EverQuest Errata/FAQ v1.2

If you believe you have found potential errata not listed here, please e-mail it to sword@swordsorcery.com.

EverQuest: Player's Handbook
Chapter 2: Races
To clarify, when a race grants a character bonus skill ranks, those are normal ranks and the character is still subject to the skill rank limits for class and cross-class skills as detailed in Chapter 4. When a race grants a skill bonus (not bonus ranks) then the bonus is applied to the skill total (skill ranks + ability modifier) and thereby to skill checks, so such bonuses are sort of over and above level skill rank limits.

Dwarves are intended to be size Small in EQrpg. They do hover between Small and Medium-Size though and GMs can certainly allow Medium-Size dwarves should they choose to do so.

Vah'Shir receive low-light vision as a racial trait. They can see outdoors on a moonlit night as well as they can during the day.

Wood Elf – The correct spelling is Fier'Dal not Feir'Dal.

Chapter 3: Classes

Shaman
The shaman spirit mastery Totem Spirit works only on spells with a recast time of 1 round or less.
Monk
Ok, some clarification on monk's empty hand (HtH) damage and their attack rate. (Designer's confession - in final design I made a change to the Improved HtH feat but failed to appropriately update the monk class abilities to reflect that change. My apologies as now I have to *nerf*  the monk slightly to set them where they were intended to be).

Monks should do the following damage with unarmed attacks:

1st level - 1d3 (subdual) with the HtH feat.

2nd level - 1d4 (now normal or subdual) with the Improved HtH feat.

5th level - Tiger Claw should set the base HtH damage at 1d6 not 1d8 as listed in the EQ PHB, however the monk's Improved HtH feat upgrades the base 1d6 damage back to being 1d8.

10th level - Eagle Strike should set the base HtH damage at 1d8 not 1d10 as listed in the EQ PHB, however the monk's Improved HtH feat upgrades the base 1d8 damage back to being 1d10.

To clarify the number of attacks monks receive:

A starting character, first level monk already has Dual Wield so the monk can take two attacks at a +1 base attack bonus (BAB) and -4 BAB for the extra Dual Wield strike.

At 3rd level the monk can add in a round kick attack when taking a full round attack action. With the round kick's -2 attack penalty, the monk could therefore make 3 attacks: primary attack at +1, round kick at +1, Dual Wield additional strike at -4.

At 5th level, the monk's BAB is high enough that he receives two iterative attacks with his unarmed strikes while taking a full round action. (Note that per Table 7-5 unarmed strikes are Quick (Delay 4) "weapons"). Again with the round kick's -2 penalty, the monk could make 4 attacks: primary attach at +3, secondary iterative attack at -1, round kick at +3, and Dual Wield strike at -2.

At 9th level the monk gets Double Attack so the delay of her unarmed attacks goes down to Very Quick (Delay 3) and she qualifies to purchase the Improved Two Weapon Fighting feat, so all hell breaks loose when the monk gets in melee range and is able to make a full round attack: Strikes at +7, +4, +1, round kick at +7, Dual Wield strike at +2, Improved Two Weapon Fighting strike at -3. The monk's opponents will be wishing they could feign death!

Warrior
The Warrior discipline Mighty Strike lasts for 2 rounds.

Chapter 5: Feats
Unless the feat indicates otherwise, a character may not take the same feat more than once.

Bash and Slam – A character may not make Bash and Slam attacks in the same round, just one or the other.

Chapter 6: Description
Under "Alignment and Initial Faction" on page 144, two of the text descriptions of the alignment comparisons for initial faction do not match table 6-2. The table is correct. In the text, "Opposed Order/Discord" should result in Indifferent (+0 faction ranks) and "One Step away from Neutrality" should be called "One Step Removed" and results in an Amiable (+1 faction ranks) initial faction.

Under "Recording Faction" on page 145 it describes logging accumulated ranks in various factions on your character sheet, however, when we later designed of the EQrpg character sheet there wasn't room for a section on Faction. We may post an additional character sheet page for download later, but in the meantime any plain piece of paper will certainly suffice for recording these.

Table 6-4: Random Starting Ages fails to list Magicians. This is our trick to keep magicians out of the game by not letting them be born. Ok, actually they share the same starting ages as other casters in the far right column of the table.

Chapter 7: Equipment
On table 7-1, Beastlord starting gold was omitted. It should be 2d4x10.

The rules for changing weapon sizes on page 152 should only be used when making weapons bigger than Large or smaller than Small. If an ogre wants to use a one-handed sword, they should use a greatsword one-handed, not scale up a long sword from Medium-size to Large. However, if the ogre wants a two-handed blade, he should use the rules on page 152 to scale up a greatsword from size Large to Huge to create a Huge greatsword suitable for a size Large ogre to use two-handedly.

The weapon descriptions for Morningstar, mace (both heavy and light), and warhammer were omitted. Hopefully every fantasy fan has an idea what these are like.

Neither cloth nor raw silk armor carry any arcane spell failure chance so they are purposefully omitted from Table 7-8.

The armor description for raw silk armor is omitted. Raw silk armor is crafted by the finer tailors of Norrath from the silk strands of certain varieties of giant spiders. Once properly spun and woven to remove its stickiness, the silk strands provide a very supple yet also very strong fabric. Casters who can afford it typically wear raw silk armor in the form of robes, while monks and some rogues prefer the armor tailored with tight fitting leggings and tunic.

Chapter 8: Using Magic
Under "Bonus Hit Points" on page 179, items which grant bonus hit points only add to the wearer's maximum hit point total not to the wearer's current hit point total when the item is donned. Spells which grant bonus hit points do add to both maximum and current hit points.

Under "Raising the Dead" on page 181, a character can lose a level by virtue of being raised from the dead if the XP penalty suffered when raised would reduce their XP total such that they no longer have enough XP to be their current level. To assess the loss of character level, the GM may either:

1. Remove the last character level the character gained, lowering all class abilities, saving throws bonuses, base attack bonuses, hit point total (by one class hit die plus Con modifier), mana total, access to higher level spells, skills, access to feats the character may no longer meet the prerequisites for, etc. Training points anything purchased with training points are not reduced or removed, but the character does not get more training points when regaining the lost level.

2. Apply one negative level of damage (p. 371) until the character regains enough XP to regain the level lost. If using this negative level method, the -5 hp for the negative level cannot kill a low level character, they will always be returned to life with at least one hit point.
The level is restored or negative level removed once the character regains enough XP to recover the lost level. We recommend using the first method, but the second method is faster and more useful if the character is expected to quickly regain the lost level. 

On page 184 under Special Abilities the text for the fourth kind of special ability was inexplicably dropped. It is:
Spell-like Abilities: These are innate magical abilities that work just like spells. Spell-like abilities have no components, are not affected by armor and have a casting time of 1 action (except as noted otherwise). Spell-like abilities work like spells in all other ways, including the need for concentration, provoking attacks of opportunity and so forth. Spell-like abilities can be nullified by nullify magic and similar spells.

Chapter 9: Songs
Denon's disruptive discord should have the [Sonic] descriptor.
elemental chorus incorrectly lists a casting time of 1 round, it should have a free action casting time like all other bard songs.

Chapter 10:Spells
With nearly 1,000 spells a few details slipped through the cracks. The following is a list of errata for the spells in the EQ PHB. Spells are listed alphabetically. If the errata is an addition or correction to the spell description, then only the portion of the spell affected by the errata is printed here.

Aegis of Ro
Components: V,S

Acumen of Dar Khura
Range: Close(25 ft. + 5 ft./2 levels)

Alliance
Target: One creature

Arch Shielding
Spell Resistance: Yes (harmless)

Armor of Protection
Recast: Instant

Bane of Nife
Recast: Instant

Barrier of Combustion
Recast: Instant
Spell Resistance: Yes (harmless)

Benevolence
Target: One creature

Berserker Spirit

Provides a -3 buff penalty to AC not to Dex (so the spell list summary is incorrect and the spell description is correct).

Berserker Strength

The “6th-level Enchanter Spells” list on page 206 should note that the –2 penalty is to AC not Dex.

Bind Affinity
Spell Line: Bind Affinity

Call of Bones

This spell’s name has a non-existent descriptor (“[Death]”) that should be ignored.

Calm Animal
Spell Line: Lull

Cannibalize

Hit points lost from casting any of the spells in the cannibalize spell line (or from the shaman spirit mastery hungry spirits) are deducted from the shaman's own hit points, not from any bonus hit points or temporary hit points the shaman might have from spells or items.

Cessation of Cor
Recast: Instant

Circle of Seasons
Spell Line: Endure cold and endure fire
Circle of Steamfont

This spell is erroneously called Circle of Steamfront.

Circle of the Great Divide

This spell is erroneously called Circle of Great Divide. Also, it is a 10th-level druid spell.

Cloak of Akheva
Saving Throw: None
Spell Resistance: Yes (harmless)

Coldlight
Saving Throw: None
Spell Resistance: No

Collaboration
Target: One creature

Creeping Vision
Recast: 2 rounds

Crippling Claudication
Recast: 1 round

Dance of the Fireflies
Saving Throw: None
Spell Resistance: No

Dextrous Aura

This spell is missing from the “1st-level Shaman Spells” list on page 216. The missing line is: Dextrous Aura: Target gains +3 Dex.

Diamondskin
Spell Line: Shieldskin

Elemental Shield
Recast: Instant

Endure Acid
Spell Line: Endure acid
Endure Cold
Spell Line: Endure cold
Also the example in the spell description is mathematically challenged. Since endure cold provides a bonus of cold resistance (8), the shock of frost would

be completely resisted whether a save was made or not. If another cold-based spell, like the more powerful shock of ice, dealt 10 points of cold damage to a target warded by endure cold, then the target would take no damage on a successful save for half damage (5 cold damage is less than the cold resistance (8) of the spell), and suffer 2 points of damage if the save

is failed (10 cold damage vs. cold resistance (8) = 2 points get through the resistance). Of course, this all assumes the target has no other cold resistance in addition to the spell.

Endure Disease
Spell Line: Endure disease
Endure Electricity
Spell Line: Endure electricity
Endure Fire
Spell Line: Endure fire
Endure Magic
Spell Line: Endure magic
Endure Poison
Spell Line: Endure poison
Endure Sonic
Spell Line: Endure sonic
Feet Like Cat

This spell is erroneously called “Feel” Like Cat.

Feign Death

This spell is missing from the “5th-level Necromancer Spells” list on page 211. The missing line is: Feign Death: Caster feigns death.

Finger of Fire

This spell is erroneously called “Fires” of Fire. Those wizards just can’t get enough of it, I guess.

Flame Lick

The target creature bursts into flames, taking 1 hit point of fire damage immediately and 1 point of fire damage per round for the next 7 rounds (Fortitude negates all damage). In addition, the target must succeed at a Will save or suffer a –1 circumstance penalty to AC for 7 rounds.

Gift of Insight
Components: V,S

Glamour of Kintaz
Recast: Instant

Greater Shielding
Spell Resistance: Yes (harmless)

Greater Vocaration: Earth

This is a 15th-level magician spell.

Greater Vocaration: Fire

This is a 15th-level magician spell.

Group Resist Magic
Recast: Instant

Hammer of Requital
Saving Throw: None
Spell Resistance: No

Hammer of Striking
Saving Throw: None
Spell Resistance: No

Hammer of Wrath
Saving Throw: None
Spell Resistance: No

Healing

This spell is missing from the “4th-level Cleric Spells” list on page 201. The missing line is: Healing: Heals 6d10 hit points.

Infusion
Spell Line: Infusion

Intellectual Superiority
Spell Line: Intellectual Advancement

Lesser Shielding
Spell Resistance: Yes (harmless)

Major Shielding
Spell Resistance: Yes (harmless)

Markar's Relocation
Spell Line: Gate

Minor Shielding
Spell Resistance: Yes (harmless)

Also, this spell line grants “bonus” hit points, not “temporary” hit points.

Naltron's Mark

This spells grants up to six targets (3d6+1)x10 bonus hit points, not (3d16+1)x10 as in the spell description. Typographical error, no 16-sided dice needed to play!

Nullify Magic

This is an 11th-level cleric spell.

Omakin’s Alacrity

This spell does not grant a natural armor bonus to AC. Instead, it grants a +2 dodge bonus to AC.

Plague of Insects

This is NOT a spell that’s available to necromancers.

Pogonip

As cascade of hail except each wave inflicts 8d6 points of cold damage.

Protection of the Glades

The mana recovery afforded by this spell is as clarity, at the rate of 1 mana/2 minutes.

Rage

This is a 12th-level shaman spell.

Resistant Skin
Mana: 6
Components: V,S

Ring of Karana
Spell Line: Gate

Ring of Misty Thicket
Spell Line: Gate

Root

This spell has the potential to cause confusion since it says the victim cannot take any move actions. More specifically, the victim cannot physically move from the location where it is rooted, but it can take other "move actions" which do not involve changing location, such as using the Taunt skill or pulling out a bow.

Scent of Shadow

This spell is erroneously called Scent of Darkness, which is correctly the name of the 10th level spell not this 7th level spell.

Sha’s Ferocity

This spell does not grant a natural armor bonus to AC. Instead, it grants a +3 dodge bonus to AC.

Shield of Blades

This spell grants a damage shield (8).

Shielding
Spell Resistance: Yes (harmless)

Shield of the Magi
Spell Resistance: Yes (harmless)

Shrink

This is a 3rd-level beastlord spell.

Shroud of Death
Mana: 13
Components: V,S

Skin Like Wood
Spell Resistance: Yes (harmless)

Soothe

This is a 3rd-level paladin spell.

Spirit of Lightning

This spell imbues the caster's pet with a spirit of nature. For the duration of the spell, the animal warder might proc a magic attack. Any successful melee attack the pet makes has a proc DC 22 (see "Process Effects" in Chapter 12: Combat). When successful, the proc inflicts 4d6 electricity damage in addition to whatever other damage the pet's attack causes. The victim of the attack may make a Fortitude save for half damage from this process. In addition, whenever the proc attack causes damage, the pet may make an extra Taunt skill check versus the target of the attack. Note that as the pet will have injured the target in order to proc this extra Taunt, the pet gains +5 to its roll versus the target's Sense Motive.

Spirit of Wolf

This is a 3rd-level shaman spell.

Starshine
Saving Throw: None
Spell Resistance: No

Succession of Shadows
Recast: 1 round

Summon Dagger

This spell accidentally refers to “staff” instead of “dagger” in one sentence of its spell description.

Tashan

Spells in this line affect saves to ALL spells except those with these descriptors: [acid], [cold], [disease], [electricity], [fire], [poison], and [sonic].

Tishan's Relocation
Spell Line: Gate

Torba's Acid Blast
Recast: Instant

Vampiric Embrace
Components: V,S

Wake of Karana
Spell Line: Wake of Karana

Wildfire

Is not listed on the druid spell list.  It is a 15th level druid spell described on page 346

Yaulp II

This is a 6th-level cleric spell.

Yaulp IV

This Strength bonus granted by this spell is +7 Str.

Yekan’s Quickening

This spell does not grant a +2 natural armor bonus to AC. Instead, it grants a +1 dodge bonus to AC. 

EverQuest: Monsters of Norrath
Icepaw Kobolds have sonic resistance (20).

