HOUSE RULES

Jim Davenport's Campaigns

Hobbits and Slings

Halflings are racially proficient with slings.  They may also apply their +1 to hit with thrown weapons to slings.

Fumbling

If any combatant rolls a natural "1" on their to-hit roll, they roll again.  If they roll anything but a natural "1", they simply miss.  If they roll a second natural "1", they have "fumbled".  A fumble takes you "out of combat".  This does NOT mean instant death, but unless you are dragged to safety or the day is won by the good guys, an enemy may coup-de-grace you after the battle if they choose.  You are severely at risk.

Not all Critical Hits are the Same

Recall that a critical hit does not have to mean the extra damage award.  It can be creatively replaced with all sorts of other disadvantages, such as disarming the opponent by breaking their weapon or cutting off their hand, driving the opponent back off a ledge, etc.  It's the combatant's choice once the critical has been achieved.

Great Hits vs. Good Hits

Great hits do more than good hits.  For combatants (pc or monster) who achieve a hit by clearing the opposing armor class by 10 or more, may elect drive their opponent one 5-foot step in any of the 180 degrees of "away" directions there are (directly to the left through directly back through directly to his right, but not toward you).  This is optional and if you'd prefer your opponent stay where he is, you may omit this "push".

Magic for Show

Magic users may use prestidigation and flamefinger up to 1hr/level/day free.  All other 0-level spells must be slotted as per the rules.

Detect Magic is not Always Active Radar.

Detect Magic is a spell and does not run continuously

Magical Familiars

Familiars are not limited to the list in the PH.  They can be mundane species and species typical to a region, though they will always be smaller than the mage and the familiar will exhibit intelligence beyond the scope of its species.

Rules Options

Options from "Tome and Blood", "Song and Silence", "Sword and Fist", "Defenders of the Faith", and the Forgotten Realms Sourcebook are available with approval of the GM.

Hit Point Recovery

Hit point recovery is 1 per level + constitution bonus (5th level character with +2 from CON, regains 7 hp for a night's rest).

Earn Experience or Gold

Awarded experience can be converted to gold rewards.  If you wish to take this option it must be declared before the campaign continues after the experience has been awarded.  Any portion of an experience award may be converted.  Rates are determined by the XP into Gold Conversion Chart.

Lifespans of the Races

Elves : 1,500 years
Dwarves : 500 years
Gnomes : 300 years
Hin : 100 years

Dirty Tricks Feat

You retain your normal attacks.  The effect of the dirty tricks is generalized as 1d4 for the round.  So if you threw sand in their eyes, all of your attacks would benefit a little, totalling 1d4 for the round. BUT at least one attack has to hit.  So if you throw the sand and then miss, there is no damage done to the opponent.

RACES & CLASSES

Jim Davenport's Campaigns

Character Races

· Human 

· Esterran (Capel, Nore, Thran, Venar, Vurdigan), european

· Skoryn (cruel and warlike) slav/mongol-ish

· Idani (animists and worshipers of the "Great Dragon", wards of the Ronin)

· Torovan (mysterious and swarthy, eastern mediterranean types)

· Shi-karan (arabic, islamic, Ja'Far)

· Memphan (ancient egyptian beliefs with fantasy-medieval culture)

· Ozymarian (far eastern, japanese. Sigismondo)

· Iluwin (The Elves)

· Skyreach (those recently freed from centuries of imprisonment, calm, civilized)

· Crucifari (those nailed to trees during the Imprisonment)

· Sumeril (jungle-dwellers, more wild and unpredictable)

· Durin (The Dwarves)

· Mountain Dwarves (classic dwarves, reside beneath Esterra's mountains)

· Sun Dwarves (An ancient offshoot of surface dwelling dwarves with two types)

· City Dwarves (accustomed to human cohabitation, advanced culturally, banks)

· Dwarves of the Wastes (reside in the arid and desolate regions of the land)

· Voden (The Giants, recently reborn, undergoing cultural and spiritual trauma)

· Ronin (Children of the Dragon, Dracar was one, somewhat superhuman but rare)

· Grothan (The Orcs, with their own orderly "kingdoms" and civilization)

· Hobbits (Halflings or Hin, prevalent in Esterra, though mostly hidden from sight)

Prestige Classes

· Anador Knight (Web/Jim) (This is the order that Bartola Vesca and Amisel Vesca served, dedicated to opposing evil)

· Arcane Devotee (FR Srcbk) (Arcane spellcaster who is strongly allied to a god)

· Arcanum Mage (Jim) (Ramal) (Member of the Arcanum in Ramal and servant to its purposes)

· Archmage (FR Srcbk) (Elite of the wizards)

· Elven Bladesinger (Web) (Dance their combat for stylish, but effective combat)

· Durin Grotha-Slayer (Web/Jim, aka Dwarven Orcslayer) (Orc killer due to rage at earlier atrocities)

· Guiding Mother of Viadyn (Jim) (Leader and high-ranking of the Viadynic church)

· Radiant Servant of Viadyn (adj. Dragon May 2001) (Canwl is one)

· Ronin Dragonknight (Jim) (Elite of the Ronin warriors, ending for a few in the achievement of Dragonlord status)

· Runecaster

· Siren of Helena (Jim) (Female devotees of Helena (of the Seven Elders) who bring seduction, treachery, and the thirst for power to an obsessive artform) 

· Skyreach Rangers (Web/Jim) (Guardians of the Skyreach Forest in the absence of the Skyreach Iluwin, their future is uncertain)

· Skoryn Warmaster (Jim) (Elite of the Skoryn military caste, commander, leader)

· Torovan Knife Fighter (Web/Jim) (Usually a gladiator type from ancient Aurum)

· Wolf Ranger (Jim) (Originating in Vurdigan, they have a strange history and traditions but are acknowledged as excellent scouts and mercenaries)

	Bonus Experience

	Conversion to Gold

	
	
	
	

	Level
	Experience
	Gold
	E to G

	1
	              -   
	          -   
	90%

	2
	         1,000 
	       900 
	90%

	3
	         3,000 
	     2,700 
	90%

	4
	         6,000 
	     5,400 
	90%

	5
	       10,000 
	     9,000 
	90%

	6
	       15,000 
	   13,000 
	87%

	7
	       21,000 
	   19,000 
	90%

	8
	       28,000 
	   27,000 
	96%

	9
	       36,000 
	   36,000 
	100%

	10
	       45,000 
	   49,000 
	109%

	11
	       55,000 
	   66,000 
	120%

	12
	       66,000 
	   88,000 
	133%

	13
	       78,000 
	 110,000 
	141%

	14
	       91,000 
	 150,000 
	165%

	15
	      105,000 
	 200,000 
	190%

	16
	      120,000 
	 260,000 
	217%

	17
	      136,000 
	 340,000 
	250%

	18
	      153,000 
	 440,000 
	288%

	19
	      171,000 
	 580,000 
	339%

	20
	      190,000 
	 760,000 
	400%

	
	
	
	

	E: From table 3-2 in the PHB
	

	G: From table 2-24 in the DMG
	


BENEFITING FROM THE DEATHS OF DRAGONS

When a character gets into a bath of fresh dragon blood, he takes 2D6 damage (1D6 burning and 1D6 magic). Characters can only take one bath each. Further bathings only result in taking wounds. If the player rolls something that is inappropriate for the character (like if she rolls a skill and did something heroic in the combat you deem as worthy of something better) or they already have the feat, re-roll. Killing a dragon is tough in itself, let them get something good.  Upon killing a dragon, the creature's body begins to dissipate rapidly (because it's magical) and the blood drains into a pool. Characters will be able to harvest 2D20 teeth, 2D6 talons, and can eat all they want (the body will dissipate rapidly, totally gone in 2D6 hours). Reference Books (number in parentheses) 1 = Relics and Rituals from Swords and Sorcery http://www.swordsorcery.com/; 2 = Forgotten Realms Campaign Setting from WoTC http://www.wizards.com/catalog/product.asp?wtc11836; 3 = Magic of Faerun from WoTC http://www.wizards.com/catalog/product.asp?WTC11964; 4 = Traps and Treachery from Fantasy Flight Games http://www.fantasyflightgames.com/products.html; 5 = 3rd ed D&D Player's Handbook from WoTC http://www.wizards.com/catalog/product.asp?TSR11550; 6 = 3rd ed D&D DMG from WoTC http://www.wizards.com/catalog/product.asp?TSR11551

Dragon Bath Effects Chart

01
Gain 1 level Sorcerer class

02
Gain the Blind-Fight feat (5)

03
Madriel's Light Tattoo (1) [minor self-healing]

04
+2 to Spellcraft skill (5)

05
Gain the Run feat (5)

06
+2 to Disguise skill

07
+2 to Wilderness Lore skill

08
Gain 1 level of Ranger

09
Grow gills (PC can now breath underwater)

10
+2 to any skill

11
1/day can cast cure light wounds at caster level 10

12
Gain the Forester feat (2)

13
Gain the Bullheaded feat (2)

14
Gain the Arcane Preparation feat (2)

15
Gain the Signature Skill feat (2)

16
-2 to Intelligence score permanently

17
-2 to Strength score permanently

18
Gain 25% more experience points

19
Gain the Widen Spell metamagic feat (3)

20
+2 to Dexterity score permanently

21
Lethene's Touch Tattoo (1) [electric attack ability]

22
+2 to Jump skill

23
+5 to Swim skill

24
+2 to Mimic Voice skill (4)

25
Gain the Fast Talker feat (4)

26
+4 to hit points permanently

27
+1 natural armor defense bonus

28
+2 to Balance skill

29
Gain the Resist Poison feat (2)

30
Gain the Artist feat (2)

31
+2 to Animal Empathy skill

32
+2 to Knowledge(Nature) skill

33
+2 to Hide skill

34
Gain Language Draconic

35
-2 to Constitution score permanently

36
+2 to Search skill

37
+2 to Handle Animal skill

38
Gain the Ambidexterity Feat (5)

39
+3 natural armor defense bonus

40
+5 to Knowledge(Dragon Lore) skill

41
+2 to Wisdom score permanently

42
Gain +2 hit points

43
+3 to Ride Dragon skill

44
Any rings worn meld to skin and no longer take-up a ring slot and ring abilities become a natural ability 

45
PC can see twice as far, +5 to Spot skill

46
Gain the Power Attack feat (5)

47
Gain the Leadership feat (6)

48
Corean's Tattoo (1) [+1 magic weapons to hit PC]

49
+2 to Pick Pockets skill

50
Gain the Iron Will feat (5)

51
Gain the Great Cleave feat (2)

52
Gain the Luck of Heroes feat (2)

53
Gain the Language(Dwarven) skill

54
Gain one level in Bard class

55
+2 to Strength score permanently

56
+3 to Alchemy skill

57
+2 to Knowledge(Arcane) skill

58
1/day haste as a 10th level sorcerer

59
Gain one level in your highest class

60
Gain one level in Druid class

61
+2 to Heal skill

62
+2 to Use Rope skill

63
+2 to Intuit Direction skill

64
+2 to Charisma score permanently

65
PC's eyes glow bright green <= low light

66
Gain one level in Cleric class

67
Gain Courteous Magocracy feat (2)

68
Hair grows all body 1"/day to 24"; even when cut

69
PC's feet become green, scaly, and double in size

70
Gain Street Smart feat (2)

71
+2 to Innuendo skill

72
Gain Perfect Memory feat (4)

73
+2 to Bluff skill

74
PC's sight is now only 10 feet

75
Gain Smooth Talk feat (2)

76
+2 to Search skill

77
+2 to Constitution permanently

78
1/day Detect Magic ability

79
Gain Thug feat (2)

80
+2 to Listen skill

81
+4 to Balance skill

82
Super clumsy: nat 1 on skill rolls, falls, stun 1d4rd

83
1/day can cast light spell as a 10 level sorcerer

84
PC now takes double damage from acid attacks

85
Gain 1 Level wizard

86
+4 misc. mod forgery

87
Gain the Track feat (5)

88
PC grows a big mole on face, -1 to Cha score

89
Gain one level in Paladin class

90
Gain the Endurance feat (5)

91
+2 to Knowledge(Planes/Dimensions) skill

92
+2 to Move Silently skill

93
+2 to Gather Information skill

94
Gain Extra Und Turn, SplMast, or WeapSpec (5)

95
Acid Resistance ability DC15

96
+2 to Strength score permanently

97
+5 natural armor defense bonus

98
+2 to hit green dragons

99
+2 to Intelligence score permanently

100
Regen 1hp/wound/hr (does not re-grow limb)

