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.  Players who do not show up on time will be dismissed from the playing group.  
II. Players are expected to check their email once per day 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 AND LEVEL UP ==

I. Permissible Books and Resources
1. Player’s Handbook (second edition)
2. Sword and Fist (see errata, and house rules on feats and classes)

3. Song and Silence
4. Arms and Equipment
5. Masters of the Wild
6. Defenders of the Faith

II.  Ability Scores
1. At first level, each character has scores of 15, 15, 14, 13, 13, 12.  The player may assign these scores as he sees fit.

2. 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
1. During character creation, you can subtract 2 or 5 from one of your scores to add 1 or 2 to another, respectively.  

2. 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.

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

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

6. 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 
1. Characters may roll for hit points or take the maximum roll for that level, divided by two.  

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

3. Players get the maximum possible HP for first level.
V. Starting Funds
1. Each player starts with 120 gp if the character is first level, or the normal amount of wealth as shown on the chart in the DMG, p. 43.
2. The amount of money spent on a single item cannot exceed the difference between the amount the character gets for the level it is being created at, and the previous level.
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.

VII. Prestige Classes
1. Levels in prestige classes do not count when determining multiclass penalties.

2. Multiple prestige classes can be taken, assuming the character meets all the prerequisites.  

3. Changes to Prestige Classes
a. Tribal Protector (pg. 36, Sword and Fist) – A player may still be a dwarf, elf, human, half-elf, halfling, or gnome, provided that the character has an appropriate background and his highest level class is one of the following (more to be added later): 

i. Barbarian
==EQUIPMENT==
I. Magic Items
1. Item Creation - Limitations have been set on magic item creation.
a. A character may only create one item at a time.
b. 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.
c. In all cases, you may not use so much experience to create a magical item that it lowers your level.
d. The experience penalty associated with creating magical items can only come from the creator’s experience.  In the event of multiple creators, this will be divided based on the degree of contribution from each creator.

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

2. Haste Items - Magic items that produce the effects of Haste spells now have these effects:  +4 dodge bonus to AC, +2 to REF saves, one extra move equivalent action during a round.

3. Skill Boosting Items - 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.
4. Starting With Self Made Items - 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.
5. New Magic Item Cost Table - Use this table instead of the one given on page 242 of the DMG for computing the cost of magic items.  Any item in any of the books that cannot be made using this table cannot be modified, further enchanted, or made using alternate materials.  This rule is made mainly for game balance issues; it is acknowledge that it would make sense that other materials could be used. Unfortunately the consequences of allowing modification are too grave.
	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.
	 
	 
	 
	 


6. Magic Item Discounts - There is no discount for alignment or class specific items.
7. Speed 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.
8. Tesselated Armor (pg. 95, Arms and Equipment) – The book does not give a max dexterity bonus for the armor, but mentions that it is considered medium armor. Since the information it gives for the armor most closely matches that given for a breastplate, the max dexterity bonus will also be that of a breastplate (+3).  
9. Bow of True Arrows (pg. 76, Sword and Fist) – Banned.
==IN-GAME RULES==
I. Actions in Combat
1. 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. 
2. Damaging Items - 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.

3. 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.

4. Types of Actions – These rules for actions supersede those in the PHB.
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b. Notice that a full round action takes up all your time, as does a partial plus a move equivalent.  

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

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

e. 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.

f. 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.
g.  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.
5. 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.
II. Class Features

1. Druid’s Animal Companion – A druid may have only one animal companion.
III. Magic

1. Components

a. In the interests of circumventing the complexities and oversights resulting in unfairness that stem from the existing spell components given for spells, both divine and arcane casters follow new rules.  Now, casters buy a focus for their spells—a wand for wizards and sorcerors, the holy symbol of their god for clerics (and perhaps rangers), an item of personal significance related to their type of performance skill bards, and a medicine bag for druids (and perhaps rangers).  
i. The amount of money that they invest in this focus is the value of spell components it can be substituted for.  Example:  Roshi buys a wand worth 5 gp.  Now, he can cast any spell he knows that requires 5 or less gp worth of spell components.
ii. Gestures (somatic components) are made with the same hand that holds the focus.
iii. The focus is not expended, nor is its value diminished, by casting spells of costs within its limit.
iv. Foci can be destroyed like normal items.  They can, for an extra charge, be made from other materials.  If a focus is destroyed, the caster cannot cast spells with material components. 
v. The hand not holding the focus is considered free and may wield a weapon, etc.
2. Familiars
a. To lessen the burden on the DM, familiars are being removed as an option.  Instead, casters who have the ability to get a familiar get a talisman instead.  A talisman is a disc shaped piece of stone the size of a normal human’s hand, with the caster’s mark inscribed on it.  It grants the caster abilities as a familiar would.  To get a talisman, follow these steps:  

i. Pay the gold and spend the time required to acquire a familiar as noted in the PBH.

ii. Choose which familiar you would have preferred to take.  Your talisman gives you the benefit of this familiar.
b. Taking the Improved Familiar feat allows you to follow the steps above again, although this time you benefit from a better familiar’s bonuses.  The improved familiars and the benefits they convey to casters are noted in Tome and Blood.  Be careful not to confuse the abilities a familiar gets versus the abilities it conveys to its master.

c. Although a talisman has no abilities of its own, this is compensated for by the fact that it is extremely resilient, having the hardness and HP of a steel object of the size and thickness of a normal human’s palm.  If it IS destroyed, however, treat the caster as though his familiar had been slain.
d. You can’t have multiple talismans.
3. Spell Errata

a. Awakening – Can only be used on a druid’s animal companion.
b. Mordenkaiden’s Lucubration – Banned
c. Rary’s Mnemonic Enhancer – Banned
d. Haste – gives +4 dodge bonus to AC, +2 to REF saves, one extra move

equivalent action during a round, and counters and dispels slow.  These effects replace the old effects. 
4. Copying Spells – Wizards do not pay a price for copying a spell into their spellbook.
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.
2. 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.
V. 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.
VI. 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.
VII. Alignment
1. Disclaimer – It is worth noting that the entire pursuit of an alignment system is ridiculous and doomed to failure.  For centuries, philosophers have tried to codify systems that can be used to identify what is right or wrong, and so on.  However, despite their (sometimes lifelong) efforts, nothing has come of this other than a lot of swollen heads, pissed off people, and some really bizarre religions.  Not having learned from their futile efforts, the authors of Dungeons and Dragons attempted to do just this.  It is impossible to make people agree on a system of morality, because ethics are simply opinion.  Unfortunately, since alignment is built into the system in such a way that to remove it would be a major upset, so therefore the best option is to try to improve what is already there.  It is only fair to warn DMs who are using this rules set that there WILL arise situations for which this does not provide solutions, and no one has ever managed to make a system of morality that does, that everyone agrees upon.
2. Why the current system doesn’t work – There are two main problems with the current system:  first, complete descriptions of alignment are not readily available in one place; second, the descriptions of alignment you CAN find are often vague or blatantly contradictory.  For example, the description of Lawful Neutral given in the PHB can be allow a character to act in an evil manner, as long as that character is consistent with the personal code of behavior which outlines his evil code.  For these reasons, a new system of alignment has been drafted.

3. The alignments and their descriptions
a. Good

Good characters are benign.  They avoid causing suffering to other creatures.  Suffering can be physical or psychological.  The DM decides whether an action causes suffering in a way relevant to alignment or not.  They are allowed to cause suffering to other creatures in certain cases.  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.

Good characters are altruistic.  They attempt to prevent suffering to others even at personal cost.  This includes self- sacrifice (dying).  They may ignore this rule in instances where doing so would prevent them from continuing to act in a good manner.  The player must ask permission from the DM to ignore this rule in such cases.  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).

Good characters pursue harmony.  They try to treat others as those others would like to be treated.  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.  Good characters are exempt from this rule if following it would mean violating another requirement of being good.

b. Evil

Evil characters are self-serving.  If at all possible an evil character will avoid the consequences of his or her actions unless they are beneficial.  In such a case, if an evil character can cause suffering by foisting the consequences upon someone else, he will.  Note that taking actions which would shift your alignment towards good, for self-serving reasons, is still an evil act.  The DM decides if your actions and intentions are genuinely good or evil..  

Evil characters are malevolent.  They seek to cause suffering.  Suffering can be physical or psychological.  The DM decides whether an action causes suffering in a way relevant to alignment or not.

Evil characters are tyrannical.  They seek to force others to comply with their ideas of what should be.  They attempt for force others to treat them as they would like to be treated.  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.

c. Lawful

Reciprocity and retribution are two features fundamental to a lawful character.  A lawful character must respond in equal measure for any action done to them.  “Equal measure” is subject to DM’s approval and interpretation.  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).  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.  A lawful character is expected to reciprocate for negative acts done upon him as well.  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.  Sometimes the character must break his good/evil alignment to pursue the “equal measure” of justice.

Respect for order and authority are also fundamental to the lawful character.  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.  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 if the person who gave the order, or other people who WOULD give such orders, are still a part of it.  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.  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.

d. Chaotic

Breaking or ignoring rules whenever doing so serves their good/evil alignments and/or motivations are the hallmarks of a chaotic character.  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).  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.

Chaotic characters also do not recognize obligations or duty.  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.  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.  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.  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. 
i. How Chaos is different from Non-aligned Neutrality – A great deal of confusion surrounds this topic.  Traditionally in D&D, Chaotic and Neutral characters have behaved pretty much the same way—“We’ll do what we feel like doing”—and Chaotic has been the more popular alignment, perhaps because of the more rebellious tone it connotes, or maybe because of popular Chaotic characters such as Drizzt Do’Urden.  
The important difference between a Neutral and Chaotic

character is this:  while a Chaotic character really doesn’t mind how his actions correspond to Good and Evil, he cares very much that his actions are not Lawful.  By contrast, a Neutral character just isn’t concerned with any of them.  A Chaotic character who does Lawful things is not Chaotic (unless he was doing them to further the cause of Chaos—consult your DM before you try that excuse).  

e. True Neutral
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.  The intention of such a character is to stay out of such cosmic conflicts of good, evil, law, and chaos. Such characters are guided by a code of ethics that must be defined within that character’s class or by that character’s deity.  The DM arbitrates over ambiguities in matters of class or deity ethics.

f. Non-Aligned Neutral

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.  This encompasses the “shades of grey” area that most people fall into.  Having a different alignment means you are no longer in the grey.

4. How to tell if a character or an act is good/evil/lawful chaotic/neutral
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.

b. Note that a character will NEVER act like a character of differing alignment, especially opposing alignment, except in the circumstances described in this system where characters are allowed to take such acts.

c. 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).

d. 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.  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.  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).

e. An act that pertains to alignment is judged based on the intentions 

behind that action.  If the PC’s intentions do not seem clear, the DM must ask the player to explain.  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.  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.

5. How to deal with deviations from alignment
a. 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.  Atonement may be sought; but, this counts as a knowing violation of alignment.  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.

VIII. Drunkenness – The rules for drunkenness also apply to the effects of other drugs where appropriate.  The effects of becoming drunk are these:

1. 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.

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

b. 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

c. After becoming drunk, if you fail a number of fortitude saves equal to your CON modifier, you pass out.
2. Passing out – A character that passes out is more or less helpless.
a. His HP drops to 0.
b. 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.

d. Recovery - After 8 hours of unbroken rest the character begins to recover HP at the normal rate.

i. During this time HP from normal damage cannot be recovered until the hangover HP is recovered.
ii. 1 point of the penalties accumulated is recovered per hour.  
iii. Recovery from hangovers need not be during complete rest.  
