D&D House Rules: 2/3/13

The following are a list of Campaign House Rules.  If they work I will keep them and if they don’t I will change them.  

1.  In-Combat Communication (GMO):  During their action PCs can speak one sentence (one clause) per level.  While not on their actions, PCs can speak one word per level, until their action comes back around.  If a PC speaks more than this, it is equivalent of them taking a Move Action (which they will lose next round).  Please try to keep Out of Character (OOC) to a minimum. 
2.  Languages (See Handout):  PCs all begin with a base of 2 languages. The primary languages near where the PCs will be are Common and Tharbrian.  If PCs want to hold slots for other Human Languages (only), they may.  This signifies that they didn’t realize they knew that language.  If a PC uses a communication skill on someone not in their primary language, you suffer a -2 circumstance modifier.  For example, most merchants in the City-State speak Common as a trade language, but Tharbrian is their native tongue.  Using Diplomacy on such a merchant in Common Tongue would give you the -2.  
3.  Character Advancement (GMO):  When PCs gain enough experience points, they advance in level.  There is no cost for level training.  PC wizards are assumed to have been researching spells and have made breakthroughs upon gaining a level, which justifies their new spells. 
4.  Hit Points:  PCs always “roll” maximum hit points per level. 
5.  Dodge Feat:  The Dodge Feat works on everyone the PC fights except: A) opponents who are flanking them, B) opponents who catch them flat-footed. 
6.  Temporary Hit Points:  Temporary Hit Points are always subtracted first, and don’t harm a PC after they are lost.  
7.  Spell Books (pg. 178-9): I will be using the standard rules for copying spells into spellbooks. 
8.  Knowledge Skills and Monsters:  If PCs make the minimum knowledge check, they automatically get the CR level of the monster and you may either ask for one detail or have the GM give you what he considers the most important detail.  For every +5 points, you gain another detail.  If you succeed in the Knowledge Check by +20, you get to see all the stats on the monster.  
9.  Sorcerers (pg. 54):  Can change their spells according to their class.  In order for a sorcerer to gain a spell not on the basic spell list, they must have read it in detail from a scroll or spell book.  
10.  Religions (See Handout):  In a world where priests perform miracles everyday, and gods appear on occasion, virtually everyone is a believer (PCs may be the exception).  Most religions are careful about giving out Miracles to unbelievers.  If you are of a neutral or friendly religion you might be able to purchase services using the standard rules.  Known believers will sometimes get lower level miracles for free. Most religions expect a 10% tithe.  Also, I will be using Divine Intervention rules.

11.  Bribery and Ransom (GMO/Miniatures Handbook):  Some monsters can be bribed, and some monsters will accept or offer ransom.  

12.  Intelligent Monsters:  Intelligent monsters will attack carefully, using strategy, tactics, and teamwork.  Unintelligent monsters won’t, unless they do so instinctively (for example a wolf pack).  PCs can often fool unintelligent monsters with a little planning. 

13.  Moral of Monsters:  Most NPCs don’t want to die.  Once PCs have proven they can kill a monster, there is a chance the monster will run away.  To cause monsters to flee a PC must A) take a Standard  Action to Intimidate the monster and best a monster who rolls d20 + Hit Dice + Wisdom Modifier + Bonuses to save vs. Fear.  Some monsters never check moral (most undead) and some monsters might just flee anyway (PCs may ask GM if the monsters should be running away..).  

14.  Death (GMO/pg. 145):  PCs die if they pass beyond either -10 or – Constitution hit points (whichever is greater).  

15.  Diagonal Movement (GMO/pg. 148):  Diagonal movement only costs one move (cause your GM doesn’t want to do the math).  You can’t move diagonally against an enemy without a Tumble roll (DC 15).  

16. Shooting into Combat/Cover (pg. 151):  In combat, NPCs may have cover if blocked by others.  In that case the PC suffers a -4 penalty AND the NPC gains a +4 cover bonus. 

17.  Rogue Sneak Attacks (GMO/pg 50):  Rogues can Sneak Attack more than once per round.  


18.  Area Affect Attacks & Equipment (pg. 158 & 165-66, DMG pg. 214):  Objects can be destroyed by area affect spells.  Fireballs suck!  However, carried magic items don’t roll saves (and are therefore usually safe) unless the PC rolls a “1”.  

19.  Carrying Capacity (pg. 162):  Be aware of you movement/Dex modifiers for Medium and Heavy loads. 

20.  Vision (pg. 164):  The very first game will likely be in the dark.  Creatures in shadowing illumination gain Concealment (20% miss chance) and can hide. Blind (those in total darkness) creatures lose Dex bonuses, -2 to AC, move at half speed, and all enemies have full concealment.    

21.  Grapple (pg. 156): Some monsters Grapple.  Grapple is bad.  Beware. 

22.  Delay and Readying Actions (pg. 160): If a PC Delays, they must decide to act after someone else (but not interrupt) and move down in the Initiative order.  If a PC Readies and action, they may actually interrupt someone else but may only take a Standard Action, Move Action, and/or Free Actions, and move down the Initiative order, just ahead of the NPC person they interrupted. 

23.  Player Power Parity (GMO):  Remember the other players and their PCs.  If you are optimized far beyond the others, you will either need to bring them up to your power level or you will have to come down to theirs. 

These are the general ideas/metrics I will consider:  

A)  It is one thing if you can defeat any one other PC in a combat consistently (This is fine).  It is another if you can defeat ANY other PC in a combat consistently (This too is okay).  It is still another if you can defeat any two or more PCs in a combat at once, consistently (This is probably not okay).  

B)  Does your PCs infringe on other PC’s niches beyond their own? Such as the primary fighter in the group who is at least as good at the rogue in most of his skills, or the Wizard who can do EVERYTHING.   

C)  Does your PCs dominate most/all encounters?  This does not mean defeat any one encounter by yourself, because wizards CAN often defeat single encounters by themselves.  It is a problem if you can defeat the majority of encounters by yourself. If your PCs doesn't blow pass any of these limits in general, you should be fine. 

Please note the inverse if these rules also.  If you PC: A) can’t defeat any other PCs under some common situations, B) Doesn’t have a niche of his own, or C) Has no serious impact on encounters compared to other PCs, then you need ramp them up.  
