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Characteristics of Rules

	
	Universal Rules
	Campaign Rules
	Situational Rules

	Scope
	Intended for use across multiple campaigns
	Intended for use for a single campaign
	Intended for a limited use within a single campaign

	
	Developed before any campaign begins
	Developed before specific campaign begins
	Developed ad-hoc

	Creation
	Created by whoever
	Created by DM
	Created by DM &/or Player

	
	Accepted by DM & Player
	Accepted by Player
	Accepted by DM and Player

	Relation to Skills and Abilities
	Driven by skills and abilities
	Modifies skills and abilities
	Skills and abilities are incidental


Characteristics of Stats

	
	Standard Abilities
	Special Abilities & Conditions
	Primary Skills
	Secondary Skills
	Areas of Knowledge

	Example
	Intelligence
	Dark Vision, Surprised
	Hit Points
	Open Locks
	Engineering

	Usage
	Quantitative;

directly affects game mechanics
	Quantitative;

directly affects game mechanics
	Quantitative; exact application internally defined
	Quantitative;

directly affects game mechanics
	Qualitative; subjective expression of character’s expertise; used by DM as filter for flow of info from character to player

	Quantity
	12 – Str, Int, Wis, Con, Dex, Chr, Def, Move, HD, Att Seq, Dam, Size
	Infinite
	3 – BtH, HPs, MPs
	Infinite
	Infinite

	Assignment
	Required; 

set at character creation
	Optional; assigned as appropriate through DM / Player Agreement 
	Required; set at character creation; experience based on HD unless otherwise stated
	Optional; assigned as appropriate through DM / Player Agreement 
	Optional; assigned as appropriate through DM / Player Agreement 

	Advancement
	Cannot be advanced
	Cannot be advanced or has no definable advancement pattern
	Unlimited objective advancement through the accumulation of experience
	Unlimited / limited objective / subjective advancement through DM / Player Agreement
	Limited subjective advancement through DM / Player Agreement


Standard Abilities

1. Individual-based

1.1. Strength (Str) – modifies effects (i.e. Damage) from and Bonus to Hit with weapons

1.2. Intelligence (Int) – modifies effects from and Bonus to Hit with devices such as traps, magic items, and crossbows

1.3. Charisma (Chr) – modifies effects from and Bonus to Hit with spells

1.4. Wisdom (Wis) – modifies Magic Points and Magic Point Recoup Rate

1.5. Constitution (Con) – modifies Hit Points and Healing Rate

1.6. Dexterity (Dex) – modifies Defense and Movement

2. Species-based

2.1. Hit Dice (HD) – modifies Hit Points

2.2. Size (Sz) – modifies Hit Points 

2.3. Defense (Def) – modified by Dexterity and Armor

2.4. Movement (Mv) – modified by Dexterity and Armor

2.5. Attack Sequence (AS) – e.g. “claw/claw/bite” or “by weapon”

2.6. Damage (Dam) – modified by Strength, Intelligence, and/or Charisma (for weapons, devices, and spells respectively)

Primary Skills

1. Hit Points (HPs) – modified by Hit Dice, Size, and Constitution 

2. Bonus to Hit  (BtH) – modified by Strength, Intelligence, and/or Charisma (for weapons, devices, and spells respectively)

3. Magic Points (MPs) – modified by Wisdom

Base Primary Skill Values for All Creatures

1. Hit Points – based on the size of the creature, roll the indicated die once for each Hit Die of the creature, then add the appropriate bonus for Constitution

	Size Category
	Height / Length
	Die for Rolling Hit Points

	Diminutive
	6” or less
	d2

	Tiny
	6” to 2’
	d4

	Small
	2’ to 4’
	d6

	Medium
	4’ to 7’
	d8

	Large
	7’ to 12’
	d10

	Huge
	12’ to 25’
	d12

	Gigantic
	25’ or more
	d20


2. Bonus to Hit – +1 Bonus to Hit / Hit Die

3. Magic – non-classed creatures cannot learn magic but may have innate magic special abilities that cannot be advanced

	Primary Skill Bonuses for Classed Creatures


[image: image1.emf]Fighter

1000 8

Lv Exp HPs BtH MPs

1 1000 1(8+d4) 1 0

2 2000 2(8+d4) 2 0

3 4000 3(8+d4) 3 0

4 8000 4(8+d4) 4 0

5 16000 5(8+d4) 5 0

6 32000 6(8+d4) 6 0

80/20 F/MU

1000 6 2.5

Lv Exp HPs BtH MPs

1 1000 1(6+d4) 1 2.5

2 2000 2(6+d4) 2 5

3 4000 3(6+d4) 2 7.5

4 8000 4(6+d4) 3 10

5 16000 5(6+d4) 4 12.5

6 32000 6(6+d4) 4 15

50/50 F/MU

1000 4 5

Lv Exp HPs BtH MPs

1 1000 1(4+d4) 0 5

2 2000 2(4+d4) 1 10

3 4000 3(4+d4) 1 15

4 8000 4(4+d4) 2 20

5 16000 5(4+d4) 2 25

6 32000 6(4+d4) 3 30

20/80 F/MU

1000 2 7.5

Lv Exp HPs BtH MPs

1 1000 1(2+d4) 0 7.5

2 2000 2(2+d4) 0 15

3 4000 3(2+d4) 1 22.5

4 8000 4(2+d4) 1 30

5 16000 5(2+d4) 1 37.5

6 32000 6(2+d4) 2 45

Magic-User

1000 0

Lv Exp HPs BtH MPs

1 1000 1(0+d4) 0 10

2 2000 2(0+d4) 0 20

3 4000 3(0+d4) 0 30

4 8000 4(0+d4) 0 40

5 16000 5(0+d4) 0 50

6 32000 6(0+d4) 0 60


	Modifiers for Standard Ability Values


[image: image2.emf]Value Modifier

1 -4

2 -3

3 -2

4 -2

5 -1

6 -1

7 -1

8 0

9 0

10 0

11 0

12 0

13 1

14 1

15 1

16 2

17 2

18 3

19 4


1. Constitution modifier to HPs is applied per level, i.e. the modifier is added to the total at each level.

2. Wisdom modifier to MPs is doubled but applied only once, not per level.

3. There are creatures with values above 19. These are special and are handled case-by-case.




Damage and Death

1. Non-Lethal Damage – e.g. unconsciousness, ensnarement, fear, stun, paralyze, etc.

1.1. Tally separately and compare to current HPs

1.2. Takes affect when total non-lethal damage is greater than current HPs

1.2.1. If multiple types of non-lethal damage have been dealt, DM and player should jointly decide which is the most logical to take affect given the specific situation

1.3. All non-lethal damage (and its associated effects, if any) is removed at the end of the situation in which it was dealt

2. Lethal Damage – e.g. weapon damage

2.1. Reduces the current quantity of HPs

2.2. When current HPs <= 0, creature is incapable of combat 

2.3. When current HPs <= Death Point, creature is dead; see following chart

	Size Category
	Death Point
	Size Category
	Death Point

	Diminutive
	-2 HPs
	Large
	-10 HPs

	Tiny
	-4 HPs
	Huge
	-12 HPs

	Small
	-6 HPs
	Gigantic
	-20 HPs

	Medium
	-8 HPs
	
	


2.4. Heal Rate (HR) or Hit Point Recoup Rate (HPRR) = 1 HP Healed / Day for every 5 permanent HPs, round up, modified by Constitution

3. Non-Regenerative Damage – e.g. fire damage

3.1. For non-regenerating creatures, this is treated as Lethal Damage above

4. Crippling Damage – e.g. TBD

4.1. Reduces the maximum quantity of HPs that the creature can have when healthy; this represents a permanent injury 

4.2. Crippling damage can only be healed through magic

5. For creatures that regenerate…

5.1. Crippling damage is treated as Non-Regenerative above

5.2. Non-Regenerative damage is treated as Lethal above

5.3. Lethal damage is treated as Non-Lethal above

5.3.1. The effect is death; however, when the damage is removed at the end of the situation, the regenerating creature will come back to life, if current HPs permit

5.4. Non-Lethal damage is completely ignored 

6. Death

6.1. Corpse cannot heal, move, or communicate apart from magical intervention

6.2. Corpse decomposes (i.e. continues to lose HPs) at a rate based on numerous situational factors, e.g. weather, temperature, burial preparation, cause of death, and local fauna 

6.3. Corpse can be brought back to life through magic; see spells for details and limitations

Weapons

1. DM defines the weapons available within his campaign.

2. For melee or hand-to-hand weapons, the maximum damage that a weapon can generate per hit depends on its weapon class in relation to the size of its wielder. 

	Size Category of Wielder
	Light Weapons
	Medium Weapons
	Heavy Weapons

	Diminutive
	2
	3
	4

	Tiny
	3
	4
	6

	Small
	4
	6
	8

	Medium
	6
	8
	10

	Large
	8
	10
	12

	Huge
	10
	12
	16

	Gigantic
	12
	16
	20


2.1. Light weapons can be used in the secondary hand or as a medium weapon.

2.2. Medium weapons must be used in the primary hand but can be used with a light weapon or a shield in the secondary hand or as a heavy weapon.

2.3. Heavy weapons must be used with two hands.

3. For missile or ranged weapons, the maximum potential damage per round (i.e. the maximum damage per hit multiplied by the maximum number of shots per round) depends on the mechanism used for propelling the projectile and the size of the wielder.

	Size Category of Wielder
	Thrown Missiles
	Sling

Missiles
	Bow

Missiles
	Crossbow Missiles

	Diminutive
	3
	4
	6
	8

	Tiny
	4
	6
	8
	10

	Small
	6
	8
	10
	12

	Medium
	8
	10
	12
	16

	Large
	10
	12
	16
	20

	Huge
	12
	16
	20
	24

	Gigantic
	16
	20
	24
	30

	Typical Fire Rate
	1 / Round
	1 / Round
	2 / Round
	1 / 2 Rounds


Armor

1. DM defines the armor available within his campaign.

2. Bonus to Defense (BtD) – ranges from 0 for no protection up to 10

3. Penalty to Movement (PtM) – ranges from 0 for no restriction up to 2/3, rounding the modified movement speed up

4. Penalty to Movement typically increases as Bonus to Defense increases.

Sample Armor

	Armor
	BtD
	PtM

	None
	0
	0

	Padded or Hide
	1
	0

	Leather
	2
	0

	Studded Leather
	3
	0

	Scale Mail or Ring Mail
	4
	1/3

	Chain Mail
	5
	1/3

	Banded Mail
	6
	1/3

	Plate Mail
	7
	2/3

	
	
	

	Small Shield (e.g. Buckler)
	1
	0

	Medium Shield (e.g. Round)
	2
	1/6

	Large Shield (e.g. Scutum)
	3
	1/3


Creatures

1. Members of a race can do the following things. Monsters cannot.

1.1. Advance their primary skills

1.2. Advance in a class

1.3. Learn magic

2. All creatures and characters can function in the normal visible light spectrum unless otherwise stated.

Sample Creatures

	Species
	Def
	Mv
	HD
	AS
	Dam
	Sz

	Human
	10
	12
	0
	By weapon
	By weapon
	M

	Dwarf
	10
	9
	1
	By weapon
	By weapon
	M

	Elf
	10
	12
	1
	By weapon
	By weapon
	M

	Bug Bear
	12
	9
	3
	By weapon
	By weapon
	L

	Goblin
	10
	6
	½ 
	By weapon
	By weapon
	M


These stats are not modified by equipment, ability scores, or class level.

Order of Combat

1. Each round of combat is broken into 3 segments. These represent the relative sort-order of action and not actual periods of time.

1.1. The Beginning or Magic Segment includes innate effects and spell casting.

1.1.1. Those beyond missile range may retreat during this segment.

1.2. The Middle or Missile Segment includes missile weapons as well as those with the special ability to charge.

1.2.1. If a charger intends to make a hit-and-run attack and his/her speed is more than double the range of the defender’s weapon, then the defender does not get a return attack.

1.2.2. If the defender is using a set-vs-charge defense, it negates a hit-and-run attack and is treated as a simultaneous attack with the charge.

1.2.3. Those in missile range may retreat during this segment.

1.3. The End or Melee Segment includes melee weapons and any other action not covered above.

1.3.1. Those in hand-to-hand or melee range may retreat during this segment.

2. Within each segment, combatants are processed in descending order of movement speed, i.e. fastest to slowest.

2.1. Those combatants with the same speed attack simultaneously. However, those attacking the player’s character or party are rolled first.

3. Retreat may not mean unscathed escape for the following reasons.

3.1. Those retreating may be attacked by anyone acting in earlier segments of the round and by those acting in the same segment with a faster movement speed.

3.2. Those retreating may be pursued. The DM will decide if the pursuit is successful based on movement speeds, terrain and knowledge of terrain, actions of the characters, etc.

Magic

1. For his campaign, the DM defines… 

1.1. the magic spells available

1.2. the methods available for learning new spells

2. Spells are combinations of the effects applied through the following rules

2.1. Magic Points

2.1.1. 1 Magic Point ≈ 1 Persistent Hit Point

2.1.2. 2 Magic Points ≈ +1 Persistent Bonus to Hit

2.2. Combining effects into a single spell has the following costs

2.2.1. Surcharge of 1 MP for combining like units; covers only 1 set of like units

2.2.2. Surcharge of 2 MPs for combining unlike units; covers all unlike units

2.3. See the Spell Maker spreadsheet for comprehensive list of spell effects and their costs.

3. As a rule, the same effect from 2 different spells does not stack. The most potent is counted.

4. Magic Point Application

4.1. Each spell has a MP cost based on the above.

4.2. The total MP cost of all known spells cannot exceed the character’s maximum MPs. In this sense, MPs express the total amount of effort the character has put toward learning spells.

4.2.1. The DM may require the player to irrevocably assign MPs to the spell(s) being learned when the points are acquired, even if the total is not enough to completely acquire the spell.

4.3. When a spell is cast, the character’s available MPs are reduced by the cost of the spell. (They do recoup over time; see MPRR below.) A spell cannot be cast if the character does not have at least as many MPs available as the cost of the spell. In this sense, MPs express the total amount of spell casting the character can do at any one time.

5. Magic Point Recoup Rate (MPRR) = 1 MP recouped / Day for every 5 permanent MPs, round up, modified by Wisdom

6. Specific creatures, places, and items may provide the magic spell innately and require only the magic points from the magic user as power. 

7. Specific creatures, places, and items may increase MPRR or restore a magic user’s magic points in part or in full. However, nothing will provide additional magic points to a person for spell casting.

Rolling Attacks or “to Hits”

1. The attacker’s Player rolls 1d20 and adds all the following that apply.

1.1. Bonus to Hit

1.2. Modifier for the Ability most appropriate to the task, e.g. Str for melee with a weapon

1.3. Modifier from the Equipment most appropriate to the task, e.g. melee weapon 

2. The results are determined as follows.

	 Roll
	Results
	Optional Results

	Roll
	=
	Natural 1
	Miss
	Attacker takes minimum damage from all engaged opponents

	Roll + Modifiers
	<
	Target’s Defense
	Miss
	n/a

	Roll + Modifiers
	>=
	Target’s Defense
	Hit
	n/a

	Roll
	=
	Natural 20
	Hit
	Attacker deals full normal damage


3. Optional Results are the standard universal rule.  Within a campaign, DM may decide to employ other forms of critical hit or miss rules as befits the mood of the campaign.  Additionally, the DM and player may agree to impose obvious dramatic penalty or success options relevant to a special ability or situation as agreed to by both parties.

Skill Checks

Proficiency Nomenclature

1. The following terms are recommended for tracking subjective levels of proficiency associated with Special Abilities, Secondary Skills, and Areas of Knowledge.

	Term
	Abbreviation
	Description

	Master or Mastery
	Mast or ++
	equivalent to level 10 or higher and a bonus of 3 points / 15 % or more

	Specialist or Specialty
	Spec or +
	equivalent to levels 7-9 and a bonus of less than 3 points / 15%

	Competent or Competency
	Comp or #
	equivalent to levels 4-6 and no penalty or bonus

	Novice or Novistry
	Novi or -
	equivalent to levels 1-3 or a penalty of less than 3 points / 15%

	Unskilled
	Unsk or --
	equivalent to level “0” or a penalty of 3 points / 15% or more


2. When a character attempts to use a new secondary skill for the first time, the DM and Player will determine his current level of proficiency. Therefore, not having a skill listed means that the character is uncertain of his proficiency, not that the skill cannot be used.

3. Each type of weapon and/or armor that a character uses requires a separate secondary skill.

Making Skill Checks

1. DM defines the following possible results for the task at hand and the subjective proficiency of the character in the appropriate Secondary Skill, Special Ability, or Area of Knowledge.

1.1. Expected results

1.2. Worse than expected results

1.3. Better than expected results

2. Player rolls 1d20. The results are determined as follows.

	 Roll
	Results

	Roll
	=
	Natural 1
	Significantly worse than expected results

	Roll
	=
	2 or 3
	Worse than expected results

	Roll
	=
	4, 5, or 6
	Below average expected results

	Roll
	=
	7 thru 14
	Average expected results

	Roll
	=
	15, 16, or 17
	Above average expected results

	Roll
	=
	18 or 19
	Better than expected results

	Roll
	=
	Natural 20
	Significantly better then expected results


Resistance Check

1. Creatures may have a special ability that allows them to resist specific effects. Examples include the following.

1.1. Magic Spells, in general or specific types, i.e. charm spells

1.2. Weapon damage, in general or specific types, i.e. edged weapons

1.3. Elemental damage, in general or specific types, i.e. cold damage

2. The Proficiency Nomenclature above is used to denote the level of resistance.

3. Player rolls 1d20. The results are determined as follows.

	 Roll
	- -
	-
	#
	+
	+ +

	Roll
	=
	1 thru 3
	Normal
	Normal
	-1
	½
	1

	Roll
	=
	4 thru 17
	Normal
	-1
	½
	1
	0

	Roll
	=
	18 thru 20
	-1
	½
	1
	0
	0, Reflect ½


3.1. -1 – Subtract 1 point from the roll of each set of damage dice or slightly lessen the effect of each unit of magic. 

3.2. ½ – Reduce the damage dealt by half or halve the effect of each unit of magic.

3.3. 1 – Apply only 1 point of damage or the least possible effect that 1 unit of magic can produce 

3.4. 0 – Target is unaffected.

3.5. Reflect – The designated quantity of effect is applied to its original source. 

Associated Documents

· Spell Maker Spreadsheet
· Character Sheet
Change Control
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		Y = 8HPs (+) +1BtH (-) 1Pt Magic Absorption												Mana

														8

		Fighter														Value		Modifier

				1000		8										1		-4

		Lv		Exp		HPs		BtH		MPs						2		-3

		1		1000		1(8+d4)		1		0						3		-2

		2		2000		2(8+d4)		2		0						4		-2

		3		4000		3(8+d4)		3		0						5		-1

		4		8000		4(8+d4)		4		0						6		-1

		5		16000		5(8+d4)		5		0						7		-1

		6		32000		6(8+d4)		6		0						8		0

																9		0

		80/20 F/MU														10		0

				1000		6				2.5						11		0

		Lv		Exp		HPs		BtH		MPs						12		0

		1		1000		1(6+d4)		1		2.5						13		1

		2		2000		2(6+d4)		2		5						14		1

		3		4000		3(6+d4)		2		7.5						15		1

		4		8000		4(6+d4)		3		10						16		2

		5		16000		5(6+d4)		4		12.5						17		2

		6		32000		6(6+d4)		4		15						18		3

																19		4

		50/50 F/MU

				1000		4				5

		Lv		Exp		HPs		BtH		MPs

		1		1000		1(4+d4)		0		5

		2		2000		2(4+d4)		1		10

		3		4000		3(4+d4)		1		15

		4		8000		4(4+d4)		2		20

		5		16000		5(4+d4)		2		25

		6		32000		6(4+d4)		3		30

		20/80 F/MU

				1000		2				7.5

		Lv		Exp		HPs		BtH		MPs

		1		1000		1(2+d4)		0		7.5

		2		2000		2(2+d4)		0		15

		3		4000		3(2+d4)		1		22.5

		4		8000		4(2+d4)		1		30

		5		16000		5(2+d4)		1		37.5

		6		32000		6(2+d4)		2		45

		Magic-User

				1000		0

		Lv		Exp		HPs		BtH		MPs

		1		1000		1(0+d4)		0		10

		2		2000		2(0+d4)		0		20

		3		4000		3(0+d4)		0		30

		4		8000		4(0+d4)		0		40

		5		16000		5(0+d4)		0		50

		6		32000		6(0+d4)		0		60

		Rules

		1		Save vs. HPs on magic spells

		2		1pt/CLv/Rnd of Magic Damage when Saving vs. HPs






_1245645508.xls
Sheet1

		Value		Modifier

		1		-4

		2		-3

		3		-2

		4		-2

		5		-1

		6		-1

		7		-1

		8		0

		9		0

		10		0

		11		0

		12		0

		13		1

		14		1

		15		1

		16		2

		17		2

		18		3

		19		4






