Special Note:      Whenever a new version of this document or any other document is posted, the things   
changed or added will be highlighted.  In later editions, sections previously highlighted will be normal.

==EXPECTATIONS REGARDING PLAYER BEHAVIOR==

I. Players are expected to show up on time.
1. Times, playing locations and cancellations are posted on the website, http://www.geocities.com/keninmansfield/DnD.html  

2. Players who do not show up on time will be dismissed from the playing group.  
a) Excuses will be given on a case by case basis, but require proof of the reason for lateness.  WARNING:  Do not gamble that you can convince me that you have a good excuse when you feel like being late.  Always assume that I will not accept your excuse, as such excuses will be very rare. 
II. Players are expected to check the above website for updates to the rules and other important announcements, such as cancellations.

III. VERY IMPORTANT:  Players are to put role-playing their character second in importance to advancing the plot and keeping the party on good terms with each other / working as a team.
==CHARACTER CREATION ==

I. Permissible Books and Resources – Player’s Handbook (second edition), Sword and Fist (see errata, and house rules on feats and classes), Song and Silence, Arms and Equipment, Masters of the Wild. 
II.  Ability Scores – each character has scores of 15, 15, 14, 13, 13, 12.  The player may assign these scores as he sees fit.

1. Charisma – The definition of “Charisma” has changed.  The old version was dissatisfactory because the codependent nature of the qualities of charisma.  What does this mean?  Well, have you ever put a high score in your sorceror’s charisma, but wanted him to be ugly?  Under the old rules, you can’t.  Appearance and the force of personality described in the PHB are entwined.  In addition…what the HELL is force of personality?  It could mean dozens of different things.  The new definition is:  Charisma is a strength of the spirit perceived subconsciously by others.  A strong charisma gives you an uncanny ability to manipulate other’s perceptions of you, whether you are trying to make peace, intimidate, or mislead.  Entertainers with a high charisma have an eerie appeal that captivates their audiences, augmenting their skill at performing.  Also, charisma can give a character with proper training magical powers to cast or resist powers, or to bend to their will magical items that would normally nor function for them.
III. Point Sliding – You can subtract 2 or 5 from one of your scores to add 1 or 2 to another.  

1. You may only do this once overall – you cannot slide points for multiple abilities or elect to subtract 2 AND 5 in order to boost an ability or abilities.

2.   The raised score cannot go above 17 unless the score is INT, WIS, or CHA, and the lowered score cannot be below 9.  

3. You may split the cost of raising a score between two or more abilities.
4. Point Slide before Racial and Aging adjustments.

5. Example:

Bryn’s character has these abilities:  STR:12  DEX:13  CON:13  INT:15  WIS:15  CHA:14.  He decides he wants to point slide two points into his intelligence.  Since he wants to do this, he can’t do any other point sliding.  This also means he has to subtract 5 points from one or more of his abilities.  He figures there are two ways he could do this that would be agreeable to him:  STR:10  DEX: 10  CON:13  INT:17  WIS:15  CHA:14; or STR:12  DEX: 12  CON:12  INT:17  WIS:14  CHA:12.  He decides to opt for the second method.

He now adds racial and aging modifiers to his abilities.  He decides not to age, but picks gnome as a race, giving him these scores:  STR:10  DEX: 12  CON:14  INT:17  WIS:14  CHA:12.  His abilities are now complete.
IV. Rolling Hit Points - Characters may roll for hit points or take half the maximum roll for that level.  

1.  If you roll, you are stuck with what you roll.

2. Players get the maximum possible HP for first level.
V. Starting Funds – each player starts with half the maximum starting funds a character of that class could roll if the character is first level, or the normal amount of wealth as shown on the chart in the DMG, p. 43.  

VI. Multiclassing
1. Elves – Elves now have a choice between two favored classes:  Ranger and Wizard.  At character creation, the player picks one.  The class he chooses as the character’s  favored class (either Wizard or Ranger) is that character’s favored class from now on.  I.E., an elven character does not get BOTH classes as a favored.

2. Prestige Classes – Levels in prestige classes do not count when determining multiclass penalties.

==EQUIPMENT==
I. Magic Item Creation – Limitations have been set on magic item creation.

3. A character may only create one item at a time.

a) Upon creating a magical item, a character cannot create another until he has regained experience equal or greater to the amount that was lost in the creation of that item.  Potions and scrolls are exempt from this rule.
b) In all cases, you may not use so much experience to create a magical item that it lowers your level.

4. The experience penalty associated with creating magical items can only come from the creator’s experience.

a) In the event of multiple creators, this will be divided based on the degree of contribution from each creator.

b) Assisting in the creation of a magical item counts against your limit of the number of magical items you can create.  See rule 1a.

5. Items that boost skills that are premade by WotC are banned, except for Boots of Springing and Striding, which no longer confer the +10 competence bonus to jumps.
6. When starting a campaign, a character may elect to drop below the given level in order to use the XP that would have raised him to that level to make a magic item(s).  You may only do this at the beginning of a campaign, before play starts; in all other instances, you cannot create a magic item if the XP cost would drop you back a level.

a) Example:  Huck is starting a wizard in a campaign where the party is composed of level 5 characters.  However, Huck wants to make some magic items, so he uses 300 XP.  This drops him back to level 4.  Since he is doing this at the beginning of the campaign, it is permissible.  He is still limited by magic item creation rule 1b.
7. Use this table instead of the one given on page 242 of the DMG for computing the cost of magic items.

	Effect
	 
	Base Price
	 
	Example
	 
	 

	Ability enhancement bonus
	 
	Bonus squared x 1000
	 
	Gloves of Dexterity
	 

	Armor Enhancement Bonus
	 
	Bonus squared x 1000
	 
	Chainmail +1 
	 

	Bonus Spell
	 
	Spell level squared x 1000
	 
	Pearl of Power
	 

	Deflection Bonus
	 
	Bonus squared x 2000
	 
	Ring of Protection +3
	 

	Luck Bonus
	 
	Bonus squared x 2500
	 
	Staff of Power
	 

	Natural Armor Bonus
	 
	Bonus squared x 2000
	 
	Amulet of Natural Armor

	Resistance Bonus
	 
	Bonus squared x 1000
	 
	Cloak of Resistance
	 

	Save Bonus
	 
	Bonus squared x 250
	 
	Periapt of Proof against Poison

	Skill Bonus
	 
	Bonus squared x 50
	 
	Ring of Climbing
	 

	Spell Resistance
	 
	10,000 gp per point over SR 12; SR 13 minimum
	 
	Mantle of spell resistance

	Weapon Enhancement Bonus
	 
	Bonus squared x 2000
	 
	Longsword +1
	 

	 
	 
	 
	 
	
	
	 

	Spell Effect
	 
	Base Price
	 
	 
	 
	 

	Single use, spell completion
	 
	Spell level x caster level x 25
	 
	Scroll
	
	 

	Single use, use-activated
	 
	Spell level x caster level x 50
	 
	Potion
	
	 

	50 charges, spell trigger
	 
	Spell level x caster level x 750
	 
	Wand
	
	 

	 
	 
	 
	 
	
	
	 

	Cost Modifiers
	 
	 
	 
	 
	 
	 

	Item does not take up a slot
	 
	Entire cost x 2
	 
	Ioun Stone
	 

	Armor, shield, or weapon
	 
	Add cost of masterwork item
	 
	
	
	 

	Spell has XP cost
	 
	Add 5gp per 1 XP per charge
	 
	Ring of 3 Wishes
	 

	 
	 
	 
	 
	
	
	 

	Note:  A zero level counts as 0.5 in the above equations.
	 
	 
	 
	 


II. Magic Item discounts – There is no discount for alignment or class specific items.
III. “Speed” Weapon Enchantment – Wielding more than two weapons with the “Speed” enchantment is redundant.  No matter how many weapons with said enchantment you wield, you only get 2 extra attacks from it.  Therefore, even if you are a 4 armed creature wielding a short sword with the speed enchantment on each sword, you only get 2 extra attacks from the enchantment, not 4.
==IN-GAME RULES==
I. Charging – The multiplier for charge damage now is an expression of how many dice you roll for your attack.  For example, a character whose weapon deals 1d6+12 damage and has a x3 damage multiplier for charges would roll 3d6+12 damage.  Also, see the feats section for rules regarding the feats that affect charging, Power Lunge and Mantis Leap.
II. Spell Errata

1. Awakening – Can only be used on a druid’s animal companion.
2. Mordenkaiden’s Lucubration – Banned
3. Rary’s Mnemonic Enhancer - Banned
III. Damage to Items
1. Damage taken by items from area-affect attacks is not taken into account unless the item would be destroyed even if it made it saving throw.  The idea behind this rule is so that we don’t have to continually keep track of item damage at higher levels, when fireballs and the like fly back and forth every round.  Rules for attacks directed specifically against an item still apply.

IV. Skills
1. Calculating your maximum ranks 

a. To determine your maximum ranks in that class, calculate it based on how many levels you have of the class you just took.

b.   Use the same method for a cross class skill.  

c. Ranks you took for the skill in question using points from other classes, regardless of whether they were in class or cross class, count towards the maximum.

d. Example:  Jen has two levels of paladin, two levels of fighter, and just took a level in monk.  The limit of the in class skills for monk is 4 (one level of monk plus three for in class skills).  She wants to raise her move silently skill.  However, she put a cross-class rank at each of her paladin and fighter levels into move silently.  She now has two ranks (before adding ranks for leveling up as a monk).  This means she can only invest two more ranks into the skill, because her maximum as a first level monk is 4.  Note: bonuses from abilities and miscellaneous things are not ranks.

V. Haste – Haste spells and abilities now have the current effects:  +4 dodge bonus to AC, +2 to REF saves, one extra move or move equivalent action during a round, and counters and dispels Slow.

VI. Retroactive actions – As a general rule, you cannot change or add to your actions after the fact.  Ex:  You burst into a room and find it full of orcs.  You ask the DM if you could take that back since you would have stopped and listened at the door.  The DM will probably say no, since this is a retroactive action.
VII. Copying Spells – Wizards do not pay a price for copying a spell into their spellbook.
VIII. Skill rolls – The DM may make skill rolls for the PCs in instances where knowing the results of the roll could change how the PCs play.
IX. Feats – Below are info and changes (if any) to the feats.

1. Supreme Cleave – Note that simply because it says you can take a 5 foot step in between cleaves, does not mean that you get extra 5 foot steps.  You still only get one.  This is just an instance of poor wording.

2. Expert Tactician – Note that the current version of this feat is in Song and Silence, and that the prerequisites have changed in the new version.  There are other changes as well.  The version given in Sword and Fist is not legal.
3. Mantis Leap and Power Lunge – It was previously thought that, in addition to the damage an attack would deal without these feats, you would add twice your strength to your damage on a charge for Mantis Leap, and again for Power Lunge (or just once if you only had one of these feats).  In light of errata that reveals that the “strength and a half” damage you get from wielding a weapon two handed is replaced (not added to) by these feats, the standard interpretation will be that these give a multiplier to strength, just as Rhino Hide Armor gives a multiplier to the dice.  Note again that this replaces the “strength and a half” modifier.  Therefore having Mantis Leap and Power Lunge together multiplies the strength damage that would normally be added to your attack by three.
a. Example – Rick has a 20 STR and a great sword which he wields with both hands.  Normally he gets a +7 to his damage because of this.  However, he uses a charge action and Power Lunge this time around, and his strength modifier to damage becomes 10.
b. Another Example – Scott’s monk normally deals 1d10 plus 4 strength damage, but he likes to charge and has the feats Power Lunge AND Mantis Leap.  On a charge, he deals his d10 plus 12 damage from strength.  This is because his strength damage was multiplied by two because of one of the feats, and the multiplier was increased from times two to times three by the second.  4 (3) = 12.

There are also bizarre differences in wording between different editions of Sword and Fist.  To end confusion, the version that will be used for both feats will be posted below, including errata, and reworded for clarification.

Mantis Leap
Prerequisites:  Monk 7th level or higher, 5 ranks in Jump.

Description:  On a charge, instead of doing your normal movement, make a Jump check to clear the distance between yourself and your opponent (i.e., the distance you would have to move to bring him into your threat range).  If the check is successful, you can make your melee attack for the charge.  If unsuccessful, it means you fell short and cannot complete the charge.  If your attack hits, your strength modifier to damage is doubled.

Power Lunge
Prerequisites:  Base attack bonus +3 or higher, Power Attack.

Description:  If you make a charge attack and the attack roll succeeds, your strength modifier to damage is doubled.  However, before you get to attack, the target of the charge gets an attack of opportunity on you as soon as you enter the first square of his threatened area.
X. Regaining Hit Points – Characters regain 5% of their maximum total hit points back per hour of uninterrupted, complete rest (inactivity), plus 1% for each point of CON ability modifier.  Ex:  A character with a 16 CON gets back 7% of their maximum total HP back per level.
XI. Actions – These rules for actions supersede those in the PHB.
1. The “Action Diagram”  [image: image1.png]Move Partial Action Full Round Action
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2. Notice that a full round action takes up all your time, as does a partial plus a 
move equivalent.  

3. Things in the PHB which are said to require a standard action can be done with the “Partial Action” part of your action.

4. A “standard action” is basically a partial action plus a move equivalent action.

5. When it notes in the PHB that you may only take partial actions, it is not permissible to take a move equivalent action in addition to that partial action, or a full round action.

6. You can use a Partial Action to do another move equivalent action, but can’t (despite the appearance of the diagram) take three move equivalents.
XII. Free actions
1. Speaking – Speaking is a free action as long as it is one sentence which would not be compound (contains “and” “or”, etc..) and would contain no commas if constructed using correct grammar.  This does not count commas that would come after a name or pronoun.  Ex:  “You, over there!”  Speaking must also be done at the beginning of the round or it is not a free action.

2. There is no limit to the number of free actions that a character can take other than those put on speaking and those already specified in the PHB.
XIII. Drunkenness – The rules for drunkenness also apply to the effects of other drugs where appropriate.  The effects of becoming drunk are these:

a. Becoming Drunk - make the fortitude save with a DC relative to the drink.  If you fail a number of these equal to your CON modifier, you are drunk.

i. Drunkenness incurs an initial penalty of -2 to your rolls based on INT, WIS, and CHA.

ii. Each fortitude save against alcohol you make while drunk lowers ALL of your ability-affected rolls by a number equal to the amount by which you missed it.  If the penalty you are taking is equal to or greater than your INT or CON, you pass out

iii. After becoming drunk, if you fail a number of fortitude saves equal to your CON modifier, you pass out.
b. Passing out – A character that passes out is more or less helpless.
i. His HP drops to 0.
ii. He can only make free actions, and then only those which the DM deems appropriate.  These free actions are subject to the penalties that the character has accumulated during his drinking (particularly the ones associated with, as well as any other penalties that the DM deems appropriate.
c. Hangovers - For every 1 by which the character misses his last save prior to passing out, he will be hung over for 1 hour.

i. After 8 hours of unbroken rest the character begins to recover.

1.  HP is recovered at the normal rate.

a. During this time HP from battle cannot be recovered until the hangover HP is recovered.
2. 1 point of the penalties accumulated is recovered per hour.  
3. Recovery from hangovers need not be during complete rest.  
