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Pl ayer' s Handbook

p. 16 - In Table 1A: Strength, the order of Ability Scores should be
22/51, 23, 23/51 not 22/51, 23, 22/51. In addition, the Max Press val ues
for 4/51 and 5 should be switched. The Max Press for 4/51 is 30, and 35
for a Strength of 5.

p. 17 - The defense adjustnent, reaction adjustnent, and mssile
adj ustnent for the dexterity values 10/51 and 11 are O.

Tabl e 1B: Dexterity should be changed to the foll ow ng:
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Abi lity] Defense React i on Mssile
Scor e |Adj ust ment |Adj ust nent |Adj ust nent
20 -5 +5 +6
20/ 51 -5 +6 +6
21 -6 +6 +6
21/ 51 -6 +6 +7
22 -6 +7 +7
22/ 51 -7 +7 +7
23 -7 +7 +8
23/ 51 -7 +8 +8
24 -8 +8 +8
24/ 51 -8 +8 +9
25 -8 +9 +9

p. 22 - Bart's Honor score should be 6, not 5.

p. 25, 28, 30-37 - In the racial At a ance tables, all instances of
"Restricted Tal ents Wi ch May be Purchased" should be changed to
"Addi tional Tal ents Wich May be Purchased. ™

p. 25 - The list of Additional Talents Wich May be Purchased for Dwarves
in the Dnarves At a d ance box should be as foll ows:

Acut e Al ertness, Anbidextrous, Astute Observation, Axe Bonus, Blind
Fighting, Brewing, Close to the Earth, Constitution/Health Bonus,
Crossbow Bonus, Dense Skin, Detect Evil, Detect Poison, Deternine Age,
Determi ne Stability, Endurance, Evaluate Gens, Expert Haggler, Ht Point
Bonus, |Illusion Resistant, Mace Bonus, Meld Into Stone, M ning Sense,

Pi ck Bonus, Resistance, Short Sword Bonus, Sibling Enpathy, Sixth Sense,
Stealth, Stone Tell, Touched by Yurgai n, Warhanmer Bonus.

p. 28 - The list of Additional Talents Wich May be Purchased for Elves
in the Elves At a d ance box should be as foll ows:

Acrobatic Skill Suite, Acute Al ertness, Anbidextrous, Animal Conpanion,
Astute Cbservation, Blind Fighting, Bow Bonus, Cold Resistance, Dagger
Bonus, Forest Mvenent, G ace Under Pressure, Heat Resistance, Javelin
Bonus, Keen Sight, Less Sleep, Magic Identification, Photographic Menory,
Seeki ng Grasping Hands, Sibling Enpathy, Sixth Sense, Speak Wth Pl ants,
Spear Bonus, Spell Abilities, Trident Bonus.

p. 28 - The H gh Elves At a G ance table should state at the bottom t hat
"*The nunber of |anguages an elf can learn is limted by his Intelligence
(see Table 1D) or by...

p. 30 - The cavalier is not one of the allowable classes for the G unge
Elf.

p. 30 - The list of Additional Talents Wich May be Purchased for G unge
Elves in the Grunge Elves At a G ance box should be as foll ows:
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Acrobatic Skill Suite, Acute Al ertness, Ambidextrous, Animal Conpanion,
Astute Qbservation, Blind Fighting, Bow Bonus, Cold Resistance, Dagger
Bonus, Forest Movenent, G ace Under Pressure, Heat Resistance, Javelin
Bonus, Keen Sight, Less Sleep, Magic Identification, Photographic Menory,
Seeki ng Graspi ng Hands, Sibling Enpathy, Sixth Sense, Speak Wth Pl ants,
Spear Bonus, Spell Abilities, Track Gane Aninal, Trident Bonus.

p. 31 - The cavalier is not one of the allowable classes for the Dark Elf

(Drow) .

p. 31 - The list of Additional Talents Wich May be Purchased for Drow in
the Drow At a d ance box should be as foll ows:

Acrobatic Skill Suite, Acute Al ertness, Anbidextrous, Animal Conpanion,
Astute Cbservation, Blind Fighting, Bow Bonus, Cold Resistance,
Constitution/ Heal th Bonus, Dagger Bonus, Forest Mvenent, G ace Under
Pressure, Heat Resistance, Javelin Bonus, Keen Sight, Less Sleep, Magic
Identification, Mning Sense, Photographic Menory, Seeking G asping
Hands, Sibling Enpathy, Sixth Sense, Speak Wth Plants, Spear Bonus,

Spell Abilities, Trident Bonus.

p. 31 — The Drow spell ability Darkness shoul d be Darkness, 15 foot
radi us.

p. 32 - The list of Additional Talents Wich May be Purchased for Ghones
in the Ghones At a G ance box should be as foll ows:

Acute Al ertness, Anbidextrous, Aninal Friendship, Astute Cbservation,
Blind Fighting, Brewing, Cose to the Earth, Dagger Bonus, Dart Bonus,

Def ensi ve Bonus, Engi neering Bonus, Forest Movenent, Freeze, Hi de, M ning
Sense, Qpportunist, Potion ldentification, Short Sword Bonus, Sibling
Enpat hy, Sixth Sense, Sling Bonus, Stealth.

p. 32 - The list of Additional Talents Wiich May be Purchased for Ghone
Titans in the Gione Titans At a G ance box should be as foll ows:

Acute Al ertness, Anbidextrous, Aninmal Friendship, Astute Cbservation,
Blind Fighting, Brewing, Cose to the Earth, Dagger Bonus, Dart Bonus,
Def ensi ve Bonus, Engi neering Bonus, Forest Mvenent, Freeze, Hi de, M ning
Sense, Qpportunist, Potion Identification, Short Sword Bonus, Sibling
Enpat hy, Sixth Sense, Sling Bonus, Stealth.

p. 33 - The list of Additional Talents Wiich May be Purchased for
Ghonelings in the Ghonelings At a d ance box should be as foll ows:
Acute Al ertness, Anbidextrous, Aninmal Friendship, Astute Cbservation,
Bl i nd Fighting, Dagger Bonus, Dart Bonus, Defensive Bonus, ENngi neering
Bonus, Experience Bonus, Forest Myvenent, Hide, M ning Sense, Potion
Identification, Sixth Sense, Sling Bonus, Stealth.

p. 34 - The list of Additional Talents Wich May be Purchased for Half-
Elves in the Half-Elves At a dance box should be as follows:

Acrobatic Skill Suite, Acute Al ertness, Anmbidextrous, Astute Qobservation,
Bal ance Bonus, Blind Fighting, Bow Bonus, Cold Resistance, Heat
Resi st ance, Keen Sight, Less Sl eep, Photographic Menory, Resistance,

Si bling Enpathy, Sixth Sense, Sword Bonus.

p. 35 - The list of Additional Talents Which May be Purchased for
Halflings in the Halflings At a 3 ance box should be as foll ows:
Acute Al ertness, Anmbidextrous, Astute Observation, Bal ance Bonus, Blind
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Fi ghting, Brew ng, Dagger Bonus, Detect Evil, Expert Haggler, Hide,
Opportuni st, Reaction Bonus, Sibling Enpathy, Sixth Sense, Taunt.

p. 36 - The list of Additional Talents VWhich May be Purchased for Half-
Ocs inthe Half-Orcs At a d ance box should be as foll ows:

Active Sense of Smell, Acute Alertness, Acute Taste, Anbi dextrous, Attack
Bonus, Blind Fighting, Damage Bonus, Dense Skin, Endurance, Mace Bonus,

Si bl i ng Enpat hy.

p. 36 - Half-QOgres should have the tough hide talent |isted under
Talents. Al half-ogres get this talent free.

p. 36 - The list of Additional Talents Wich May be Purchased for Half-
Qgres in the Half-Ogres At a d ance box should be as foll ows:

Active Sense of Snell, Anbidextrous, Blind Fighting, Damage Bonus, Dense
Ski n, Endurance, Mace Bonus, Sibling Enmpathy, Tough Hi de.

p. 37 - The list of Additional Talents VWich May be Purchased for Humans
in the Humans At a d ance box shoul d be as foll ows:

Acrobatic Skill Suite, Acute Al ertness, Anbidextrous, Astute Qbservation
Attack Bonus, Bal ance Bonus, Blind Fighting, Detect Secret Doors,
Endurance, Experience Bonus, Grace Under Pressure, Hit Point Bonus, Keen
Sight, Less Sleep, Opportunist, Photographic Menory, Resistance, Seeking
Graspi ng Hands, Sibling Enpathy, Sixth Sense, Tough Hi de.

p. 37 - The list of Additional Talents Wich May be Purchased for Pixie
Fairies in the Pixie Fairies At a dance box should be as foll ows:
Acrobatic Skill Suite, Acute Al ertness, Anbidextrous, Astute Cbservation
Attack Bonus, Blind Fighting, Faerie Kind Martial Arts, Flutter, Hit
Poi nt Bonus, Keen Sight, Magi c Bonus.

p. 39 - In Table 3A: Character O ass Goupings, the Assassin should be
listed under the Thief Goup, not the Ceric Goup.

p. 44 - In Table 3H Barbarian Progression Table, the Level Title for an
11t h | evel barbari an should be Chairnan of the Horde, not Barbarian

p. 47 - Under Hack Pangs, the phrase "obsessed with deadly conbat” should
be changed to "obsessed with conbat."

p. 58 - The foll ow ng paragraph should be inserted after the first
par agr aph of the second col um:

A ranger can | earn nmagi c-user spells when he reaches 9th level. He uses
his spells according to the rules for magic users. He gains a spellbook
and a few spells for free. Exactly how many and what kind are up to the
discretion of the GM The rest of his spells nmust be obtained through
adventuring. A ranger is not able to use mmgi c-user scrolls or other
magi c itens unless specifically noted otherwi se. He can nenorize a nunber
of magi c-user spells equal to the nunber of druid spells that can be
menori zed at one experience |evel |ower.

p. 59 - In Table 3AA: Magi c-User Progression Table, for Experience Leve
8, Accumul ated Hit Points should be "8," not "a."
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p. 60 - In the box for Battle Mage, Ghone Titan should be added to the
Al | owed Races.

p. 64 - On the list of weapons allowable by the different gawds, the term
bows includes crossbows for the gawds Arnuya and Pangrus, but not for
Navi nger .

p. 65 - In the box for druids, the alignments allowed shoul d be True
Neutral, not any.

p. 67 - On Table 3LL: Thief Experience Levels, the mssing |line for a
seventh level thief should read across as follows: 42,501 - 70,000 / 7/
7 | Fingersmth

p. 70 - The first paragraph of the second col um shoul d have the sentence
"This gives themroughly a 50% chance of killing the victimif both the
assassin and target are the sane level." instead of "This gives them

roughly a 50% chance of killing the victimif both the assassin and
target are first level." The conplete assassination rules will be in the
avG

p. 75 - In colum two, the second paragraph under Rolling for Quirks and

Fl aws shoul d read:

The upside is that you can earn nany nore BPs with this option. Before
rolling for quirks and flaws the player nmust commit by stating al oud how
many tines he's rolling on Table 6A: Flaws and Quirks di100. A player can
roll a maxi mnum nunber of nine times. The BPs earned depend on the BP
value listed for the resulting quirk or flaw in Chapter 6.

p. 77 - The Honor nodifier for Slave Class (SLC) is -10, the sane as
Lower Lower O ass (LLC).

p. 78 - The new Racial Mdifiers to G rcunstances of Birth table is as
follows. All nodifiers are to the die roll.

Raci al Modifiers to Circunstance of Birth
(Tabl es 4G and 4H)

Modifier to roll on
Race Table 4G/ Table 4H

Dwarves, all ...... +5 [/ +15

El ves

- Drow ............ +5 [/ +15

- Gay ..o -8/ +25
- Gunge ......... +10 / -20

- Hgh .............. -5/ +20
- Wod ............. -5/ +10

- Al others ......... -5/ +20
Ghones

- Gione Titan .... +5/ +0

- Al others ......... -5/ +15
Hal f-Elves ....... +15 / +0

Hal flings, all ....... -5/ +10
Hal f-orcs ......... +25 / -30

Hal f-ogres ........ +35 / -40
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Human .............. +0 / +0
Pixie Fairy ......... +15 / +50
p. 78 - On Table 4H Illegitimte Birth Table, a roll of 06-30 should

correspond to "Birth was a result of rape. Father unknown. [-5 to

begi nning Honor]" and a roll of 31-60 should correspond to "Mther was a
prostitute. Father unknown. [-10 to beginning Honor]." Also, a roll of 01-
05 shoul d have [-3 to beginning Honor] added to its description. In the
case of a result of 91-100, a birth by a surrogate nother, the father's
identity is always known.

p. 80 - Under Leftover Building Points, the text says that you can
convert excess BPs into 25 fractional ability points or 25 gp. At this
poi nt, you may only convert theminto 25 gp. You cannot adjust your
Ability Scores after Step 8 of the character creation process.

p. 85 - The nunbers listed in the honor colum are the upper |imt for
that row. Thus, the row |l abeled fifteen is for honor values of 11-15.

p. 92 - Table 6D should have the foll owi ng nunberi ng:

31-45 - Vision Inpaired, Far Sighted
46-55 - Blind, one eye
56-70 - Vision Inpaired, Near Sighted

p. 94 - The follow ng sentence should be inserted into the description of
the Mal e Pattern Bal dness flaw, after the first sentence: "If a fenale
character rolls this flaw, she nust imediately re-roll on Table 6C, and
once on the minor nental quirk table 6F, because of the traum."

p. 97 - On the bsession/ Conpul sion table, entry 17 should read
"Compul sion to accunul ate as nany jewels as possible," not "Conpulsion to
accunul ate as nany books or scrolls as possible."

p. 98 - On the Extra Personality Table, the entry for a roll of 21-24
shoul d be "Young adult or m ddl e-aged nenber of the sanme sex," not "Young
adult or m ddl e-aged nenber of the opposite sex."

p. 101 - Under Oontaining New Skills, 1. Building Points, the follow ng
par agr aph should be inserted after the first.

During the character creation process, the character rolls the mastery
di e once for each expenditure of the BP cost of the skill. For exanpl e,

if a character buys a skill at three tines the cost, he rolls the nastery
die three times and his honor die three tines and adds the total to the
relevant ability (See Appendix F. Skills, Talents and Proficiencies
List). Note that you add the relevant ability only once. There is no
limt to the nunber of mastery die and honor die rolls that can be
purchased, but the skill Ievel cannot exceed 125%

p. 101 - Under Inproving Skills, the current paragraph should be repl aced
by the follow ng paragraph.

Skills currently possessed can al so be inproved through formal and
informal instruction (just like gaining new skills as described in
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Chapter 11). One special way to increase the anobunt that a skill is

i mproved during training is to use it in an appropriate circunstance for
dramatic or inportant effect. Anytine you roll under your Chance to

I mprove Skill value without nodifiers (see Table 1E: Wsdom when meking
a skill mastery check, your character may have | earned sonethi ng new
(you'll need to ask your GV). For exanple, let's say your party
comandeers a sailing vessel and you decide to sail it back to port. A
storm suddenly rises up, threatening to capsize the ship. You announce
you have the seamanship skill, and the GM has you nmake a penalized skil
check to see if you can successfully re-rig the sails and bring the ship
out of danger. As the group holds its breath, you roll the dice and they
come up 03. You check your Wsdom score (13) and see that your Chance to
I mprove Skill value is 05% Voila, not only have you saved your entire
party, but your character has | earned sonething significant which wll
increase his ability to gain fromhis later coursewrk. The next tine
your character takes the appropriate skill course during training, he can
add a +1 bonus to his nmastery die roll. This bonus can be applied any
nunber of tinmes as long as the character succeeds in different
circunstances. Keep a running tally between training on your record sheet
so you don't | ose out on any bonuses | ater

p. 101 - Under Table 7A Explanation the first paragraph should read as
fol |l ows:

Initial Weapon Proficiencies: the nunber of weapon proficiency slots
granted to characters of that group at 1st level. The player nust pay one
(1) BPto fill each proficiency slot with a weapon.

p. 104 - Under Treasure Types, the entry on coins should have the
fol l wi ng sentence added to the end of the first paragraph: "10 coins
have a conbi ned wei ght of one pound.”

p. 111 - Table 9C shoul d have the follow ng entry before w neskin:
Quiver, Cost: 8 sp, Wight .5 Ibs, Availability: 95/90/85. Note that npst
sets of arrows cone with a free quiver

p. 116 - The follow ng sentences shoul d be added to the description of
buckl ers: "The buckl er can be used, w thout penalty, with two weapons,
m ssi |l e weapons, and two-handed weapons. It grants its +1 bonus to AC
agai nst one nelee attack per round in each of these situations.

p. 118-119 - The weapons: Bloodthorn Stilleto; Rapier, petite; Sew ng
Needl e; adn Peashooter Crossbow are all size Tiny (T). They nmay be used
in one hand by a pixie-fairy. Al pixie-fairies may becone proficient in
t hese weapons.

p. 119 - In the description of crossbows, the foll owi ng sentence shoul d
be inserted into the first paragraph: "The peashooter crossbow can be
used by a pixie fairy of any class, regardl ess of class weapon
restrictions, as long as they purchase the weapon proficiency."”

p. 136 - The second paragraph under Touch Spells and Conmbat shoul d have
the followi ng sentence added at the end: "Eneny creatures count as
unwi I I ing targets, and have an AC of 10 with no dexterity bonus."
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p. 140 - Dark Knights can turn Paladins as a cleric 5 experience |evels
| ower. A good cleric can turn Dark Knights at an effective experience
level 3 levels Iower than their own level. A Paladin can turn a Dark
Knight as a cleric 5 experience |levels |lower than his own.

p. 161 - Wiitnore's Delicious Deception should be Wygal's Delicious
Decepti on.

p. 184 - The Push spell should have a range of 10 ft. + 1 ft./level, not
1 ft. + 1 ft./level

p. 186 - In the description for Wygal's Delicious Deception, the phrase
"When Whitnore's Delicious Deception" should be "When Wygal's Delicious
Deception".

p. 191 - The spell Heat Seeking Fist of Thunder should have the foll ow ng
t ext:

This spell creates a di senbodi ed hand that rushes toward an open
flanme and expl odes with magi cal energy when it hits. The spell
requi res an open flane at least as |large as a torch. Wen the
spell is successfully cast, all those within 20 feet of the
target flanme take 1d4 damage per |evel of the caster, or half
that with a successful saving throw The damage done is sonic in
nature and sounds |ike and extrenely |oud thunderclap. The
target flanme, if it is inanimate, is extingui shed when the spel
is cast.

p. 203 - The Paral yzation spell should have a range of 10ft./level and
the Area of Effect should be 20ft. x 20ft.

p. 251 - For Prismatic Sphere, the Area of Effect should be 20ft.
di anet er sphere, not 2ft. dianeter.

p. 257 - The Dimnished Right spell can be used any length of tinme after
the death, as long as the body has not decayed significantly.

p. 287 - The text for the spell Insect Plague should be as foll ows:

Except as noted above, Insect Plague is the same as the fifth | eve
cleric spell Insect Plague (qg.v.).

p. 307 - The paragraph under Course Difficulty should have the | ast three
sentences replaced by the follow ng text:

When a course is conpleted the player nakes a check against their
Learning Ability, as determined by their Intelligence, for that skill
The course difficulty lists a nodifier, which is added to the die roll.
If the player rolls equal to or less than his learning ability he
successfully masters the course and earns a roll of the Mastery Die.

p. 308 - The footnotes |abeled *,**, *** under the Arcane Skils table
refer to skills that no | onger exist. They should be ignored.

p. 309 - The skill Muiscial Instrunent should be renoved fromthe table
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Tasks: Artisan and Perform ng Arts.

p. 310-311 - The skills Pinch and Trap Sweep (Full Sweep) should have a
BP cost of 1.

p. 312 - The tal ent Experience Point Bonus should be restricted to Humans
and Gnhonelings, not Humans and Pixie Fairies.

p. 312 - The Dense Skin talent should have a BP cost of 10.

p. 327 - Looting, basic: The Looting, Basic skill can effect 1,000 sq.
feet in the 2d6 mnutes tinme frame. This includes walls and any itens
that the looter can access in that space. Looting will only recover
valuable itens if they are there. Using the looting, basic skill does not
i ncrease the chance of breaking or harming an item but previously

est abl i shed conditions do apply. A looting character is still subject to
any nonsters, traps or other barriers that would prevent him fromtaking
an item Using the looting, basic skill is appropriate for any character
class to use.

p. 329 — The skill Seamanship Suite is not a skill suite, but a nornmal
skill. It should be called Seamanshi p.

p. 330 - The followi ng skill should be added after Shield Repair (Wod):

Ski nni ng
[(Strength+Wsdom /2 / Sophisticated / 1 B.P.]
A character with this skill knows the proper procedure for obtaining the

hi de froma dead ani mal or beast. He knows what skills to use, howto
treat and store the hide, and which part of the hides are the nost

val uabl e or usable. He can also estimate the amount of hide needed for
various itens such as boots, gloves, cloaks, etc. The character nust have
a sharp knife and an animal to skin in order to get the hide. Treating

t he hide takes nore tools.

Prerequi site: None

Mastery Die: 1d8

Course Cost: 650 gp

Course Difficulty: 5%

p. 331 - In the description for the skills swi mring and sw mri ng dog
paddl e, the reference for the swinmng rules should be the G5 not
chapter 14 or 16

p. 338 - The Detect Secret Doors talent is available to Humans, not
El ves.

p. 338 - The followi ng Talent should follow Faerie Kind Martial Arts:
Flutter: (2)

[Pixie fairies]

Flutter allows a pixie fairy to use the nove silently skill while flying,

and wi t hout penalty.

p. 339 - The Hide talent grants the ability to hide as a barbarian of the
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sanme level's hide in natural surroundings ability.
p. 339 - The followi ng Talent should foll ow Mace Bonus:

Magi ¢ Bonus: (5)

[Pixie fairies]

A character with this talent receives a plus one to all saving throws
agai nst spells or other magical effects.

p. 339 - The talent Mning Sense should have the follow ng text.

M ni ng Sense: (5)

[ Dnarves, Gnhones, Gnhonelings, Drow

A character with this talent is famliar with mning, tunneling and
stonewor k. By concentrating for one round the character can: Detect grade
or slope in passage (1-5 on 1d6); Detect new tunnel/passage construction
(1-5 on 1d6); Detect sliding/shifting walls or roons (1-4 on 1d6); Detect
stonework traps, pits, and deadfalls (1-3 on 1d6); Deternine approxinate
dept h underground (1-4 on 1d6); Detect unsafe walls, ceiling, and floors
(1-7 on 1d10); Determ ne approxi nate direction underground (1-3 on 1d6).
If the character already possesses one of the above talents, i.e. it was
granted as a bonus racial talent, they instead receive a +1 nodifier to
all checks of that type. However, a maximumresult on the die always
fails in these instances.

p. 339 - The Resistance talent is available to Dwarves, Humans not
Dwar ves, Humans, Elves, Half-elves. In addition, the line "(Full-bl ooded
el ves get a 90% resistance)” is extraneous and shoul d be renoved.

p. 340 - The Seeking, Gasping Hands talent can be used once per day, and
may affect any creature only once ever

p. 340 - The followi ng Talent should foll ow Tough Hi de:

Track Gane Aninmal: (5)

[ Grunge El ves]

A character with this Talent receives a +10 bonus to the track gane and
identify animal by tracks skills. The character nust possess these skills
to gain the benefits.

GaneMaster's Qi de

p. 219 - The GP value for weapons listed on Table A22 should by 5 tines
the EP value listed. Thus, a long sword +2 woul d have an EP val ue of 800
and a GP val ue of 4000 gp

p. 264 - The Sacred Spatul a of Haarpang only bestows the power of healing
on food when used by a good cleric. Wien used by a neutral cleric, it is
just a normal spatul a.
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Clarifications

Buying Initial Skills: Wen you purchase a skill during the
character generation process, you pay the building point cost and record
the skill on your character sheet. You then reference Appendix F. Skills,
Tal ents and Proficiencies to find the relevant ability and nmastery die.
In some cases, the relevant ability is the average of two or nore
abilities. You roll the mastery die, add a roll of your honor die and add

the result to the relevant ability. This is your skill mastery. If you
choose, you can spend the buil ding point cost of the skill again. Each
additional time you pay the cost of the skill, you get to roll the
mastery die and your honor die and add the result to your skill rmastery.
When you buy a skill during the character creation process, you DO add
your Honor die.

For exanple, Garrison the fighter wants to purchase the task skill arnor

repair: basic. Arnor repair: basic has a building point cost of three
(3), arelevant ability of (Dex+Int)/2, and a mastery die of 1d10.
Initially, Garrison's player pays three points for the skill and records
it on his character sheet. The he calculates the relevant ability. H's
Dexterity is 15, but his intelligence is only 4, so the relevant ability
is 9 [(15+4)/2 rounded down = 9]. He then rolls 1d10 and gets a 7.
Garrison has average honor, so he rolls a d3, and gets a 1. Garrison's
base skill percentage for arnor repair: basic is 17% (9+7+1). Hi s player
marks this on the character sheet next to the skill. After purchasing the
rest of the skills he wanted, Garrison's player has six (6) building
points |left over. He decides to inprove his arnor repair: basic skill. He
spends the six (6) building points to get two nore rolls of the mastery
die, one for each cost of the skill spent. He rolls a 4 and a 9 on his
mastery die, and a 2 and a 4 (3+2-1 for penetration). H's final skil
mastery is 35% (16+4+9+2+4).

Raci al Talents: There are two types of talents available to each race,
those that are free, and those that need to be purchased wi th Buil di ng
Points. The talents that each race receives free are listed on the racial
At a dance tables under Talents. Sone of these talents are unique, and
sonme are available to be purchased by other races. The tal ents which need
to be purchased are also listed on the racial At a d ance tabl es under
Restricted Tal ents Wi ch May be Purchased. These talents are described in
Appendi x H.

Weapon Proficiencies: A distinction nust be nmade between a weapon
proficiency slot and the weapon proficiency itself. The slots are free
and are deternmined by Table 7A Proficiency Slots on page 101. The actua
weapon proficiencies are the weapons you choose to fill these slots. In
order to fill the slot with a weapon proficiency, you nmust pay the one
(1) BP cost of the weapon proficiency. Garrison the Fighter gets four
weapon proficiency slots at first level. Since he is a fighter, his first
weapon proficiency is free, so he chooses the bastard sword. He al so
wants to be proficient in the long bow, so he pays 1 BP to get a | ong bow
proficiency. Garrison spends one nore BP to becone specialized in the
bastard sword, filling his third slot, and one BP to be proficient in the
nmorning star. Garrison has filled all four of his initial proficiency
slots and spent 3 BP to do so (fighters get the first weapon proficiency
free, otherwi se he would have spent 4 BP). Wapon proficiencies cover al
uses with a particul ar weapon. The tankard, hurled proficiency covers
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both full and enpty tankards. The dagger proficiency covers both nel ee
and ranged attacks.

"I npossi bl e" Cl asses: Sonme races have racial ability linmts and/or
adjustnents that nmake it seeminpossible for themto qualify for certain
classes that they are allowed to qualify for. However, you can spend
bui l ding points after having chosen your race to raise your abilities.
You can use building points to raise abilities above the racial maxi nuns
and thus qualify for the "inpossible" classes.

Hit Point Bonus Talent: This talent gives you 1 extra hitpoint anytinme
you roll a hit die, in any situation and for any reason. This includes
the cavalier sub-levels and nultiple hit dice istances.

Untrained Skills: The conplete list of skills that can be used wi thout
payi ng the BP cost or taking a block of instructionis in the GMa Ask
your GM for details.

Ranger/ Drui d: Because of alingnent conflicts, the Ranger/Druid
is NOT and eligible multiclass conbination for any race.

Thief Abilities for the Assassin: Wien the an assassin character reaches
third level, he gains the thieving abilities of a first level thief. He
is granted 65 discretionary points to distribute anongst the thieving
abilities, adhereing to the sane restrictions as a first |evel thief.

Bui l ding Points for Miulti-C assed Characters: A mult-classed character
gets the higher of the two building point totals for his classes, not
bot h.

Dual - Cl assed Characters: Dual -classes characters do not gain any buil ding
poi nts when they take on a new class, nor do they get an ability score
adjustnents until the new class |evel surpasses that of the old class.

Speci al i st Mages: The informati on on specialist mages will be included in
the GMG and future suppl enents.

Birth Tabl es: The necessary changes to the birth tables are in
the errata section on page 78.

Skill Suites: Skill suites can be bought at first level, even if sone of
the suite skills have prerequisites that aren't at the normally required
| evel of 50% When recording the mastery level for the skill suite, a

level is calcualted for the suite as a whole and for the individua
skills. At any tinme a character can choose to use either the individua

skill value or the suite skill value for a particular skill.
Free Skills: Anytine a skill is gotten for free, because of a
class or other reason, any prerequisites for that skill are also received

free. These prerequisite skills are gained at a mastery |l evel of 50%
Free skills gained through a good BBl roll cannot be used to take skills
with a prerequisite(s) unless the character already has the
prerequisite(s) at 50% or higher

Social Class and Illegitimate Children: The statenent on table 4G on p.
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78 of the PHB has caused sone confusion. The statenent reads, "The child
of unmarried parents is typically one social class |lower than the socia
class of the father (85% of the tine)." This does not effect the social

class you rolled; the social class you roll is your social class. |If you
are illegitimate, it neans the social class of your parents could be
hi gher. Thus an illegitimte human who rolls MMC m ght have parents of

UMC or higher (85% of the tinme).

Arnorer Skill: The Arnorer skill grants the ability to repair
arnor as the arnor repair: basic skill. However, unlike the arnor repair
basic skill, the arnorer nmay attenpt to repair a piece of arnor again
after failing his skill check the first tine.

Monk' s Unarned Attacks: Because the nonk's unarned attacks are considered
| ethal conbat, he is not subject to the unarned attack rules on p. 100 of
the GMG. Hi s opponents do not get a free attack, nor do they get +4 to
hit and damage.

Fractional Ability Score increases due to leveling: For nulti-classed
charcters, Fractional Ability Scores are averaged in the sane way that
hit dice are averaged. The value rolled is divided by the nunmber of

cl asses.

Phot ographi ¢ Menory Talent: This talent only grants nmagi c-users the
ability to nenorize and additional spell. Cderics, druids and rangers
gain no spell nenorization benefit.

Gauntl ets of Wiss Sl apping: These gauntlets add both the strength bonus
to damage and the actual strength score to danmage. Thus, a character with
an 18 Strength would get +24 to damage (18 + 6).

Dual classed Fighters: A dual-classed character who's first class is
fighter and is specialized in a weapon nmust choose whether to attack with
his fighter bonus or any bonuses he gains for his new class. If he uses
his fighter bonuses, he gains no ep for the encounter and 1/2 ep for the
session. Once his new class | evel has exceeded the class level of his
fighter, he may stack any bonuses w thout penalty.

Constitution Hit Point Bonus: Your Constitution bonus to hit points
applies to every hit die you roll. Thus, a first level ranger would get
their hit point bonus (or penalty) tw ce.

Take After talent: A character who uses the Take After talent and picks
human DOES have access to every class and CAN dual class, but may not
mul ti-cl ass.

Mul tiple Personality Quirk: Miltiple personalities do not have their own
quirks, flaws or skills. You can role-play your character so that they do
not use certain skills when a certain personality is active, but there
are no additional BPs gai ned.

Spel | j acki ng: The 10% spell m shap penalty applies to all spellcasters
who spel |l jack. However, a character is only considered spelljacked when
he has nore than his nornmal all owance of spells nenorized. Therefore,
once a spellcaster casts enough spells to bring himequal to or below his
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nor mal nunber of nenorized spells, he no |onger suffers the 10% spel
nm shap chance.

Unguar ded Hoards: No eps are gained fromtaking treasure from an
unguar ded, untrapped hoard.

Compoundi ng Talents: Any talent with the word "bonus" in it can be
conpounded, or stacked, i.e. the effects are cunulative. Al others do
not stack. There is no limt to the nunber of tines one can take a tal ent
with the word "bonus."

Honor: When Honor is lost or gain, all integer adjustments are
adj ustnents to tenporal Honor, and all percentage adjustnents are to rea
Honor .

BBI Table: On table 14H of the G5 a roll of 12 or higher indicates that
the character has | earned a new skill or skills. This nust be used on
skills the character does not already know. The Bonus Skill Mastery
points are used for inmproving skills the character already has.

Arnor HP Regression: Magic Arnmor has nore hit points than normal arnor.
For each plus the arnmor has, the arnor has an additional |evel of AC with
t he maxi mum nunber of hit points. Thus, a suit of chain mail +2 would
have a hit point regression of 8/8/8/6/4/2/1, with two additional |evels
of 8 for the two "pluses” of the arnor. As the arnor takes danage, it

| oses its magical bonus first. Thus, the same suit of chain mail +2,
after sustaining 10 points of damage to it, would only be chain mail +1.
Magi cal Arnor cannot be repaired beyond the |evels of nundane arnor. So
the magical chain mail +2, were it to sustain 18 points of damage, could
only have 2 points repaired, and would no | onger be considered nagi ca
arnmor. The same rules apply to nagical shields.

Experience Point Cap: Wen a character gains enough experience points to
qualify for the next level, his experience point awards are inmediately
capped, i.e. he does not receive any nore experience points. Thus, if a
first Ievel nonk has 920 experience points and receives 150 nore, he has
1070, and will receive no nore until he trains at a school. Once he
trains and becones second | evel, he once again gains ep, and his total
will increase from 1070. However, if a character declares that he wll
self-train upon qualifying for the next level, his ep are not capped
until he reaches tw ce the anmount of ep he needed. Thus a first |eve

monk with 1070 ep who declares he will self train will not be capped
until he reaches 2002 ep. At any tine, a character who has previously
declared he will self-train may train formally at a school, and does not

| ose any ep for doing so. A character who has enough ep to self-trainis
not required to self-train, but does not gain any ep until he goes up in
| evel .

Max Damage Bonus: The maxi num bonus to danage for any weapon is the

maxi mum pot enti al damage for that weapon, before penetration. That neans
that a character with +7 to danage from Strength and +2 from
specialization will only have a +8 to danage with a weapon that does 1d8.
The exception to the rule is magi c weapons. Using the previous exanple,
if the character were using a | ong sword +2, he woul d have a max danage
bonus of +10 (+8 due to strength and all other bonuses, +2 magi cal
bonus). This nmeans that the magi cal bonus to damage is al ways used in
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full, and is exenpt fromthe cap. Sinmlarly, if a weapon' s damage changes
when used against different sized creatures, so does the maxi mum danage
bonus.

Open hand damage for non-nonk characters does not have a Strength danage
cap like a weapon. This is because only 25% of the damage is real, it is
not considered lethal force, and it does not do penetration damage. On
the other hand, a nonk's open hand damage is capped for strength, as a
weapon. Unlike a non-monk, a nonk's open hand attacks are considered
lethal force, all the danage is real, and penetration does apply.

Sl aughter: Ganme Animal: A gane animal is any aninal that is not
livestock. Livestock are those aninals traditionally domesticated or
found on farns. It is possible that an animal could be slaughtered with
t he slaughter: livestock and slaughter: game aninmal skills, as they use
di f ferent nethods.

Two weapon fighting and ranged/thrown weapons: It is not possible to gain
an additional attack with ranged or thrown weapons when attacking with
two weapons. The RCF in the Player's Handbook assunes that the character
is operating with maxi num efficiency, and this already invol ves using
bot h hands in nost cases.

Dual - cl assi ng anbng sub-cl asses: It is possible to dual-class anong the
subcl asses of a single class group. Thus Ranger/Mnk is an accetabl e dual -
cl ass conbi nation

Class skill-like abilities: Any class granted skill-like ability does not
count as the prerequisite for other skills.

Conmbat Procedures: Conbat procedures take a full round unless otherw se
stated in the skill description. Those that require an attack roll take
the tine of one attack

Turni ng M xed Undead: Wen turning m xed groups of undead, roll 2d4 to
determ ne the nmaxi num nunber of creatures affected. If an undead type is
automatically turned or destroyed (a T or Dresult on the turning table),
t hey count as one creature against the linmt. If an undead is not
automatically turned, they count as 2 creatures against the limt. In a
m xed group, the first 2d4 WORTH of creatures are affected, even if the
roll is not high enough to turn them Turning undead has a range of 20
ft., and affects undead in a 90 degree arc fromthe front of the cleric.
The cl osest undead are affected first.For exanple, a fifth level cleric
has 2 spectres and closest to him and 5 skel etons behind the spectres.
All are within 20 ft. and within his 90 degree arc. Afifth level cleric
automatically turns skel etons, but needs a 20 to turn a spectre. The
first thing the cleric does is roll 2d4. Let's say he rolls a 7. He can
therefore affect up to 7 creatures worth of creatures (renmenber undead
that are not automatically turned count as two creatures worth of
creature). He then rolls his 20-sider. There are two possi bl e outcomes:

1. The cleric rolls a 20 on his turning check. He would turn the first 2
spectres (4 creatures against his allotnment). He can affect 3 nore
creatures, so he automatically turns the next 3 closest skel etons.

2. The cleric rolls between 1 and 19 on his turning check. The two
spectres are not affected, but they still count as 4 against his limt.
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Wth his 3 remaining affected creatures, he would turn the 3 cl osest
skeletons.If a cleric is of high enough level to turn 2d4 additiona
undead of a certain type, this 2d4 is rolled after everything else is
resol ved, and affects the first non-affected creature of the eligible
type within range, if there are any.

Anbi dexterity and Fighting with 2 Wapons: |f an anbi dextrous character
fights with two weapons, one of their weapons nmust be smaller in size and
wei ght than the other, with the exception bei ng daggers and hand axes.
Bot h weapons nust al so be useable by that character in one hand, so a
Pixie Fairy may not use two daggers (two-handed weapons for a PF).

Arnmor and Shield HP Carification: Wen you nmiss on an attack roll by an
anmount equal to or less than the AC bonus of the shield, you do danage to
the shield. In this case, roll for damage as you woul d normal ly, applying
all the damage to the shield' s hit points. If there is danage that
exceeds the hit point total of the shield, due to penetrati on damage or
what ever, that danage is applied to the person. Their arnor, if worn,
absorbs one point of damage and the rest goes to them

Simlarly, if you hit someone wearing arnor and do penetration, the arnor
only absorbs hits for non-penetration dice. If | do 2d4 damage to chain
mail and I roll a 4, a 3, and a 3 for penetration, the arnor absorbs 2
points (fromthe two nornmal dice), and the target takes 7 danmmge.

Here i s how shields work

Character - Hide Arnmor (AC 6) and Medium Shield (+3 AC) has an AC of 3.
If being attacked by a first level fighter (who needs a 15 to hit), the
following are the results:

20 - Critical H t

19 - Hit - Arnor takes 1 point of danmage per die, the rest goes to the
character

18 - sane as 19

17 - sanme as 19

16 - sane as 19

15 - Shield takes 1 point of damage, arnor takes 1 point of damage, and
the rest goes to the character

14 - Shield takes damage (rolled by weapon) fromthe hit. If the shield
is destroyed, any excess is applied to the character, with arnor taking 1
point fromthe excess.

13 - sane as 14

12 - sane as 14

11 and bel ow - conplete m ss.

Pi xie Fairies and Magic: Pixie-Fairies MAY cast spells while hovering.

EP for Magi ¢ Weapons and Arnor: Wen gaining ep for nmagi ¢ weapons and
arnmor, you gain 10% of the ep per week, for 10 weeks. One person can only
gain these eps. You are considered to be practicing with the weapon as
you travel

Class Skills: Class skills (i.e. special abilities of classes) do not
have percent ages.
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Initial Languages: Every character, regardless of Intelligence, can speak
their native |anguage. This |anguage nust cone fromtheir initial

| anguages list. It has a skill percentage of 100% Characters whose
Intelligence allows themto speak nore than one | anguage may purchase
addi ti onal |anguages with buil ding points. These | anguages have a skil

| evel determined |like any other skill. A character may never speak nore

| anguages than allowed by their Intelligence. Dem -humans nust choose

t hese additional |anguages fromthe initial |anguages list in their race
description. Humans may choose any | anguage.

New Hal f Breed Conbi nations: Half-breed conbinations not listed in the
rul ebooks shoul d be considered i nconpatible. These conbi nati ons nay be
rel eased in a future suppl erment.

Pi xi e Fairy Equi pnent: Pixie-Fairy versions of non-weapon equi pnent in
the player's handbook has 1/27 the wei ght and 1/27 the volunme. They cost
at least 3 times as nuch, and the final value is up to the GV

Skill Suite: If you posses a skill suite, you nay advance the individua
skills in that suite by thensel ves, regardl ess of individua
prerequi sites.

El ven Chain Mail, Magical Elven Chain Mail, and Chain Miil made of Elven
Steel: Elven Chain Mail, as listed on Table 9S in the player's handbook
is normal chain rmail nade by elves. Chain Miil nmade of elven steel by non-

elves is not elven chain nail. It follows the normal rules on arnor nade
with exceptional nmetals. It is possible for an elf to make chain mail out
of elven steel. In this case, use the rules for arnor nmade of unusua

netals applied to the Elven Chain Mail stats, as listed on Table 9S. In
order to nake Elven Chain Mail (not chain mail nade of elven steel), you
must be an elf and have a skill nmastery |level of 125%in arnorer. El ven
chain mail as listed in the magic itens section of the GG is Magica

El ven Chain Mail +1.
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