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Etherscope core rulebook errata ~ July 25, 2006

Errata sheet #1: “Must Do’s”—Omissions, obvious typos, rules clarifications
	Page 17
	End of “Step Three”: Typo in “applyg racial adjustments.”

	Page 21
	2nd column: After “…with an experience point deficit,” add “(see sidebar).” In sidebar, “–1,000” should say “–100.”

	Page 31
	Master of Etiquette: “You unconsciously” should say “You subconsciously”.

	Page 41
	The subheads at the bottom of the 2nd and 3rd columns should appear at the top of the next column so that they’re not alone at the bottom.

	Pages 44-45
	In the Scoundrel entry, the subheads should not appear by themselves at the bottom of the column (four times, one per column).

	Page 47
	The prerequisite for Immersed Hacking should be “Scope rider skills” not “Program crafter Scope skills.”

	Page 76
	2nd column: The Scope Use description doesn’t list the DCs for the craft program use. In that paragraph, change the current text:

“Each program component has a complexity level, ranging from 1 to 9.”

to the following:

“Each program component has a complexity level, ranging from 1 to 9, as shown in Table 2–45. To craft a program requires a skill check with a DC equal to twice the intended complexity level + 10.”

	Page 82
	1st column, Effect paragraph of the Fencing style: “critical damage threshold” should say “massive damage threshold.”

	Page 87
	Lemurian Blessing: The Special line should say, “You can take 10 on this check, but not 20.”

	Page 96
	Burst Fire feat: Add the following to the end of the “Normal” paragraph: 

“(See Chapter 4: Combat, “Special Attacks,” Firearms.)”

	Page 131
	3rd column, Steam Wagon: Correct the spacing in “and5 squares long.” 

	Page 132
	Add the following two paragraphs after the Steam Launch description:

Zepcar: Zepcars come in a variety of shapes and styles, but are largely defined by their ether-balloon. The more stylish vehicles try to hide the balloon within the sleek lines, whereas the more functional vehicles simply have it attached to the top of the cabin roof. Apart from the ether-balloon, the other components of a zepcar include a cabin, for the pilot and passengers, a high-power steam engine, and usually separate single-drive and two or four steering propellers. The top sports zepcars, however, replace the propellers with two powerful etherjet engines, which provide much greater power and manoeuvrability.
(For more about zepcar technology, see Chapter 6: The Scope, “Science and Technology,” Technology, Zeppelin-Tech and Zepcars.)

	Page 136-137
	At the end of the Cybernaughtic Arm entry, add this as a new paragraph:

If you have two cybernaughtic arms, the bonuses to Strength stack (+4 bonus).

	Page 137
	Upgrade: Low-Light Vision has a minimum Con adjustment of +0.

	Page 138
	Upgrade: Darkvision has a minimum Con adjustment of +0.

In that entry, the closing reference in the Effect paragraph should be to “Darkvision,” not “Low-Light Vision.”

	Page 138
	At the end of the Cybernaughtic Leg entry, add this as a new paragraph:

If you have two cybernaughtic legs, the bonuses to movement and to the Constitution check and Fortitude saving throw described above stack (+10 and +8 bonuses, respectively).

	Page 153
	Base Attack Bonus paragraph: Change “whereas a 3rd-level 3” to “whereas a 3rd-level savant”.

	Page 158
	Full Attack paragraph: After “because your base attack bonus is high enough,” insert the following before the comma: “(see Table 7–3: Additional Attacks)”.

	Page 163
	Thrown Explosives: Replace “consult the table” with “consult Table 4–8”.

	Page 179
	Sideswipe, end of 1st paragraph: Before the period, add “(see Table 4–24: Sideswipe DC Modifiers)”.

	Page 191
	On both map and key, change “New Riech” to “New Reich”.

	Page 201
	Table 6–3: On the “16” line, the Defence bonus should be “+7,” not “=7”.

	Page 211
	3rd column, Influence Focus: Change “choose one influence template” to “choose one template influence”.

	Page 213
	1st column, Enhance Cybernaughtics: At end of paragraph, change “on the table below.” to “on Table 7–6: Cybernaughtic Enhancement Engineer DCs.”

	Page 213
	2nd column: Add a comma for clarity after “Should the cybernaughtic app require repair”.

	Page 214
	Table 7–7: The Explorer: The saving throw progression for all three saves should be +1, 2, 2, 3, 3, 3, 4.

	Page 221
	Table 7–15: The Scope Warrior: The saving throw progression for Fortitude and Reflex saves should be +1, 2, 2, 3, 3, 3, 4.

	Page 221
	3rd column, Combat Upload: On the fifth line, change “A 7th-level Scope warrior” to “A 6th-level Scope warrior”. 

	Page 222
	Table 7–16: The Spy: The saving throw progression for Fortitude and Will saves should be +1, 2, 2, 3, 3, 3, 4.

	Page 224
	3rd column, Craft Scope Tab: Change “At 7th level” to “At 6th level”. 

	Page 225
	Table 7–19: The Thief: The saving throw progression for the Will save should be +1, 2, 2, 3, 3, 3, 4.

	Page 229
	Table 8–4: There should be more space between “Average Character Level” and “Encounter Level” to more easily show that they’re two column heads.

	Page 237
	3rd column: Add the following new section after “Skills” paragraph:

Advancement

Some creatures, particularly outsiders, may appear in more powerful forms (with more Hit Dice) than a “standard” creature of that type. See “Outsiders,” earlier in this chapter, and Table 8–5 for the impact of higher Hit Dice. 

Note that if a creature acquires a character class, it improves according to its class, not its type.

	Page 247
	Shadowclaw stat block: 
Will save modifier should be +7.

“Mas” should be 8 in Prime Reality and 15 in Etherspace.

Wisdom score should be 18.

Scope Awareness modifier should be +10.

	Page 248
	Tentacled Horror stat block: 

 “Mas” should be 24 in both Prime Reality and Etherspace.

	Page 249
	Patrician of Souls stat block: 

 “Mas” should be 15 in Prime Reality and 31 in Etherspace.

	Pages 249-250
	The abilities and skills of the three agents are inaccurate. The following are accurate statistics. 

Agent Alexander: Fort +4, Will +6.

Skills: Resolve +8, Scope Awareness +8, Scope Resilience +8, Scope Use (immersed) +8, Sense Motive +8.

Agent Gates: Will +9; Wis 12, Cha 12.

Skills: Bluff +7, Intimidate +12, Resolve +12, Scope Awareness +12, Scope Resilience +12, Scope Use (immersed) +12, Sense Motive +12.

Agent Blackhawk: SQ sequester avatar (Will DC 19); Cha 16.

Skills: Bluff +18, Intimidate +18, Fighting Technique (Scope-fu) +8, Resolve +18, Scope Awareness +16, Scope Resilience +18, Scope Use (immersed) +17, Sense Motive +16.

	Character sheet
	The Base Attack sections for both the character and the Scope avatar are inaccurate. To find out your character’s melee and ranged attack bonus, add your Base Attack Bonus to the appropriate ability modifier (typically Strength for melee and Dexterity for ranged); do not add the ability score itself. Lastly, add any appropriate size modifier. See Chapter 4: Combat and Table 4–1 for complete details. To determine your avatar’s attack bonus, see “Scope Avatars” in Chapter 6: The Scope.

[For Production view only:] In the Base Attack section of the sheet, there should be a blank space under the Base Atk column, not “Str.” “Ability Score” should not be a column head. Perhaps “Str” and “Dex” could go after the blanks (in parentheses) underneath the Ability Mod column. Make the same changes to the avatar side of the sheet.


Errata sheet #2: “Like to Do’s/Second printing fixes”—Less obvious typos, formatting issues, miscellaneous stuff

	Page 7
	3rd column, 1st line: Change “affect” to “effect.”

	Page 10
	Each mention of “Etherscope” should be boldface.

	Page 11
	“Welcome”: 1st three mentions of “Etherscope” should be boldface. Last one is OK.

	Page 12
	“The World of Etherscope”: The 1st four mentions of “Etherscope” should be boldface.

	Page 28
	Top of 1st column (the end of the Bourgeoisie section): “Cross-“ as part of “Cross-Template Influences” should be boldfaced.

In Constabulary, add “a” between “as” and “class skill.”

	Page 29
	3rd column: In the Professional entry, “influences” in “Cross-Template influences” should be initial cap.

	Page 47
	After the “Sneak Attack” header, the words “You are” should not be boldfaced.

	Page 67
	In the sentence “Circumstances dramatically affect the effectiveness of an Intimidate check,” please change “effectiveness” to “outcome”.

	Page 92
	In Feats, be consistent with “Weapon Proficiency”, not “Weapons Proficiency.” Search and replace where necessary.

	Page 146
	3rd column: “Ether Control” should be “Ether Controlled.”

	Page 147
	Housing, 1st line: “Etherscope” should be boldface.

	Page 164 
	Add a period at the end of both the first and second paragraphs.

	Page 165
	Hit Points: In “Table 4-12,” replace the hyphen with an en dash.

	Page 171
	The Dying Saving Throw: Remove “a” from “at a DC 10”.

	Page 184
	The British Empire: “Etherscope” should be boldface.

	Page 185
	The United States of America: “Etherscope” should be boldface.

	Page 197
	3rd column, next-to-last line: “Etherscope” in “the Etherscope world” should be boldface.

	Page 199
	Schopheim: The “R” in “Scope Riders” should be lowercase.

	Page 204
	1st paragraph: The “E” in “Excellence point” should be lowercase.

	Page 205
	Upload Capsules, 5th line: Add a space between “about” and “1/4-inch”.

	Page 207
	All the boldface intros that say “Max Ranks” on this page should instead say “Maximum Ranks.”

Move the “Excellent Points” paragraph before the “Ability Increases” paragraph, and change “Ability Increases” to “Ability Score Increases” to match the appearance in the table.

	Page 208
	Table 7–2: “Cross Class” should be hyphenated. Change the column header “Bonus Feats” to simply “Feats” (bonus feats come from class features).

	Page 211
	1st column, Industrialist paragraph: “Etherscope” in “the Etherscope world” should be boldface.

	Page 214
	2nd column: Delete the stray comma after “Urban Survival:”.

	Page 221
	2nd column, near the bottom: Change “Blindfight” to “Blind-Fight”.

	Page 222
	3rd column, Intelligence Network: “Gather Information” should be lowercase.

	Page 223
	2nd column, Contacts: “Gather Information” should be lowercase.

	Page 238-240
	Animals section: If the first word(s) after the drop cap are describing a special ability or subtype (e.g., “Scent:”, “Blindsight:”, “Aquatic:”), that text should be boldface.

	Page 243
	3rd column, Warrior Ordinary: At start of second paragraph, “level” in “Low-level Warrior” should be initial cap.

	Page 244
	1st column: “level” in “Medium-level Warrior” should be initial cap.

	Page 246-249
	If the word after a drop cap is “Outsider:”, then the rest of that word should be boldface.

	Page 258
	The paragraph under “Part One: Sullivan Bennett” should get the drop cap treatment.

	Page 279
	2nd paragraph under “Diseases” should not get the drop cap treatment.

	Page 280
	1st column: “Infected Human Villagers (5):” should be boldface.


