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  To avoid confusion we have run into in the past we have sat down and put all of our house rules into print for all to see.  Suggestions are welcome but be prepared to argue!





Ability Scores





Rolling Method


  Players rolls 3d6 for each attribute, rerolling any results of a “1”.  Points can then be placed where the player desires and can be point shifted on a 2:1 basis.


  All point shifting must be done before racial adjustments are included.





Intelligence


  Additional languages gained through intelligence are used for number of additional Non-Weapon Proficiency slots.


  Ignore the maximum number of spells memorized limit and the percent chance to know spell limitation.





Charisma


  Ignore any special racial reaction adjustment.





Dexterity


  The Reaction Adjustment does not effect initiative in any way.  At the option of the DM it can effect certain saving throws such as dodging out of the way of a fireball, boulder, etc.





Perception


  Perception is a seventh ability score.  It represents the characters perceptiveness to his surroundings.  It is most often used as an ability check.  No race gets an adjustment to this score.





Hit Points


  At first level, all characters start with maximum Hit Points.


  The Deaths Door rule is being utilized with Hit Points.  However, a character reduced to negative Hit Points is not required to rest any extra time after healing.








Races





Dwarves


  All rules in the Complete Dwarves Handbook are used unless otherwise specified. (i.e.: Dwarves special abilities as proficiencies)


  Dwarves do not receive the magic malfunction penalty as stated in the players handbook.


  Gully Dwarves are not allowed.





Elves


  Unless otherwise approved by unanimous vote, no rules from the Complete Elves Handbook are to be used.


  No Drow player characters.





Gnomes


  Like Dwarves, Gnomes ignore the percent chance of magic item failure as described in the Players Handbook.





Half-Elves


  No changes to half-elves have been implemented.





Halflings


  No changes to halflings have been implemented.








Humans


  No changes to humans have been implemented.





Racial Tables


  Table 10 (Average Height and Weight) is useful but no required.


  Table 11 (Age) is useful but not required.
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Character Classes





Warriors


  Fighters can specialize in as many weapons as they like provided they have the slots available.


  Rangers and Paladins can specialize in any one weapon they choose, provided they spend the slots.


  Paladins advance under the Ranger experience point table.





  The following character kits from the Complete Fighters Handbook are listed below with the classes that are able to take them.





Amazon:		fighter, ranger


Barbarian:		fighter, ranger


Beast Rider:		Subject to DM approval.


Berzerker:		fighters only


Cavalier:		fighter, paladin


Gladiator:		fighter only


Myrmidon:		fighter, paladin


Noble Warrior:		fighter, paladin


Peasant Hero:		All warrior classes


Pirate / Outlaw:		fighter only


Samurai:		fighter only


Savage:			fighter only


Swashbuckler		fighter only


Wilderness Warrior 	fighter, ranger





Wizards


  All rules from The Complete Wizards Handbook are in effect unless otherwise stated.


  Spellcasters can move half their movement rate and still cast a spell in one round.


  Wizards are assumed to have all necessary material components for spells except in cases where the material component is extremely expensive. (i.e.: 1,000gp gems, etc.)


  Spellcasters need not rest for 24 hours before rememorizing spells.  They must however be fairly rested and in a comfortable environment, as determined by the DM.


  If knocked unconscious, a spellcaster loses all spells he had memorized at the time.





Specialist Mages


  The specialist mages 15% adjustment to learn spells is applied to their ability to research spells and scrolls.





Priests


 Spellcasters can move half their movement rate and still cast a spell in one round.


  Priests are assumed to have all necessary material components for spells except in cases where the material component is extremely expensive. (i.e.: 1,000gp gems, etc.)


  Spellcasters need not rest for 24 hours before praying for new spells.  They must however be fairly rested and in a comfortable environment, as determined by the DM.


  If knocked unconscious, a spellcaster loses all spells he had memorized at the time.





Clerics


  Sphere limitations for clerics are imposed.


  Clerics may use weapons that their deity allows.


  Clerical tithing amount is as per god.


 


Specialty Priests


  Sphere and weapons limitations for specialty priests must be observed.


  Granted powers are as per god worshipped.





Druids


  No Complete Druids Handbook unless otherwise specified.


  Include falchion sword and khopesh to the list of weapons available to druids.





Rogues


  Weapon proficiency slots for rogues as listed on Table 34 should read: 3/4.


  Non-weapon proficiency slots for rogues as listed on Table 34 should read: 4/3.


  Non-weapon proficiency groups are expanded for rogues as per Thieves Handbook.





Thieves


  Thieves are allowed to use any type of crossbow provided they spend the proficiency slots necessary.


  The Scout kit in the Thieves Handbook receives no -6 penalty if he takes the tracking non-weapon proficiency.





Bards


  No Complete Bards Handbook unless otherwise specified.





Multi-Classed


  Multi-classed kits are allowed from Complete Handbooks that are being used.








Dual-Classed


  Players Handbook, Page 45, second column, first paragraph, strike line that states (Dual Classed Character) He gains the abilities, and must abide by all of the restrictions, of the new class.





Alignments


  Alignment tendencies are allowed. i.e.: Lawful Neutral with Good tendencies.


  Opposed alignments cannot be tendencies.  i.e.: Lawful Good with Evil tendencies.





Proficiencies





Non-Weapon Proficiencies


  Table 38: Non-weapon proficiency group crossovers - Rangers use Priest instead of Wizard category. 


  Non-weapon proficiency costs for thieves are as per Complete Thieves Handbook.


  


  Alertness 		based on the Perception statistic instead of Wisdom.


  Astrology		cannot be used to tell the future, but can aid in navigation.


  Observation 		adds a +1 to characters Perception score, one time only.


  Local History		Character must specify region of familiarity.


  Ancient History		Character must specify region of familiarity.





Weapon Proficiencies


  All Style Specialization’s are available to fighters.


  All other classes can Style Specialize in only one of the fighting styles.


  With Bow Specialization, the characters ROF increases as per Unearthed Arcana.


  Two Hander style specialization does effect speed with a bow only if the character is also specialized in that weapon.


  Group Familiarization is being used (Tight groups only).  Familiarization can only be used by warriors.


   Martial Arts rules are being used as written in the Complete Priests Handbook.














Equipment





 Composite Bows which deliver extra damage for the strength bonus of the character cost more as shown on the table below:
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Crossbows do not get additional damage for high strength.





Level Advancement


  Training is not required for level advancement however new skills require plausible explanations.








Combat Rules





Initiative


�


  Players must state their characters actions before initiative is determined.


  Initiative is determined by the individual initiative method.


  Weapon speed factors are included for determining initiative.


  Your initiative score cannot go below zero.


  In a tie, Dexterity determines which character moves first.


  Characters with multiple attacks with one weapon take all of their attacks with that weapon on the same initiative point.


  Table 55:  Standard modifiers to initiative are being used.


  Table 56:  Optional modifiers to initiative are being used.


  Drawing or putting a weapon away adds a +1 to initiative (cumulative).


  Clerical Turning of Undead has a Speed Factor of 5


  Guarding: If a character elects to guard on his initiative, and no other action is taken during the round (i.e.: he is not attacked, moves, etc.), and the player states his character will continue to guard into the next round, the player need not roll a new initiative.  The characters initiative is considered to be zero for the new melee round.





Movement in Combat & Encumbrance


  Any spellcasting character may move half his or her movement rate and still cast a spell.


  Missile Weapons can still be used a full ROF with half movement.


  Movement is based on encumbrance as determined in Table 47: Character Encumbrance. (Basic Encumbrance / Tournament Rule)


  Encumbrance and mounts is determined by General Encumbrance (DM’s Discretion)


Table 50 is being used but with General Discretion.





Special Situations


  Called Shots (Pg. 65 Fighters Handbook)  have no special effect unless otherwise announced by the DM.  They can be used to target specific items at the DM’s discretion.


  Special Results (Pg. 66 Fighters Handbook) Disarming, etc. can be done in lieu of double damage on a natural “20”.


  Critical Hits:  On a roll of a natural “20” the player can choose between doing double damage or a special result (See above).  If the player chooses to do double damage, he gets a second roll.  A second natural “20” constitutes a Critical Hit and the player get to roll on the Critical Hit Table.


  Fumbles: On a natural “1” the player loses any remaining attacks or actions for the round.  The player then rolls a second time.  If the player rolls equal to or below his characters level, he avoids rolling on the Fumble Table.  Rolling above the characters level indicates a roll on the Fumble Table.


  Parrying: (Pg. 70 Fighters Handbook) A natural “20” on a parry may be used as a called shot (Pg. 65 & 71 Fighters Handbook).


  Shield Punch & Rush (Pg. 72 Fighters Handbook) can be used.





Combat Conditions


  Infravision is used the simple way (See Players Handbook).


  Mounted Combat (Pg. 85 Fighters Handbook) being utilized.


  Weapon Vs. Armor Types are not being used.





Saving Throws


  Dexterity adjustment applies to saving throws at DM’s discretion.


  Equipment saving throws are unnecessary unless otherwise specified by DM.


  


Spells and Magic





General


  The spellcaster can negate any spell cast by him at will, unless effect is instant or permanent or otherwise stated.





   Any Spellcaster who is disturbed while casting a spell has a chance of the spell going wild.  This is determined by several things:





  First: The spellcaster has a base 50% chance of the spell going wild.


  Second: For every level of the spellcaster, the chance decreases by 5%.


  Third: For every level of the spell being cast, the chance increases by 5%.


  Fourth: For every point of damage taken by the spellcaster, the chance increases by 2%.





 Spell Lists from the following books are being utilized:


	Players Handbook


	Tome of Magic


	Al-Qadim


	Forgotten Realms Adventures 





Specific Wizard and Priest Spell Information (By level of Spell)





1st Level Spells


  Copy  (Pg. 95 Wizards Handbook) Requires 1000gp worth of gem dust (not a 1000gp gem) sprinkled over page.





2nd Level Spells





3rd Level Spells





4th Level Spells


 Minor Globe of Invulnerability (Players Handbook) Spell is not mobile.





 Stoneskin (Players Handbook)  A hit is required to remove one protection of the stoneskin.  A critical hit removes a number of protections equal to half the attackers level or hit dice, but no less than two.  If the number removed is greater than the number left, no damage is taken.





 Rary’s Mnemonic Enhancer  (Players Handbook) Can only be cast a number of times per day equal to fourth level slots the caster has available.





 Call Woodland Beings  Now included in the Animal Sphere.








5th Level Spells


 Raise Dead (Players Handbook) Is now considered a 7th Level Priest Spell





6th Level Spells


 Globe of Invulnerability  (Players Handbook)  Spell effect is not mobile.





7th Level Spells


 Limited Wish (Players Handbook)  Spell is not available to players.





 Call Woodland Beings  Now included in the Animal Sphere.





 Resurrection (Players Handbook) This is no longer a 7th Level Priest Spell, but is now a  Quest Spell granted directly by a diety in exchange for a specific task (See rules on Quest Spells ToM)





8th Level Spells





9th Level Spells


 Wish (Players Handbook)  Spell is not available to players.





Quest Spells


Resurrection (Players Handbook) This is no longer a 7th Level Priest Spell, but is now a  Quest Spell granted directly by a diety in exchange for a specific task (See rules on Quest Spells ToM)








Psionics





General


  Psionics will not be available to players.  Psionics are available to monsters from the Monstrous Manual.





Magic Items





General


  Command Words for magic items such as rods, staves, wands, etc. are optional and decided by the DM.





  Swords of Sharpness and Vorpal Weapons are banned from play unless creatures from the Monstrous Manual use them or have similar effects.





Special Rules





All Al-Qadim Rules are acceptable for play in EPIC EMPIRES.


