is likely to notice.  From this, I determine 'encounter distance'.  This is how far apart you are.

I roll percentile dice again, to see if you notice them in any way.  Similarly, I roll to see if they notice you.  It can easily happen the neither notices the other.  However, if your positions change, I'll roll again, and so on.

I roll to see who notices whom first.  Often this doesn't matter:  Lions seeing you a mile away before you see them a few minutes later will make no difference.

Should the other guys notice you first, I roll percentile dice to see their reaction (biased by their nature).  00 means they go away.  01 means they will attack as soon as possible with their most effective means.

At this point I'll start playing the encounter.  Often it starts with something like, "You hear some faint disturbance in the brush",  or "You see some large animals moving about in the distance".  This will be your first indication that an encounter may occur.

Note that the more limited your visibility (like in a forest), the less likely you are to see something coming.  They are may be quite close before you notice them (or they you).  

What happens now is totally dependent on the situation (and the party if they know something's up).  I play it by ear until contact is made, combat begins, or either party is surprised (suddenly becomes aware of the other).

Surprise
This is detailed in the books.  The main point is that if one group is surprised and the                             other group isn't, the surprising group can attack, flee, or whatever, for a half-round, before the surprised group can react at all.  After this first half-round combat is conducted normally.

Note this is not the same as a prepared ambush!  In a well-planned ambush the ambushers could well get several half-rounds of 'free' attacks before the defenders can effectively respond.

Once combat will clearly occur, I will determine who is surprised (if anyone).  If a party is completely surprised, they a half-round before they can react, plus one half-round while they're struggling free of all their gear, plus one half-round to draw weapon and prepare for combat.  (Moral: Being surprised is BAD;  surprising an enemy is GOOD).

Time and Actions in Combat as defined in the PH
Following is (I hope) a more understandable explantion of their system.  The book's explanation is clumsy, disorganized, and very difficult to understand.

This section is intended to explain what the book is trying to say. The next section contains what I am changing.

Rounds, half-rounds, standard actions, full-round actions, move-equivalent actions, miscellaneous actions, and such

There are three units/scales of time used (from longest to shortest):

Day


Used while overland/overwater traveling, healing, etc.

Minute


Used while setting up an encounter, searching, etc.

Round (6 seconds)
Used during combat

The details of the round matter most, as that's what's used in combat.

There are multiple terms to learn:

- half-round

Essentially, a round is broken up into two pieces - for which they have no name.  I will call these "half-rounds".  These half-rounds do not have a specified duration, but one can think of them as 3 seconds.  They are really used just to coordinate who does what in what order within a single round.

- full-round action

One is allowed to take certain actions which take the entire round to complete.  Such actions are referred to as "full-round actions".  Examples are casting certain spells,  trying to free onself from a net, et cetera.  Your entire effort is devoted to this action for the entire round. Examples of full-round actions are listed in PH:128.

In particular, any character that is capable of mulitple attacks per round must declare he is using the 'Full Attack' action for that round - which means he attacks during both half-rounds.  Put the book's way, the 'Full Attack' action is a full-round action.  Trying to escape from a thrown net is a full-round action.

- full attack

One can use both half-rounds to attack.  This is called a "full-attack action".  It is a full-round action, during which a character uses all of his (possibly multiple) attacks

- attack

An attack is a half-round action, during which a character may make only ONE attack. This is NOT THE SAME as a "full attack". (Note: I'm changing this - see below).

- move

A half-round action where a character moves his 'speed' (q.v.)  Note that a character maintains his normal defense during such a move, and thus does NOT provoke attacks of opportunity.  Thus such a move is 'careful'.  C.f. "run"

- run

A half-round action where the character moves as fast as he can, disregarding his defense (and thus provoking attacks of opportunity).  He moves at 3 or 4 times his base speed (depending on how much he's carrying).  C.f.: move.

- speed

The rate at which a character can move - which is based on race, and modified by how much he's carrying, etc.  This is listed under "Speed" on PH:119 and Table 8-6 pg. 130.

Speed is specified as 20 or 30 'feet' (depending on race).  This is the distance a character can (normally) move during a single half-round. 

- standard action

There is a standard class of actions which consist of an attack AND a move in a single round.  The move can come before or after the attack.  Such actions are called "standard actions", "fundamental actions", "regular actions", or simply "actions".  So a "standard action" is just a round where one of the half-rounds was used to attack, and the other was used to move.  That's it.  The books treat the "standard action" as the baseline action for a round, and relate everything to it.

Note most spells have a casting time of "1 action", which means casting such a spell is a standard action, which means you can also move during that round.

- move-equivalent action

One can take the 'move' half-round of a standard action and use it for certain other things (called "move-equivalent actions" (PH:128)).  For example, a prone character could use the move half-round to stand up, then use the attack half-round to attack.

- double move

One can use both half-rounds to move, thus moving twice as far.  This is known as a 'double move'.

- miscellaneous action

One can choose to do a "miscellaneous action" during one or both of the half-rounds (PH:128).

- partial action

A partial action is something you can do in a half-round.  In certain cases one does not have a full round available, but only a half-round.  During a half-round a character can attack, or move (or perform a move-equivalent action) but not both.  Essentially anything you can perform during a half-round is a partial action.

There are only two cases I know of where one can only perform a partial action:

1) during the 'surprise round', or 2) being subject to a slow spell.

- surprise round

In an encounter where at least one member of either party is surprised. combat begins with a surprise round.  A surprise round consists of ONE half-round.  Thus a character can only perform a partial action during the surprise round.  All subsequent rounds proceed normally.

- flat-footed

Unprepared for threats or combat.  This only happens during the first round of combat.  When flat-footed, characters lose their Dexterity bonuses to Armor Class (as they cannot react to the threats) and any attacks of opportunity.

- free action

A free action is any action a character can take that takes so little time it is considered "free", and doesn't count for any time in the round.  A character can perform as many free actions in a round as the DM will tolerate.

- five-foot step

If in a round a character is not making a move during either of the half-rounds, then he is allowed a 'five-foot step' as a free action.  Thus he can adjust his position a little, close with an enemy, but that's about it.

- attack of opportunity

An attack of opportunity is an extra attack any character or creature can get against an enemy which is in range and has for some reason lowered his guard or reduced his defenses.  These attacks can occur at any time, independent of whose turn it is or initiative.  In short, lower your guard when you're in range of an enemy, and you may get attacked immediately by that enemy and/or others.  More on this subject below.

So, in a single round, one can either:

- Perform a full-round action (like a full attack)

- Perform a "standard action" (an attack plus a move or vice versa)

- Perform an attack plus a "move-equivalent action" (or vice versa)

- Perform some combination of an attack and a miscellaneous action

- Perform some combination of a move and a miscellaneous action

- Make attacks of opportunity as the opportunities present themselves.

Therefore a typical round consists of TWO different actions: an attack and a move.  More likely, more rounds will consist of full attacks.

Attacks of Opportunity
The mechanics are a bit complicated.

Any creature or character is considered to "threaten" the area ina 5 foot radius circle around them.  If a character is using weapon with 'reach', they threaten a 10 foot radius circle.  For the sake of clarity, the ground is considered to be broken up into 5-foot squares.

If anyone moves into, through, or out of any threatened square, they are subject to attack.

But while moving into a threatened area, you can see what's coming, and be prepared for it.  Thus an enemy gets no special advantage (and thus no attack of opportunity) against a character when the character moves from a non-threatened square into an threatened one.

However, when a character leaves a threatened square (for another threatened square or a non-threatened square) his guard is not as careful as it might otherwise be, as his attention is on another foe, target, goal, - something other than the enemy within range.  So the character provokes an attack of opportunity from that enemy, as his guard is compromised.

Whenever a character is threatened, and either casts a spell or makes a ranged attack he immediately provokes an attack of opportunity from all enemies in range (not otherwise occupied).  Casting a spell or aiming a bow requires - at least briefly - that the character's attention be focused on something other than defense.  The enemy, seeing this, will instantly take advantage of the 'opportunity' and make an attack..

There is a special case where a threatened character can leave a threatened square and not provoke an attack of opportunity.  This occurs when the character does a 'disengage'.  This means that the character is attempting to just move away from the square, and not make any attacks.  In this one case the initial square the character leaves does not provoke an attack of opportunity.  The idea is that he's being totally defensive, and is well aware of all the threats in the square he starts from.  However, this only applies to the square he starts in; if the subsequent squares he leaves are threatened he will provoke attacks of opportunity from each of those.  In effect he is 'passing by' enemies on the way to somewhere else - which compromises his defense.

Normally a character can make only one attack of opportunity in a given round, no matter how many opportunities present themselves.  Certain feats can change this.

A character who can make multiple attacks per round cannot make multiple attacks of opportunity for any single opportunity.  In other words, you only get one attack per opportunity, not multiple.

Time and Actions in Combat: What I'm changing

The calendar is still your basic Julian calendar (as I haven't gotten around to changing it).  A day is still a day, an hour still an hour.   A round is still 6 seconds.

I want to redefine the term "action" to mean "anything you can do in a half-round".

I see no reason for the extra complication of having a round correspond to TWO distinct actions in a round.  So I'm discarding that.  The unit of time in combat is a half-round.  Thus in most half-rounds each character can take only one action (aside from attacks of opportunity).  The duration for things like spells and casting times are unchanged, so a spell with a casting time of one full round action takes two half-rounds to cast.

A character that can make multiple attacks per round can now make all of his multiple attacks in a half-round.  In other words, the "full attack" action is now the same as the "attack" action.

Any action that is specified as a full-round action still takes that long.  That means you must commit to an action that can take two half-rounds.

This also means that there's no such thing as a 'partial action'.  Where situations state a character can only take a partial action in a round, interpret this as it takes two half-rounds for that character to accomplish one action.

Similarly, the surprise round(s) are run much like any other, the only exception being that the surprised characters cannot act in those half-rounds.

The "ready" action now means you forfiet your action this half-round so that you can act at a specific or appropriate time the next half-round.  In effect, it means you don't act this half-round but have control over when you act in the next half-round (effectively, you have control over your initiative in the next half-round).

The "refocus" action takes two half-rounds (unchanged).  Normally in combat I will answer only a very limited number of questions about what's going on for anyone involved in combat.  Taking the refocus action means I will answer as many as you want.  You cannot refocus when you are threatened.

Time and Action in Combat: How long do things take?

Here are some examples of how long some typical things take:

- Drop pack, bow, quiver, and other stuff for combat: 
1 half-round

- Draw a weapon and prepare for combat


1 half-round

- Stow weapon and draw another



1 round

- Pick up dropped weapon




1 half-round

- Set something afire (with a flaming torch or the like)
1-2 half-rounds

- Dig something out of a belt pouch



1 round

- Recover from a fall (during combat)



1-6 half-rounds

- Dig something out of a (dropped) backpack

3-10 half-rounds

- Unpack one horse





10 minutes

- Pack one horse





20 minutes

- Start a fire (with flint/steel/tinder)



10-30 minutes

If you tell me (during combat), that you're going to do 13 things, all in 1 half-round (three seconds), I will not tell you that you can't possibly accomplish that.  I will simply assume you begin the first task you stated, and get 3 seconds into that action.  Very often events will change your plans after the first round.

Note that if you are actively involved in combat during a half-round (you're attacking or defending or both), then you don't have time to do anything else that half-round.  You're rather busy fighting for your life.  You can choose to break off combat and attempt something else (like run), but in so doing you drop your defenses.  Your enemy will very likely take this opportunity to attack.  Moral:  When actively in combat, it's very risky to try to do anything else but fight.  Once you have dispatched your immediate opponent your options open up.

Combat
The moment an encounter goes to combat, the way I conduct the game changes substantially.

At the beginning of each new half-round of combat, I'll state "New half-roundl".  (I used to say "New Interval").  I will pick a person at random and demand "What are you doing?"  As combat is fast and furious, you don't have all day to think about your next action.  I mentally count to five.  If you haven't stated a clear action in that time, I'll say "You dither in confusion" and that will be your only action for this combat half-round.  Then I move on to the next person in sequence and do the same thing.  In other words, I demand that each person decide on an action in a short amount of time.

Once you have stated your intended action and I have moved on, you CANNOT 'change your mind' or amend in any way what you are doing for this half-round.  You are COMMITTED.  If your action turns out to be futile, silly, or downright disastrous, so be it - you should have thought of something better.  DON'T try to badger me with a change; I will deal with ONE and ONLY ONE person at a time during combat, and I will ONLY deal with people IN ORDER (left-to-right from my perspective) from the person I started with.  This system, while a bit strict, prevents the massive chaos that usually degenerates into shouting matches as everyone tries to be heard at once.  It actually makes combat move quickly, as well.

Combat is wild and chaotic, and the situation can change drastically in fractions of a second.  Players often seem to think that they can perceive every action occurring everywhere simultaneously during a combat, think about it for a long while, and then come up with the best action to take.  This isn't true in life, and isn't true in my game either.

Once I have come around to everyone, it's time to roll Initiative.  

Initiative
The initiative number is used to determine the order in which characters act.  The number is essentially just a sequence number.  Sometimes two characters get the same number - which means their actions are simultaneous.

Initiative =
1D20 + Dexterity bonus (+ Improved Initiative Feat (+4))

Each person rolls initiative.  The number rolled is your base initiative for this combat half-round.  Each person's roll is adjusted by their Dexterity bonus.

It is UP TO YOU to take advantage of all the modifiers to Initiative due to your Dexterity, Magical enhancements, situation, and so on.

I do the same for each attacker, or (more often) all attackers as a group (for simplicity and speed).

Then I'll ask "Who has the highest initiative?"  If you think you do say so, and we'll figure it out.

Highest initiative goes first.  (This is the opposite of the way it was in the 2nd Edition). I resolve the combat for the character with the highest initiative.

.Then I'll start counting down from the highest initiative number

You must pipe up when you initiative comes around, and I'll resolve your action then.  As everything during a single half-round is simultaneous, I arbitrarily resolve everything during a half-round left-to-right as I see the players.  When the half-round for an attacker comes up, I will run their attack(s) at that time.

If you are killed BEFORE your initiative number comes up - your action DOES NOT take place!  However, ALL actions during a half-round are instantaneous and simultaneous - both attacker and defender could die simultaneously IF they each strike in the same!  If the above magic-user is killed or struck DURING segment 9, the spell is spoiled (as segment 9 was still part of the casting time).

Once I've handled all the attackers and all the players, it's "New half-round" again.  (DON'T start shouting at me the moment I say that - I will PICK someone AT RANDOM and start with that person!)

Note: Monster multiple attacks are ALL considered to take place in the same half-round. For consistency, I'll handle Warriors with multiple attacks the same way.  This is a simplification, just to keep the amount of my bookkeeping from getting out of control.

Wounds, Dying, and Death
When you are reduced to 0 (zero) Hit Points, you fall unconscious (you're not dead yet...).  You remain unconscious for 4-24 hours.  Should you regain consciousness, you can move about (barely).  You cannot carry anything, you cannot wield any kind of weapon.  You cannot walk any significant distance.  The most strenuous thing you can manage is to cling to the saddle of your horse - at a walk - if someone else helps you up, and then leads your horse.  Should you try anything more strenuous there is a large chance that you will black out again.

You do not regain a Hit Point until 24 hours have elapsed.

Should you be unlucky enough to be reduced to below zero Hit Points, but less than -10, you're still not dead yet.  However, you are unconscious, and bleeding profusely.  Thus, you continue to lose 1 Hit Point per combat round while in this condition.  When you reach -10, you're dead.  Note you may still be subject to attacks during this time, particularly from unintelligent monsters that may not yet have noticed you're dead.  Or care.

However - should someone successfully use their Heal skill (for first aid) on you before you reach -10, the deterioration is halted. To use the Heal skill for first aid on a wound is to apply basic first aid, stop the bleeding, plug the hole, that sort of thing.  You remain unconscious at the current Hit Point value (-7 for example).  You must then heal naturally (at 1 Hit Point per 24 hours elapsed), or be healed magically, from there.  You remain unconscious (and a bloody burden to everyone else) until you heal up to 0 (zero) Hit Points.   You cannot function 'normally' until you have reached at least 1 Hit Point.

Regarding resurrections:  Only once has someone been resurrected in my world, which was an adventure unto itself.  Be aware that it is unlikely you'll get resurrected.

Once you're dead, the disposition of your remains (particularly your possessions) is strictly up to the surviving party members (if any).  Any maps, notes, or whatever that you have must be turned over to them.  If no one survives, or you die in such a way that no one could recover your notes or maps, you must turn them over to me.  ALL of them.

Movement
Movement will be pretty much as in the Player's Handbook.  There are some clarifications needed, however.
Move (normal):

Normally during a half-round a character can choose to move his base tactical movement rate while maintaining a defense versus a single opponent (usually the one he is about to engage, or was just engaged with).  Such a move directly away from an opponent does not provoke an attack of opportunity.
Hustle:

A character may choose to do a hustle move during a half-round.  This allows him to move at 2x his base tactical rate BUT he loses any Dexterity bonuses to AC, and any bonuses for using a sheild, and will provoke an attack of opportunity about half the time from any opponent he was engaged with (or is about to be engaged with).  Basically he is sacrificing some of his defense in favor of moving twice as fast.
Run:

A character may choose to run during a half-round.  This allows him to move at 3x or 4x (depending on armor and encumbrance) his base tactical rate in a half-round.  A run to or from an engaged oppenent always provokes an attack of opportunity from that opponent (and may also provoke attacks of opportunity from any other opponents along the way).
You can run the number of half-rounds equal to your Constitution score, but after that you must make a Constitution check every round to continue, with a cumulative -1 penalty each succeeding round.  (PH: 127).
Charge:

A charge is a straight-line hustle for one half-round directly towards an opponent, followed immediately with an attack on that opponent in the next half-round.  The opponent being charged does not get an attack of opportunity on the hustle round - a charge is intened to negate such an attack. However, the character suffers a -2 to AC during the hustle and the attack round.  In the attack round the character gets a +2 bonus on his attack roll.  Note that certain weapons, when readied to receive a charge, do double damage on a hit versus a charging opponent.  (PH:124).
Encumbrance
I will be requiring you to keep track of your relative Encumbrance.  Relevant rules are on page 142 Player's Handbook.

Mapping
To make a Map, or notes of any kind, you MUST have bought appropriate materials to do so.  Otherwise, I literally will not let you take notes or make a map.  Conversely, if somebody is making a map as you go, saying "I do too" won't cut it.  You must physically make your own.  For if the map maker gets destroyed or spirited away somehow, I physically take all his maps and notes.  So if you were relying on that person, you have a problem.  

The other side of this is that after a while no one's maps quite agree with anyone else's, which generally makes for great fun.  It's even better when the party has to try to use a map made by a now-dead character (WHO CANNOT HELP THEM IN ANY WAY).  Moral: You want to have a map, make your own.

Note that I give only apparent distances and apparent directions when you're mapping.  There will always be some slight (random) error.  So don't expect your maps to always work out.  Similarly, if you can't convince me that you can tell West from East somehow (and you must tell me exactly how) - then i won't give you directions in NSEW.  You'll get "over there", "ahead and to the right", "behind you".  When you're in a place where you cannot really determine compass direction (deep forest, underground, etc.) that's all the direction you'll get.

Starting the Game
All except Player's Handbooks (and similar books) are off limits from the time the game actually starts until it ends.  This includes the various DM's guides. Monster manuals in particular are off limits.  Fighter's Handbooks, Equipment Handbooks, etc. are okay.

Rolling dice - In all except saving throws and initiative, I usually do all the dice rolling.  There will be exceptions.

Splitting up the party - Feel free.  BUT I then physically split the party, putting the other group in another room and closing the door.  Then I have to alternate back and forth.  Getting back together again has almost always proven to be an ordeal for the players.  Moral:  I'd suggest you avoid it where possible.

Speaking out of turn - Please try not to get excessive about this.  I will get to everybody, I will listen to you.  But I cannot listen to everyone at once.  Note that during combat who can speak when gets fairly strict (as detailed above).

Speaking when you could not ('helping'): DON'T do this!  If you're dead, DO NOT volunteer information!  It's much more fun to watch everybody else try to figure something out.  I don't care if you talk, just don't give away information the others don't have.

Special Spells
Collective Spell

Evocation

Level: Clr 2, Drd 1, Sor/Wiz 3

Components: V, S, M

Casting time: 1 standard action (but special; see below)
Range: Special

Targets: Special

Effect: Special

Area: Special

Duration: Special

Saving Throw: Special

Spell Resistance: Yes
This spell allows multiple magic users of the same type to combine their power, and perform magic feats of greater power than they could otherwise perform.  Most often this is used to cast another spell (the target spell) with greater power.
The Collective Spell is cast one of two ways: as the leader of the collective spell, or as contributor to it.  There can be only one leader.

The leader casts the collective spell to completion first.
Then all characters wishing to combine their powers must cast the collective spell to completion.  Each contributor decides how much power (spell points) he wishes to contribute to the the Collective Spell.  He can safely contribute up to as many as he can expend on the highest-level spell he can normally cast.

Finally the leader casts the target spell, possibly at an effective level greater than he otherwise could.  The target spell cast must be known to the leader, but may be beyond his normal casting level.  The target spell takes the normal casting time.  Any metamagic feats known to the leader may be used in casting the target spell, and this is the only way the function of the target spell can be altered from normal.
A contributor may voluntarily drop out of the Collective Spell at any time.  Whenever a contributor drops out, or the Collective Spell ends, the contributor is disoriented and must spend the next standard action re-orienting himself.
A contributor dropping out of the Collective Spell during casting of the target spell requires the leader to make a Concentration Check or lose the spell.

The spell lasts as long as the leader and at least one contributor maintain their concentration.  The leader can cast as many spells as he wishes, drawing on his own and the (volunteered) power of the contributors.
Contributors can contribute to the Collective Spell after it has been cast, but only when the leader is not casting another spell.

This spell may be similarly used to enhance certain other magical abilities, such as Clerics' turning ability.

Parasitic variation  The leader can attempt to gain control of another source of magic, such another spellcaster's spell (in progress or being cast), or a magical item.  The collective must succeed in a check as in Dispell Magic, based on the power of the Collective Spell.  If he succeeds, he gains control of the magic.  If not, nothing happens, although a spellcaster will notice to attempt to gain control of his spell.

If the leader gains control of the magic, he may use its power as he sees fit.  However he may not normally expend more power (spell points) than he normally would be able to.
This spell has three forms: the Combat Form, Temple Form, and Parasitic Form.
Combat form  This form is intended for use in combat.
The leader must not be involved in melee; he must maintain his concentration through his casting, that of all contributors, and through the casting of the target spell.  If he is attacked, he loses control of the target spell.  It will still go off, but with unpredictable results.  He must also make a Concentration Check, or lose the Collective Spell.

The contributors must maintain their concentration, and must make a Concentration Check if they are attacked or drop out of the Collective Spell.  
Casting times for the leader and contributors is one standard action.  Each 1st-level contributor must maintain physical contact with the leader; higher-level spellcasters must remain within 10' of the leader per level.
A target spell cast using this form can expend a maximum total number of spell points equal to the leader's maximum spells points for one spell, plus one-half the total number of spell points contributed by all contributors.  In other words, the contributors can contribute at most one-half the maxiumum number of spell points they could expend on a single spell.  In other words, half the total number of spell points expended by the contributors goes towards the target spell; the rest is wasted due to inefficencies in the combat version of this spell.
Temple form  This form is intended for use in situations where neither the leader nor any of the contributors are subject to distraction.
If the leader is distracted in any way while casting the target spell, the target spell goes off in an unpredictable manner, and the Collective Spell disintegrates.

Casting times for the leader is one standard action.  Once all contributors have cast the collective spell, the leader spends a number of half-rounds fully synchronizing all the contributors with himself.  This takes a number of rounds equal to the total number of levels of all the contributors.

Each contributor must maintain physical contact with the leader or another contributor while the Collective Spell is active.

A target spell cast using this form can expend a total maximum number of spell points equal to the leader's maximum spells points for one spell, plus the total number of spell points contributed by all contributors.  In other words, the contributors can contribute at most the maxiumum number of spell points they could expend on a single spell.

Version 1.3
1
27 November 2005


