
Many of these rules are designed to make certain skills, feats and classes a little more useful, allowing them to stand out in the game. Other rules simply point out the limitations I have set for the D&D universe you will play in, as well as increase the immersion and experience for those that enjoy roleplaying with defined parameters. All these rules should help the game stay balanced and therefore more enjoyable for all who play. Some of these rules just point out some clarifications to existing rules that are often broken because no one knows they exist.

GENERAL:

Character Creation will occur through one of two methods. You may choose. You may take either the standard 4d6 method, or use a Point Buy method with 28 points. A re-roll is permitted with the 4d6 method, but the second set of rolls must also be kept. Point Buy system has every score starting at 8. You have 28 points with which you may distribute among the six scores. No score may be higher than 18.

Your character doesn't have to have huge scores to be fun to play.

Rulebooks: If you somehow sadly lock yourself into using only the Player's Handbook to build your character, the DM will pity you and give you +2 to any ability.  If using other rulebooks, you must have a paper copy of everything you use, if you don't have the rulebook itself. Laptops are not permitted. Tablets might be permitted on a case-by-case basis.

Identifying items is done through the use of skills. It is still required to determine if an item is magical through the proper spells. After making the determination, a Spellcraft check can be made to determine what magical properties the item possesses. Base check is usually DC18 + item's minimum creator caster level + spell levels for each spell individually compared. This can change if the item has special properties, such as some Wondrous items.

Note: The Synergy bonus tied to Knowledge: Arcana and Spellcraft still apply.

Note: The spell Identify now gives the caster a +20 Spellcraft check on their next use of the skill.

Example: the Staff of Illusion is a powerful magic item from a level 13 or higher caster. Base DC is 18 + 13= 31. If you roll at least 31 on that check, you know the name of the item, but not what powers it possesses. The spells it contains, followed by spell level, are Disguise Self (lvl 1), Mirror Image (lvl 2), Major Image (lvl 3), Rainbow Pattern (lvl 4), Persistent Image (lvl 5), and Mislead (Lvl 6). So, if you roll a 34 to Identify the item, you know it is a Staff of Illusion with Disguise Self, Mirror Image, and Major Image. All of the higher level spells are unknown to you until you ask an expert, or add a new rank in Spellcraft and attempt to identify again. 

By comparison, it takes a DC 23 to identify a Cure Moderate Wounds potion. A level 4 Wizard with 7 ranks in Spellcraft, 5 ranks in Knowledge: Arcana, giving a +2 bonus to Spellcraft, and an 18 Intelligence for a total score of 13 in Spellcraft would have to roll a 10 in order to identify the potion. This is balanced.

Death and Resurrection: A character is considered dead when their HP falls below negative-constitution. So a character with a Con of 15 dies at -15 hp. 

A character that dies in the game and is resurrected does not lose a level. Instead, they gain a negative level. An affected character takes a –1 penalty on all skill checks and ability checks, attack rolls, and saving throws, and loses 5 hit points and one Hit Die for each negative level. A spellcaster loses one spell slot of the highest level of spells she can cast and (if applicable) one prepared spell of that level. If she has more than one spell at her highest level, she chooses which she loses. The character also gains an experience point debt equal to half what it takes to get from their current level, to the next. For example, being level 6, it takes 6000 additional experience to reach level 7, so they gain -3000 experience. This does not lead to level loss, even if it drops the player below the experience needed for their current level. The only way to get rid of this negative level is to advance to the next level, which will remove all penalties.

Deities: Deities in my games are not religions modeled from the real world. They are existing omnipotent beings, similar to the Greek pantheon. There is no "I have faith in Pelor, but the rest don't exist. I don't believe in them." They all exist and everyone knows it.

Weight and Encumbrance: Everything in the game that is listed as having weight, does in my game. Keep track of your stuff and how much it weighs. If you don't, the DM will make sure you lose whatever you can't carry.

Character sheets: Try to keep ever-changing numbers like Gold, experience, loot, and HP damage on note paper, so your character sheets won't develop eraser holes. When finished, all character sheets will be kept with the DM, so he can actively look them over. This also helps keep track of them. A forgotten character sheet is a character that isn't going to be doing much.

RACES:

Dwarves are always proficient with the Dwarven Waraxe. Certain classes may still prohibit its use, however. Unless otherwise stated by the DM, due to their reclusiveness, only two players may play a dwarf.

Half Elves get 4 extra skill points at 1st level and 1 point at each additional level, just as humans do.  Unless otherwise stated by the DM, due to their rarity, only one player may play a half-elf

Half-Orcs get a bonus feat at 1st level, just as humans do.  Unless otherwise stated by the DM, due to their rarity, only one player may play a half-orc.

Human: No limitations on party number. Human wizards and sorcerers, due to their knowledge of arcane power and the life force within it, live far longer than humans of other classes. Their age limits are adjusted to 350 for wizard, and 250 for sorcerer.

Elves: Unless otherwise stated by the DM, due to their reclusiveness, only one player may play an elf.

CLASSES and PRCs:

For the sake of friendliness, multiclassing has no penalties.

Assassins must be True Neutral, Lawful Neutral, Neutral Evil, or Lawful Evil. No other alignment makes a suitable Assassin in my ruling.

Barbarians get the feats Endurance and Diehard for free at third level.

Cleric is always proficient with their deity's favored weapon. That said, switching deities does not switch their weapon proficiency. That said, a cleric must have a deity that they worship. They may not worship an 'ideal'.

Duelists are proficient with Bucklers, but no other shields. Duelists must wield masterwork or better bucklers to avoid any penalties for having anything in or on their off hands. 

Druids must specify what lands they resided in for at least one year for the purposes of gaining a specific animal companion. They must also have a specific environment they call home. Use the campaign map and Environments section of the house rules to make this decision. A druid that has never spent more than one year in wetlands (warm marshes) can't pick a crocodile for a companion and Druid that has only ever lived in remote and practically inaccessible areas may be able to have a dinosaur, for example. This must be accomplished before character creation is complete, so the DM can create a list of appropriate animal companions. Obtaining an animal companion is another affair altogether.

An animal companion is not a conjured creature and is not subject to effects, such as protection from evil or dismissal, that banish or hedge out conjured creatures. Think of it as binding an animal companion rather than summoning it. To begin, you must first locate the kind of creature you desire. The prospective companion cannot be an advanced animal. It also can't have a template, even if that template doesn't change its type. Awakened animals will never serve as animal companions. The animal you choose must be of a kind your class makes available to you as an animal companion.

You can use any convenient means to locate your intended companion. Finding the animal you want probably requires a trip into the wild and a few Survival or Knowledge: (nature) checks.

After locating the companion, you must arrange to keep the animal nearby for the day-long ritual that binds the two of you together. Lucky masters choose companions that are friendly enough to stick around on their own , but sometimes you must tether or cage it to keep it from wandering off. The ritual does not succeed unless the intended companion is friendly toward you (but a wild empathy check can solve that problem). The ritual also does not succeed if the intended companion is under any charm or compulsion effect.

The ritual itself can take any form the DM desires; however, a few gestures, chants, and perhaps some drawings sketched on the floor around the pair of you -- all repeated at intervals throughout the day -- are all that are necessary.

Animal companions can wear magic items, if they have the limbs and features to do so. All magic items reshape to fit users of any size. The DM will make a final call. Animal companions are also no smarter than other animals. To make it perform any task, it must be simple enough that a real animal would understand, it must be trained to do it, and the command must be given via Handle Animal skill. According to the rules, animals attack only humanoids, monstrous humanoids, giants, or other animals. Aberrations, constructs, dragons, fey, elementals, magical beasts, plants, oozes, outsiders, undead, and vermin make animals uneasy. You can train an animal to attack creatures of any kind, but doing so counts as two tricks. 

Fighter has been completely retooled. Since they get no Class Features like every other class, I have given them some. See the last pages for class revision. Do not use the PH Fighter. If this new class setup seems inadequate, pick a different class.

Knight has been fixed in my game to make the class no longer cheesy. The following abilities have been changed: Loyal Beyond Death has been nerfed. If you take Massive Damage, this ability does not stop it and you must still save or die. Also, if you use this ability, it uses two knight's challenge abilities  each round instead of one. If you are damaged enough to reduce you to a total of -50 hp, you must roll Fort Save D15 each round or die. Armor Mastery has been nerfed. At level 10, you may ignore the speed penalty of Medium armor. Heavy armor may never be ignored. Shield Ally and it's improved version now must absorb all damage when being used and can only be used once per round. You must still decide to use it before damage has been calculated.

Monk has been changed to show their discipline and skillfulness. When leveling in Monk, they receive skill points equal to 6+INT modifier. This used to be 4 as listed in the PH. The Monk is now also proficient with the kukri martial weapon.

Rangers can get Two Weapon Fighting, Point Blank Shot, and Track for free at the first level. Because of this, a Ranger is allowed to select Improved Two Weapon Fighting at level 2 for the Combat Style ability. Rangers must specify what lands they resided in for at least three years for the purposes of specifying an animal companion. They must also have a specific environment they call home. Use the campaign map, and Environments section to make this decision. A ranger that has never spent more than three years in wetlands (warm marshes) can't pick a crocodile for a companion, or a ranger that has only ever lived in remote and practically inaccessible areas may be able to have a dinosaur, for example. This must be accomplished before character creation is complete, so the DM can create a list of appropriate animal companions.

Rogues are proficient with Bucklers, but no other shields. Weapon Finesse, Investigator, and Point Blank Shot are free at first level.

Sorcerers have Eschew Materials for free. This works for all material components that have no monetary value attached.

Wizards have Eschew Materials for free. This works for all material components that have no monetary value attached.

REVISED FEATS:

Dodge: There is no need to designate an opponent for Dodge to work. This simply provides +1 Dodge Bonus to AC as long as the target is visible. Any condition that makes you lose your Dexterity bonus to AC also deactivates this feat.

Toughness:  Grants 4 additional hitpoints and +1 Fortitude immediately. Each time the character levels up, the character is granted an additional bonus hitpoint.

Weapon Focus is free to all classes at the start of the game. It affects all weapons of a specific damage type. Either Bludgeoning, Slashing, Piercing, or Ranged. This feat has no affect on weapons you are not proficient with. 

Weapon Specialization is free to the Fighter class at the start of the game.

ITEMS:

Alchemist's Fire and Acid Flasks now do 1d8 damage and does 1d4 damage to all creatures within 5 feet of impact.

Crossbows:  All crossbows now have a built-in damage boost to better reflect their superiority to bows. The chart is as follows:

· Hand crossbows have a bonus range of +1 to +2

· Light crossbows have a bonus range of +1 to +5

· Heavy crossbows have a bonus range of +3 to +8

· Light repeating crossbow have a bonus range of +1 to +5

· Heavy repeating crossbows have a bonus range of +3 to +8

+1 is at base crossbow price and each additional bonus costs 100GP

Greatclub is a simple weapon. Anyone proficient with clubs are also proficient with greatclubs.

Heavy Crossbows and their repeating variant are now 1d12. See above for other changes to crossbows.

Kukri has been changed to 1d4 18-20/x3 to better show its capability at doing severe damage. It is now usable by the Monk, since it has a similar far-eastern heritage.

Shurikens still do 1d2 damage. Masterwork shurikens are now 1d4.

SPELLS, MAGIC AND MAGIC ITEMS:

Activating a non-spell item (flaming sword) is a swift action.

Bag of Holding: 

People love abusing these. Here's the stats so you can't say you don't get it. Keep an eye on your carrying capacity.

	Bag

Type
	Inside Dimension [1]
	Breathing

Time
	Water Capacity
	Weight

Capacity
	Bag's

Weight
	Market

Price

	I
	5 ft.
	10 min.
	30 gal.
	250 lbs.
	15 lbs.
	2,500GP

	II
	8 ft.
	15 min.
	60 gal.
	500 lbs.
	25 lbs.
	5,000GP

	III
	10 ft.
	20 min.
	120 gal.
	1000 lbs
	35 lbs.
	7,400GP

	IV
	12 ft.
	25 min.
	180 gal.
	1500 lbs.
	60 lbs.
	10,000GP

	H.H. Haversack
	2 ft. and 1 ft. x2[2]
	N/A
	2 gal.
	20x2 and 80lbs.[2]
	5 lbs.
	2,000GP

	Portable Hole
	6 ft. x 10 ft.
	10 min.
	2,100 gal.
	18,000 lbs.[3]
	0 lbs.
	20,000GP


1. This limits the largest size of any inflexible object placed inside the bag of holding. 

2. Heward's Handy Haversack has three compartments. Two are the same dimensions, while the central one is larger.

3. Portable Holes still have a coin content limit of 100,000GP due to space.

Caster Levels are not always your spell-casting class level. Paladins at level 5 only have a caster level 2, since they can't cast anything until level 4. This isn't a house rule.

Deathwatch is not considered an "Evil" spell, as it certainly has practical uses for non-evil characters. 

Detect Magic and then rolling Spellcraft on a specific magical effect in an area, you can determine the school of magic and perhaps get a broad scope of what the magic might be doing. This is different that identifying magic items.

Dismissing a spell is now a swift action.

Entangle has a duration of two rounds per level, max 10. A slight adjustment.

Preparing Spells:  A wizard (and most other arcane spellcasters who prepare spells) must first sleep for 8 hours to clear the mind. The spellcaster doesn't have to sleep for every moment of that time, but the character must rest quietly when not asleep. If the character does not need to sleep for some reason, she still must have 8 hours of restful calm before preparing any spells. For example, an elf does not sleep, but instead enters a trance for 4 hours. An elf wizard still must rest for the full 8 hours before preparing any spells. Items that modify sleep cycles do not alter this 8 hour requirement.

Clerics and Druids must pray for their spells once per day. Generally their deity selects for them a time of day to pray for their spells. This can be Dawn, Noon, Dusk, or Midnight. Once this time is selected, this is the only time they can pray for spells. If a distraction occurs during this timeframe, they are considered not at fault for missing their prayer period and may begin praying when they find a place of peace. If they opt not to pray during their deity's designated time, they forfeit being able to prepare new spells until the next day.

XP cost: You cannot cast any spell with an XP cost high enough to drop you to the previous level.

COMBAT:

Do not engage in "combat conferencing." Your characters may have trained together as a unit, but they do not have the ability to work out extremely detailed strategies in the middle of a battle. (At least not for a long while) Thus, players should not advise each other on any tactics during combat; however, characters can certainly shout out suggestions (using the "free action" rules for speaking in the Player's Handbook, page 144). 

Below are a number of rules that combat needs to take into account. Many of these rules are not house rules, just rules that are vague, or often hard to find.

There is a reason why there's different names for bonuses... An often over-looked rule in the player's handbook are about stacking bonuses. 

AC bonuses of the same type do not stack. Use the highest numbers only. If you're wearing +2 chainmail, (+7 armor bonus), and you have Bracers of Armor (+2 Armor Bonus), you still only get +7 AC, not +9.  Different name AC modifiers stack. The list is as follows and go in the appropriate boxes on your sheet:

· Size Modifier

· Armor Bonus

· Shield Bonus

· Deflection Modifier

· Natural Armor

· Dexterity Modifier

Attack/saving throw bonuses are the same way. If you have Strength 18 due to wearing Gauntlets of Ogre Power (+2 Enhancement), and a wizard casts Bull's Strength on you (+4 Enhancement) you still only get a strength of 20. These bonuses are also used in saving throws and also do not stack. Different name attack/save bonus names stack. The list is as follows.

· Enhancement Bonus

· Luck Bonus

· Morale Bonus

Certain bonuses do stack:

· Circumstance Bonus (Move Silently in a noisy room and over a soft floor)

· Dodge Bonus

· Unnamed Bonus (Stack with anything except itself. Feats mostly.)

Sneak attacks can only occur when the target is denied his dexterity bonus, or if the target is flanked by the attacker. Ranged attacks can only be sneak attacks at 30ft or less. Spells that make you roll to attack and deal damage can be used to sneak attack. For example, a 10th-level rogue who makes a successful sneak attack with an enervation spell deals 1d4 negative levels plus an extra 5d6 points of negative energy damage. 

Sneak attacks require a clear view. Any concealment at all foils a sneak attack, even fog (20% concealment). You must be able to reach a foe's vital spots to make a sneak attack, so if you're limited to attacking a foe's ankles, you can't sneak attack, for example. Spells like blink only give a miss chance and not concealment, so it is still possible to sneak attack those foes. Ascending slopes or walls too steep to just walk up considers you flat-footed and subject to sneak attacks, even if you have Uncanny Dodge.

The Flat-footed penalty a creature gets during a surprise round only affects the first attack of a Full Attack.

You can provoke an attack of opportunity in the game in two situations, and here they are:

· You provoke an attack of opportunity when you're in a square on the battlefield that a foe threatens and you leave that square.

· You provoke an attack of opportunity when you're in a square on the battlefield that a foe threatens and you take some other action that provokes an attack of opportunity. 

Because of these rules, if a fellow party-member Bull-Rushes an opponent past you, you get an attack of opportunity against the monster. Build strategies!

PERMITTED RACES:

New players to 3.5 will not be allowed to select from this list unless the LA is +0. Depending on the campaign type, consult the DM before selecting an exotic race. Due to the extreme circumstances of why an exotic race would take up a sword and join a party of adventurers, only one exotic race will be permitted. If you have interest in playing one, consult the other players, first. Certain races add artificial levels, based on their Level Adjustment. See the Level Adjustments section to learn how they work.

· Bladeling (MM2 p31) LA+1 (Slightly xenophobic. Don't request unless you are willing to really roleplay.)

· Elves: 

Aquatic Elf (MM p103) LA+0

Drow (MM p103) LA+2

Gray Elf (MM p104) LA+0

Wild Elf (MM p104) LA+0 (Classes limited to Barbarians, Sorcerers and other 'primal' classes.)

Wood Elf (MM p104) LA+0

· Gnoll (MM p130) LA+1

· Githyanki (MM p127) LA+2

· Githzerai (MM p129) LA+2

· Kenku (MM3 p86) LA+0

· Kobold (MM p161) LA+0

· Lizardfolk (MM p169) LA+1

· Orc (MM p204) LA+0

· Planetouched:

Aasimar (MM p209) LA+1

Chaond (MM2 p170) LA+1 (Not allowed to change classes or prestige class once first class is picked.)

Tiefling (MM p209) LA+1

Zenythri (MM2 p171) LA+1

· Warforged (MM3 p190) LA+0

· Yaun-ti (MM p263) LA+2

PERMITTED TEMPLATES:

New players to 3.5 will not be allowed to select from this list unless the LA is +0. The following templates are approved when appropriate. Consult the DM. Templates and Exotic Races will not be combined. Due to the extreme rarity of beings with templates, only one character will be permitted from this list. Certain templates add artificial levels, based on their Level Adjustment. See the Level Adjustments section to learn how they work.

Amphibious Creature (Sto 135 Stormwrack) LA +0 

Celestial (MM p31) LA+2

Chameleon Creature (Und 83 Underdark) LA +1 

Fiendish (MM p108) LA+2

God-Blooded (MM5 p65) LA +1

Half-Fey (FF p89 Fiend Folio) LA+2

Half– Vampire (LM 106) LA +2 
Imix-Blooded (MM5 p65) LA +1 – any evil creature
Kord-Blooded (MM5 p66) LA +1 – any non-evil living creature that has a Strength score of 16 or higher

Saint (BoED 184 Exhalted Deeds) LA +2 

Vecna-Blooded (MM5 p66) LA +1 – any evil creature capable of casting 2nd level or higher arcane spells 

LEVEL ADJUSTMENTS:

Figuring level adjustments can be frustrating, math intensive, and confusing. This is why I'll only allow one character in my game with a level adjustment. They will also need to be experienced in the 3.5 rule system. The following rules help you determine how they work and what it means. 

LA calculates in the special bonuses, whether it be special abilities, bonuses to attributes, or increased skills that a template, or exotic race can give you. It shows how powerful you are compared to everyone else, even though your class levels have not changed. Because of your superior capabilities, you don't really learn anything new for some time after starting your adventure. If you're a new character with only one class level and you have a +2 Level Adjustment, you'll require 6000 experience to get to the next class level. From there, you gain experience as normal, requiring 10,000 experience to get to class level 3, and so on.

Now, ordinarily, the powers your class or race gives you will not be so powerful when you're a higher level, so the reduced experience gain will become more a burden than fair. To remedy this, you Buy-Off your level adjustment. To do this, you must pay an experience amount equal to (Your current ECL - 1) x 1000. This amount is immediately deducted from your XP total. This should reduce your ECL by 1. If not, you must remove XP until you're 1 XP below your current level. If you opt to use the Buy-Off method, you must do so the moment you are eligible. To calculate ECL: (Racial Hit Die + Class Levels + Level Adjustment).

For instance, a 2nd-level gnoll fighter (ECL 5) who later gains a third class level has a minimum of 15,000 XP (his ECL has just gone from 5 to 6). He is eligible to reduce his level adjustment from +1 to +0. He must pay 5,000 XP, since his ECL is now 6 (2 Hit Dice plus 3 class levels plus his +1 level adjustment). After he pays the XP, his level adjustment decreases by 1 to +0. He now has 10,000 XP. His ECL falls to 5 (2 Racial Hit Dice plus 3 class levels). Even if the XP payment would not reduce him to 5th level—for instance, if his XP total after reaching 6th level were 20,000 or more—his XP total can't remain above the maximum for 5th level, which is 14,999. Effectively, the gnoll has "paid off" his level adjustment with an XP cost, and he is now a 5th-level character. 

Similarly, a drow cleric who has just reached 6th level (ECL 8) is eligible to reduce her level adjustment from +2 to +1. She must pay 7,000 XP, and her ECL becomes 7 (6 class levels plus her +1 level adjustment). When she gains her 9th class level (ECL 10), she can reduce her level adjustment to +0 (and her ECL to 9) by paying another 9,000 XP.

On the surface, this tradeoff may look like a bad deal. The drow cleric has now sacrificed 16,000 experience points, putting her behind her comrades in total class levels. Now, however, she progresses as if she had never had a level adjustment. With the self-correcting nature of the experience point system, she will soon catch up to the rest of her party, and will reach 20th level after earning a total of 206,000 XP (190,000 plus the 16,000 in XP costs). If she had not used this variant system, she would have had to amass 231,000 XP to reach her 20th class level (which is ECL 22 for a normal drow with a +2 level adjustment). 

A character with a +1 LA is able to Buy-Off at the 3rd class level. A character with a +2 LA is able to Buy-Off at class levels 6 and 9.

ENVIRONMENTS:

Environments are described by combining a temperature with a terrain. The lists are as follows:

Temperature:

Cold

Temperate

Warm

Terrain:

Aquatic

Desert

Forest

Hills

Marsh

Mountain

Plains

EXPERIENCE AND REWARDS:

The game's rewards are now set in stone. Read this for details.

Meeting encounters provides the most expedient form of accruing experience. Encountering a hostile being nets you 25% of the experience for its Challenge Rating. If you disable it, you get an additional 50% of the experience. If you kill it or otherwise pacify it, you get the remaining 25% of experience. This allows you some options during encounters and ensures you don't go away empty-handed.

Roleplaying Rewards will be distributed after a set adventure. An adventure is classified as any important quest line. The experience rewards for good roleplaying are as follows.

Full experience is 500 x Adventure Level, per character as a base. A scale follows: 

	0
	Start a different campaign with new players

	50
	Horrible; No Character Development

	100
	Mediocre; Little Character Development; No Player Interaction

	150
	Wussy; Some Character Development; Little Player interaction

	200
	Okay; Some Character Development; Some Player Interaction; but No Goal Acquisition

	250
	Standard; Some Character Development; Some Player Interaction; A little Goal Acquisition

	300
	Good; Much CD; Some PI; A little GA

	350
	Great; Much CD; Much PI; Some GA; No Legendary Acts

	400
	Excellent; Full CD; Much PI; Much GA; Little LA

	450
	Awesome; Full CD; Full PI; Much GA; Some LA

	500
	Write a book, it will be a best seller.


Accept your character's fate and the rules as they are. They aren't perfect. Complaining about stuff will net lower roleplaying experience and harder challenges. Not meeting certain criteria above will also net lower experience in accordance to what you did besides wave a sword or threaten villagers. Live in the world. It won't kill you. Doing stupid stuff already does that.

Snack Experience is given at the start of each game session. If you provide food for people besides yourself, (bringing food for yourself and no one else won't get you anything but envious looks) you'll get bonus experience. You aren't required to bring stuff, but gaming does give people the munchies. As a result, you'll get experience for that game session equal to 100 x Your total class levels.

MISSING PLAYERS:

We're all human. We have daily responsibilities, family to see, work to do, things to accomplish. Playing in my games requires you to make time to play. It's not just fun, it's a responsibility to the rest of the group. 

Sometimes life rears its ugly head and a player or two cannot make it. This does not always mean the game must be canceled. In a group of four players, if one player doesn't make it, the game is not automatically canceled.  A missing player is fine. Challenges will be adjusted and big plot-heavy aspects will be postponed until they return. If they are a pivotal part of the immediate plot, then that is an exception and we can either continue a different campaign, or call the night off. In larger groups, up to two players can be absent and still run a game. 

Earlier, I mentioned it's a responsibility to the group to show up. It is. If you choose to play in my games, you can't flake out often, or not regularly attend. You will be dropped from the group.

GESTALT CHARACTERS:

As if the options available to you were not enough already, you have another option to take. Gestalting is the concept of taking two different character classes and combining them into one. This is a variant on the option given in Unearthed Arcana, but with a splash of AD&D multiclass rules to keep this concept from powering past everyone in the party.

Limitations of Gestalt Classing: You may only pick two base classes and you must stick with them all the way. That means no prestige classing, and no multiclassing. In addition to that, Cleric, Sorcerer, Wizard, Druid, Artificer, and other heavy magic classes cannot gestalt with eachother. Neither can class variants (Holy Monk and Monk, etc.) or classes with opposing restrictions (Paladin and Hexblade). Races with level adjustments are not permitted to Gestalt. Gestalt characters are not permitted templates. Also, because of the sheer number of options available, only experienced players will be allowed to gestalt. Be warned that with the advantages of two classes, you also get the weaknesses. A fighter/wizard still can't wear armor without interfering with spell-casting.

Creating a Gestalt Class: Creating a gestalt character must be done from level one. Create your character as normal, rolling ability scores and picking a race. Now you must pick two classes to blend. Once you've made your decision, roll your character's HP. To do this, roll the Hit Die for each class, add the two together, now divide by two. If the result is a fraction, round down. Now add your Con modifier for your new HP total. For every new level, repeat this task. Gestalt characters do not get the Max HP other characters get at first level. 

Building the character: The next step is figuring Skills. Look at the skill points for each class. Take the highest one you see. Class skills for each class are class skills for you. Be aware that you have a lot more skill options, but the same amount of skill points to distribute. The next thing you look at is your Base attack bonus. Take the best one for each level. Saving throws are the same. Pick the best Reflex, Fortitude, and Will saves. For the next bit, you get all class features available to you from both classes. For spells, if you picked two classes that cast divine (or arcane) spells, pick the class with the best Spells Per Day chart. You will use that chart for all spells allowed to you by both classes.

Advancement: Because of the extra power gifted to a gestalt character, his power advances at a slightly slower rate than other characters. Each level gained requires an additional 300 experience added on to get to the next. 1300 for level 2, 3600 for level 3, 6900 for level 4, 11200 for level 5, 16500 for level 6, etc... All in all, it will basically cost an extra 6000 experience to reach level 20.

Fighter Retool:

Alignment: Any.      Hit Die: d10. 

	Level
	Base Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Special

	1st
	+1
	+2
	+0
	+1
	Hardy, Powerful (Medium)

	2nd
	+2
	+3
	+0
	+2
	Fighter Feat, Deflect Damage, Heavy Armor

	3rd
	+3
	+3
	+1
	+2
	Fighter Feat, Tower Shield, Tricky, Elite Armor +1

	4th
	+4
	+4
	+1
	+3
	Fighter Feat, Elite Weapon +1

	5th
	+5
	+4
	+1
	+3
	Heavy Metal, Influential Warrior

	6th
	+6/+1
	+5
	+2
	+4
	Fighter Feat, Powerful (Large), Wade In

	7th
	+7/+2
	+5
	+2
	+4
	Hustle

	8th
	+8/+3
	+6
	+2
	+5
	Fighter Feat

	9th
	+9/+4
	+6
	+3
	+5
	Weapon Master, Elite Armor +3

	10th
	+10/+5
	+7
	+3
	+6
	Fighter Feat, Elite Weapon +3, Into the Fray

	11th
	+11/+6/+1
	+7
	+3
	+6
	Know Weapon

	12th
	+12/+7/+2
	+8
	+4
	+7
	Any Feat, Elite Armor +4, Powerful (Huge)

	13th
	+13/+8/+3
	+8
	+4
	+7
	Elite Weapon +4, 

	14th
	+14/+9/+4
	+9
	+4
	+8
	Any Feat,

	15th
	+15/+10/+5
	+9
	+5
	+8
	Elite Armor +5

	16th
	+16/+11/+6/+1
	+10
	+5
	+9
	Any Feat, Elite Weapon +5

	 17th
	+17/+12/+7/+2
	+10
	+5
	+9
	

	18th
	+18/+13/+8/+3
	+11
	+6
	+10
	Any Feat, Powerful (Gargantuan)

	19th
	+19/+14/+9/+4
	+11
	+6
	+10
	

	20th
	+20/+15/+10/+5
	+12
	+6
	+11
	Any Feat


Class Skills

The fighter’s class skills (and the key ability for each skill) are Climb (Str), Craft (Int), Handle Animal (Cha), Intimidate (Cha), Jump (Str), Ride (Dex), Spot (Wis), and Swim (Str). 

Skill Points at 1st Level

(4 + Int modifier) ×4. 

Skill Points at Each Additional Level

4 + Int modifier. 

Standard Class Features

Weapon and Armor Proficiency: A fighter is proficient with all simple and martial weapons and with light and medium armor and shields at 1st level. At 1st level, the fighter gets Weapon Specialization toward one weapon of their choice, indicating their preference and training in that type. At 2nd level, the fighter becomes proficient in heavy armor. At 3rd level, the Fighter becomes proficient with tower shields.

Hardy (Ex): When receiving healing of any sort, add your fighter class level to the number of hitpoints healed.

Powerful (Ex): When making Strength checks and Grapple checks, you may treat the Fighter as if he were the indicated size. For a medium Fighter, Strength checks receive a +0 at 1st level, +1 at 6th, +2 at 12th, and +4 at 18th and Grapple checks are +0 at 1st level, +4 at 6th, +8 at 12th, and +12 at 18th. This ability also works for checks made against you, causing the opponent to take the appropriate penalties.

Fighter Feats (Ex): At 2nd level, the Fighter gains any fighter bonus feat even if he does not meet the ability score prerequisites of that feat. Additional Fighter Feats are granted at 3rd, 4th, 6th, 8th, and 10th levels. These feats may be changed after eight hours of rest. This represents the fighter's uncanny ability to adapt fighting capabilities and prepare for unique challenges. As these feats can change, they do not act as prerequisites for prestige classes and character feats, but may act as prerequisites for other Fighter Feats granted by the Fighter class. These bonus feats must be drawn from the feats noted as fighter bonus feats in the rulebooks.

Deflect Damage (Ex): If an adjacent ally or the Fighter is the target of a physical attack, the Fighter may make an opposed attack check (adding his shield’s bonus and enhancement bonus) to his attack to deflect the opponent's attack. If the result is higher than the enemy's attack, the opponent’s attack does the lowest possible damage and any additional effects do not apply.

Tricky (Ex): When a Fighter uses a special combat maneuver, such as disarm, feint, or trip, he may do so as a swift action. If the maneuver fails, the Fighter receives no penalties and triggers no retaliation. 

Elite Armor/Weapon (Ex): Your weapons and armor are merely an extension of your body. As a result, the fighter gains innate enhancement bonuses as listed in the Fighter Table at the top. These bonuses do not stack with magical enhancement bonuses on the items. Use whichever bonus is higher.

Heavy Metal (Ex): A Fighter treats all heavy armors as full plate armor and all medium armor as chainmail. The fighter is also now able to proficiently wear any type of heavy or medium exotic armor.

Influential Warrior (Ex): Powerful warriors have a long history of respect and influence. This is the origin of power politics. Starting at 5th level, when using Charisma based skills, a Fighter may substitute his Strength bonus for his Charisma bonus.

Wade In (Ex): After moving the fighter's normal movement speed, the fighter may make a Full Attack, instead of an attack.

Hustle (Ex): If the fighter moves as a full round action, he may ignore all armor movement penalties from his armor and shield.  

Weapon Master(Ex): Any feat which applies to any single weapon now applies to all weapons. The fighter also gains proficiency in using all exotic weapons. Improvised weapons now only have a -2 penalty.

Into the Fray (Ex): When charging at an enemy, you may use your Full Attack. The +2 bonus to your attack roll granted by the charge only affects the first attack.

Know Weapon (Ex): When picking up any magic weapon, the fighter automatically meets all prerequisites for wielding it. This does not apply to artifacts or weapons that must have their powers unlocked.

Any Feat: At 12th level, the Fighter gains any feat that isn't impossible for the fighter to use even if he does not meet the ability score prerequisites of that feat. Additional Any Feats are granted at 14th, 16th, 18th, and 20th levels.  These feats may be changed after eight hours of rest. This represents the fighter's uncanny ability to mentally prepare himself for any possible obstacle.  As these feats can change, they do not act as prerequisites for prestige classes and character feats, but may act as prerequisites for other Any Feats, granted by the Fighter class.

Alternate Class Design List:

Bruiser:

You are trained in the art of unarmed combat.

Replaces: If you take this Design, you do not gain a Fighter Feat at 2nd level.

Benefit: Not all unarmed combatants are monks You have developed your own body as a deadly weapon. You gain the Unarmed Strike ability of the monk. You use your  as your monk level when determining unarmed damage. Do not add the BAB derived from any class that grants unarmed damage improvements, such as the monk. Instead, add their unarmed progression to the BAB. As a bonus, the Bruiser may sacrifice a second Fighter Feat at 6th level or higher to gain an ability similar to the Monk's Ki Strike. This ability does not include the Lawful power as Ki Strike does, however.

Commando:

You are trained in infiltration.

Replaces: If you select this Design, you do not gain the ability to use heavy armor.

Benefit: Add Hide, Listen, and Move Silently to the class skill list. Gain one rank in each of these skills. Each time that you advance a fighter level, you automatically gain one additional rank in each of these skills. These skill points are in addition to those granted by the fighter class.

Guard:

Receiving some training as an elite guard, you are more alert and sharp in your senses. 

Replaces: If you select this Design, you do not gain a Fighter Feat at 4th and 6th level and do not gain the ability to wear light armor.

Benefit: Add Listen, Search, and Sense Motive to the class skill list. Gain one rank in each of these skills. Each time that you advance a fighter level, you automatically gain one additional rank in each of these skills. These skill points are in addition to those granted by the fighter class. As a bonus, at fighter level 4, you replace your bonus fighter feat in exchange for the knight's Bulwark of Defense ability. At your 6th fighter level, you gain the knight's Vigilant Defender ability instead of your bonus fighter feat at that level. 

Bulwark of Defense: When you reach 4th level, an opponent that begins his turn in your threatened area treats all the squares you threaten as difficult terrain.

Vigilant Defender: At 5th level, you stand your ground against all enemies, warding the spot where you make your stand to prevent foes from slipping past you. If an opponent attempts to use the Tumble skill to pass through your threatened area, or your space, the Tumble check DC increases by an amount equal to your level.

Nobility: 

You were raised as a noble.

Replaces: If you select this Design, you do not gain a Fighter Feat at 2nd level and  are not proficient with heavy armor.

Benefit: Add Knowledge: Nobility, Listen, Search, and Sense Motive to the class skill list. Gain one rank in each of these skills. Each time that you advance a fighter level, you automatically gain one additional rank in each of these skills. These skill points are in addition to those granted by the fighter class. As an added bonus, you gain access to the Duelist ability, Improved Reaction at 2nd level.

Improved Reaction: At 2nd level, you gain a +2 bonus on initiative checks. At 8th level, this bonus increases to +4. This ability stacks with the benefit provided by the Improved Initiative feat.

3.5 House Rules








