General Rules

1. There are two categories to alignment:  good/neutral/evil, usually called good/evil alignment; and lawful/neutral/chaotic, usually called lawful/chaotic alignment.

2. If the rules of two alignments clash—such as the imperative to be lawful vs. the imperative to be good—the character must choose which of these to follow and which to abandon.  
a. Atonement may be sought; but, this counts as a knowing violation of alignment.

3. An act that pertains to alignment is judged based on the intentions behind that action.  
a. If the PC’s intentions do not seem clear, the DM must ask the player to explain.  
b. If the DM suspects that the player is not being honest, or the explanation does not satisfy him, he may penalize the PC with an alignment change.
c. Example:  A paladin is pursuing a known killer.  However, one of the killer’s friends finds out, and (using his high diplomacy and bluff skills) tricks the paladin into thinking that Slatts Grubnik the baker is actually the killer in disguise.  The paladin kills the baker, only to find out shortly after the awful truth.  Was it an evil act?  No, because the paladin was not trying to kill an innocent baker—he was trying to bring a known killer to justice.
4. If two tenets of the same alignment description are in conflict in a role playing situation (such as two tenets of the Lawful alignment), the DM and player must figure out how the character can come to a compromise between the two tenets.

5. Character A is not required by alignment in taking action against character B who is performing a deed of opposing alignment (like a good character watching someone perform an evil deed) unless some specific tenet of A’s alignment demands an action (like preventing B from causing suffering).

6. A character can take an act which opposes his alignment if the act prevents something which has impact or value (as decided by the DM) of equal or greater weight than the action the character is taking.
a. The player should consult with the DM over the weight of the action he is considering taking and the weight of the thing he wishes to prevent.

b. Example:  A Lawful character finds out the identity of the murderer who slaughtered his entire family.  Allowing the murderer to go free would be a tremendously non-Lawful act.  However, it turns out that this murderer is also the head of the organization that the character is a member of.  In addition, the murderer has never performed any act other than the slaughter of the character’s family which would justify killing him.  He obeys the rules of the organization and never gives bad orders.  Killing him would be a pretty unlawful act—but not as unlawful as allowing him to go unpunished.  Therefore, the Lawful character is justified in slaying the murderer (or otherwise punishing him in equal measure).
7. Alignment is a commitment.

a. If a character is a given alignment (other than non-aligned Neutral) it means he is that alignment 100% of the time, except for personal failings (which must be atoned for) and times when exceptions built into the alignment system are applicable.

Neutral Characters
1. There are two types of neutral characters:  Non-aligned and True.  

a. A Non-aligned or “NA” neutral character is simply not dedicated to doing good or evil, but tends to do a mix of good/evil and lawful/chaotic deeds.

b. A True Neutral character intentionally avoids any acts which would be classified as good or evil, law or chaos.  This is a philosophical pursuit of neutrality as opposed to the natural, impulsive behavior of NA neutral characters.
i. The intention of such a character is to stay out of such cosmic conflicts of good, evil, law, and chaos. 

ii. Such characters are guided by a code of ethics that must be defined within that character’s class or by that character’s deity.

1. The DM arbitrates over ambiguities in matters of class or deity ethics.
Evil Characters
1. Evil characters are self-serving.  

a. If at all possible an evil character will avoid the consequences of his or her actions unless they are beneficial.

i. In such a case, if an evil character can cause suffering by foisting the consequences upon someone else, he will.

b. Note that taking actions which would shift your alignment towards good, for self-serving reasons, is still an evil act.

i. The DM decides if your actions and intentions are genuinely good or evil..

2. Evil characters are malevolent.

a. They seek to cause suffering.

i. Suffering can be physical or psychological.

ii. The DM decides whether an action causes suffering in a way relevant to alignment or not.

3. Evil characters are tyrannical.

a. They seek to force others to comply with their ideas of what should be.

b. They attempt for force others to treat them as they would like to be treated.

i. Note that “force” in all cases of being tyrannical does not necessarily imply overt use of force, physical or magical force, and so on.  To force someone, in these cases, means to make them do something (by whatever means you can use to get away with it) whether they like it or not.

Good Characters

1. Good characters are benign.
a. They avoid causing suffering to other creatures.

i. Suffering can be physical or psychological.

ii. The DM decides whether an action causes suffering in a way relevant to alignment or not.

iii. They are allowed to cause suffering to other creatures in certain cases.
iv. They may cause suffering that is a result of everyday actions (from a typical peasant-farmer’s point of view), such as eating animals, disposing of harmful vermin, bargaining to get the best price on your goods at market, mild physical discipline for a child or pet, etc..  In general, the rule of thumb is that you are allowed to cause only so much suffering as is necessary for you to get by.
2. Good characters are altruistic.
a. They attempt to prevent suffering to others even at personal cost.

i. This includes self- sacrifice (dying).

ii. They may ignore this rule in instances where doing so would prevent them from continuing to act in a good manner.

1. The player must ask permission from the DM to ignore this rule in such cases.

2. Examples:  donating so much personal wealth that you can no longer operate in the campaign (DM judges), or  attempting to prevent suffering that is inevitable (such as trying to save someone who is surrounded by a horde of enemies and wouldn’t survive even if you tried to help).
3. Good characters pursue harmony.
a. They try to treat others as those others would like to be treated.

i. This is not to be confused with the golden rule, “do unto others as you would have them do unto you,”  as this would justify situations such as perverts touching every woman in sight because they would like to be touched in return.

ii. Good characters are exempt from this rule if following it would mean violating another requirement of being good.

Chaotic Characters

1. Breaking or ignoring rules whenever doing so serves their good/evil alignments and/or motivations are the hallmarks of a chaotic character.
a.   This is enforced by the DM (i.e., the DM may rule that you are not actually acting appropriately according to your character’s motivations).
i. Example:  If a chaotic neutral character sees the evil assassin that killed his brother, in a bar in a town where murder is (as usual) illegal, he will act as though there were no law in place against killing that person and slay him on the spot, assuming the character is motivated in some way to avenge his brother.  Any chaotic character in that situation, who had motive to kill the assassin, would do so regardless of the law against killing.  Note that although revenge is a Lawful act in terms of alignment, in this case it doesn’t count against the chaotic alignment, because the character isn’t doing it out of a sense of Lawful obligation….he is doing it out of rage and a desire to cause suffering, and the law be damned.
2. Chaotic characters also do not recognize obligations or duty.
a. They avoid paying taxes or swearing fealty unless forced to do so.  Even then, they will abandon or avoid these sort of things at the first opportunity.
b. They do not serve in any organization because of a feeling of patriotism or duty to their community.  They may serve in such a capacity for personal gain or a desire to promote the greater good, however.

c. They do not recognize any sort of personal obligations, such as those to friends and family.  They may be loyal to such people for reasons given out of their good/evil alignment, but not out of a Lawful sense of duty and obligation.

i. Example:  If the character was friends with the barkeep in the last example, the fact that his friend’s bar might be wrecked in the ensuing fight would not stop him from attacking the assassin. 

Lawful Characters
1. Reciprocity and retribution are two features fundamental to a lawful character.

a. A lawful character must respond in equal measure for any action done to them.  
i. “Equal measure” is subject to DM’s approval and interpretation.  
b. The character may refuse an action someone is attempting to do to him (most often favors, kindnesses, or things that the lawful character does not think he can or would want to repay).  
i. The character must reciprocate for things such as those mentioned that he accepts or allows to be given to him, even if they are not things he asked to be given or done.

c. A lawful character is expected to reciprocate for negative acts done upon him as well.

i. The lawful character will attempt to respond, take vengeance, etc., to the full extent his good/evil alignment and the rules of the organization (if any) that he belongs to will allow.

a. Sometimes the character must break his good/evil alignment to pursue the “equal measure” of justice.

2. Respect for order and authority are also fundamental to the lawful character.

a. If a character belongs to an organization that has a hierarchical structure, the character must obey the commands of all those in the hierarchical structure who are considered to be superior in rank to the character.
i.   If a command is in violation of the PC’s good/evil alignment, the character may leave the organization openly in order to both avoid the order and to preserve his lawful alignment, but may not rejoin said organization who gave the order is still a part of it.

b. If the organization that the character belongs to acts in a non-lawful manner—such as failing to deliver “equal measure” justice—the character may leave that organization and still retain his lawful alignment, but will never again act as a part of that organization.

c. Lawful characters always respect the laws of any organization that they are a guest to, provided it does not violate any aspect of their alignment.

