Rule Variants

Experience

· Bonus experience: 20 eps* # of pages submitted * PC level -- Material must be submitted in Word or Excel formats for ease of converting (e-mail leaves too many carriage returns to clean up).


· May convert bonus experience to gold: Take the starting gold chart on page 43 of the DMG and divide it by the minimum experience to be at that level. That will be the conversion from experience points to gold (it is not a constant ratio -- it starts at 90% and finishes at 400%). Example:

If at player turns in one page of text, the PC will get 20 * 1 * level. Assume 5th level PC. The PC gets 100 eps. The PC could convert the eps to gold in the following manner:

· Starting gold for a 5th level PC: 9000

· Min Experience to be 5th level: 10,000

· Conversion: 9,000/10,000 = 90%

So the PC gets either 100 eps or 90gps, or may split it up (say 50 eps and 45 gp).
Healing & HP

· Rest (8 hours) = 1 hp per level plus Constitution modifier

· Cure ‘x’ Wounds Spell = (spell result + Heal Ranks) <= Maximum spell healing. This applies in non-combat situations. If using a wand or other similar magic item, get ½ the Heal ranks.

· Upon gaining a level, minimum hps gained (via the roll) is the average.

Armor Class (for a party 5th level and above)

· AC (per attack) = d20 + Armor + Dex + mods 

· Can critical on Defense. Roll of 1 or 20 are the critical ranges

· Shields have their own category – Shield (not armor).

· Shield spell is Cover for armor category purposes.

Magic

· Spell DC: replace the base 10 with d20 – Note: we have not been playing this one.

· At GM’s discretion, spellcaster can “Take 10” or “Take 20” in non-combat situations.

Critical Hits and Misses

· Range:

· Hit: as per rules

· Miss: If roll a 1, the roll again. If miss again, then Fumble (note: you can get a hit and fumble in the same sequence – 20 to hit, 1 on the confirm, and a “miss” on the second confirm)

· Results:

· Hit: as per rules or replace a set of damage with Partial Action or automatic maneuver / feat (see chart)

· Miss: See chart


· If running the AC variant:

· Can have a critical hit by attacker and miss by defender (results stack) and vice versa

· If both critical, then the critical score is used to determine a NORMAL miss or hit (this is the one case that a 20 / 1 is not an automatic hit / miss

· There are no pure critical hit / miss for skills

· Use standard per +10 or –10 off DC gets better or worse results than “normal”

· Natural 20s and 1s translate into +10 or –10 to total score.

· Other Combat

· Prone: During the round a person becomes Prone, he does not threaten adjacent squares for AoO purposes against his attacker provided the attacker still has a move action remaining. 


· Deafness: Causes problems in party coordination. Decision points reduces actions to Partial (in essence, reaction time is increased since must look around and figure out what is going on since cannot rely on hearing). Obviously, situations may overrule this.


· Weapons

· Slings

· Rogues are proficient

· You can give up range (accuracy) for power (strength bonus, +1 for halflings). Weaker PCs would rarely use the second option. A sling would work this way: 

· Shoot for Range 
Attack: BAB + Dex Damage: d4 Range: 50' (for 10 increments) Type: Bludgeoning 

· Shoot for Power
Attack: BAB+Dex Bns+Hlflng Rcl Bns Dam: d4+str bns Rng: 20' (for 5 incr) Type: Bldg


· Ballista – Can take Exotic Weapon Feat (Ballista) to use as a normal ranged weapon.

· Rogues are proficient with slings.


· Feats

· Dirty Tricks Feat (S&F): The effect of the dirty tricks is generalized as 1d4 for the round. You retain your normal attacks for the round.  So if you threw sand in their eyes, all of your attacks would benefit a little, totaling 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.


· Skill Focus grants +3 (this makes sense vs. other feats that grant +2 to two skills).


· Disarm

· Normal shmoe: hands considered two sizes smaller than Character (generally a penalty of 8- they just do not have any training trying to take a weapon from someone)

· Character with Improved Disarm or Improved Unarmed Strike: Hands considered one size smaller than Character(generally a penalty of 4)

· Character with both Improved Unarmed Strike and Improved Disarm: Hands considered same size as Character


· Rangers may substitute two other feats for the two weapon and ambidexterity feats, but they retain the same restriction on armor use. Allowable feats and combinations are listed below. Note that any feat listed first may be combined with any other feat listed first, or those listed alone. Also, note that if a ranger qualifies for a later feat (such as Spirited Charge or Great Cleave) because of these pseudo-feats, they may select them as normal, but are still limited by armor restrictions.

Ambidexterity
Blind-fight
Combat Reflexes
Dodge and Mobility
Expertise and Improved Disarm or Improved Trip
Improved Initiative
Improved Unarmed Strike and Deflect Arrows
Lightning Reflexes
Mounted Combat and Mounted Archery, Trample, or Ride-by-attack
Point Blank Shot and Far Shot, Precise Shot, or Rapid Shot
Power Attack and Cleave, Improved Bull Rush, or Sunder
Quick Draw
Two-weapon Fighting


Clarifications

As you pointed, there are some circumstances that uncanny dodge doesn't help with:

- If you're helpless
- If you're paralyzed or immobilized
- If you're grappling
- If you're pinned
- If you're climbing
- If you're running
- If you're stunned, cowering or off balance
- If you're feinted [Bluff]

- If you're walking a tightrope [unless you have 5+ ranks in balance] 

Under Consideration

· <under consideration> However, I do have a fondness for the old bard due to Ja'Far. The music part did not matter, but the Renaissance Man feel to the class caught my eye. It was a very good blend of fighter/rogue/sorcerer. It replaced the bonus feats for fighters with the Bardic Music. I am thinking of stripping the Bardic music out and replacing it with bonus feats. I am thinking a bonus feat at creation plus one every 5th level (five feats) and keep the Bardic Knowledge. For the Forgotten Realms, this would be great to either blend in with the Aristocrat NPC class or (in places like Halruaa) completely replace the Aristocrat NPC class. It would reflect the Realm's version of the "classical" education. Perhaps make their casting like a wizard (memorization) vs. the Sorcerer's innate ability. Along this line, they would get one new spell learned per level but can learn new arcane spells from Scrolls. The swapping of the casting abilities (memorization vs. innate) is not too unbalancing IMHO since the (1) they do not get to cast that many spells anyway and (2) they do not get the Scribe Scroll feat for free.

· <under consideration>Variant Rule: Slower Dying 
When a character's hit points fall to -1 or below, he's dying. He immediately falls unconscious and can take no actions. At the end of each round (starting with the round in which the character dropped below 0), roll d20 to see whether he stabilizes. He stabilizes on a roll of 19 or 20. If he doesn't, he loses 1 hit point. 

If the character's negative hit points ever drop to his Constitution score or lower, he no longer has a chance to stabilize each round and automatically loses 1 hit point per round. For example, a third level character with a 10 Constitution brought to -10 hit points can no longer try to stabilize and automatically loses 1 hit point per round. 

If the character's negative hit points ever exceeds his Constitution score plus his level (or more), he's dead. For example, the third level Con 10 character dies automatically after reaching -14 hit points (Con 10 + 3 +1(to exceed)) or lower. 

You can keep a dying character from losing any more hit points and make him stable with a successful Heal check (DC 15). If any sort of healing cures the dying character of even 1 point of damage, he stops losing hit points and becomes stable. Healing that raises the dying character's hit points to 0 makes him conscious and disabled. Healing that raises his hit points to 1 or more makes him fully functional again, just as if he'd never been reduced to 0 or less. A spellcaster retains the spellcasting capability she had before dropping below 0 hit points. 

Remain Conscious Feat (S&F)
Replace the "-10" with "-10 or death, whichever comes first"

I think the Remain Conscious Feat should not be allowed to cover the whole negative hit point range. It could give a 20th level Dwarf Fighter up to 44 extra hit points if the Remain Conscious Feat was active for all negative hit point values. 

If you want some scaling, perhaps this: 

Remain conscious automatically for the first -10 hit points. Thereafter, must make a Fortitude Save vs. DC 14 + 1 for every negative hit point beyond 10 or fall unconscious. The character gets the Fortitude save to remain conscious if knocked below -10 hit points by damage from an attack (even if he was at positive hit points before the damage).

