VARIANT CHECKLIST

Put a check next to each variant used in the campaign. Put any special limitations, additions, or other information that players need
to use the variant under Notes. Use the blank lines for additional variants or house rules used in the campaign.

Chapter 1: Races

0 Page Variant Name Notes
_ 6 Agquatic Races
_ 8 Arctic Races
11 Desert Races
_ 13 Jungle Races
____ 16 Races of Air
____ 16 Races of Earth
__ 17 Races of Fire
__ 17 Races of Water
____ 18 Reducing Level Adjustments
____ 19 Bloodlines
____ 32 Racial Paragon Classes
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Totem Barbarian
Bardic Sage

Divine Bard

Savage Bard
Cloistered Cleric
Druidic Avenger
Thug

Monk Fighting Styles
Paladin Variants
Planar Ranger

Urban Ranger
Wilderness Rogue
Battle Sorcerer
Domain Wizard
Specialist Wizard Variants
Spontaneous Divine Casters
Favored Environment
Whirling Frenzy
Level Check Turning
Planar Banishment
Aspect of Nature
Prestige Bard
Prestige Paladin
Prestige Ranger
Gestalt Characters
Generic Classes
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Chapter 3: Building Characters

O Page Variant Name Notes
____ 79 Alternative Skill System
___ 81 Complex Skill Checks
___ 86 Character Traits
____ 91 Character Flaws
____ 92 Spelltouched Feats
____ 94 \Weapon Group Feats
____ 97 Craft Points
____ 100 Character Background

Chapter 4: Adventuring

0 Page Variant Name Notes
___ 109 Defense Bonus
— 111 Armor as Damage

Reduction
_ 112 Armor Damage Conversion
_ 113 Injury System
____ 115 Vitality and Wound Points
_ 119 Reserve Points
119 Massive Damage
____ 121 Death and Dying
_ 122 Action Points
___ 124 Combat Facing
___ 128 HexGrid
___ 129 Variable Modifiers
____ 132 Bell Curve Rolls
____ 133 Players Roll All the Dice
Chapter 5: Magic
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139
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174

Magic Rating

Summon Monster Variants
Metamagic Components
Spontaneous Metamagic
Spell Points

Recharge Magic
Legendary Weapons

Item Familiars

Incantations




Chapter 6: Campaigns
O Page Variant Name Notes

179 Contacts
____ 180 Reputation

185 Honor

189 Taint

____ 191 Tainted Prestige Classes

____ 194 Sanity

210 Test-Based Prerequisites

213 Level-Independent
XP Awards

Dungeon Master’s Guide Variants
0 Page Variant Name Notes
22 Roll Initiative Each Round
__ 23 Sapient Mounts
____ 24 Striking the Cover
25 Automatic Hits and Misses
25 Defense Roll'
___ 27 Clobbered
____ 27 Massive Damage Based

on Size'
27 Damage to Specific Areas

____ 27 \Weapon Equivalencies
____ 28 InstantKill

28 Softer Critical Hits

___ 28 Critical Misses (Fumbles)
__ 33 Skills with Different Abilities
___ 34 (Critical Success or Failure
35 Saves with Different Abilities
___ 36 SpellRoll

____ 36 Power Components

— 37 Summoning Individual
Monsters'

39 Free-Form Experience

____ 40 Faster or Slower Experience
____ 70 What Disabling a Device
Means
____ 130 Upkeep
_ 214 New Magic ltems
____ 290 Separate Ability Loss
___ 297 Nonmagical Psionics
303 Less Lethal Falls

1 See related variants in this book.
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OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc. (“Wizards”). All Rights Reserved.

1. Definitions: (a)’Contributors” means the copyright and/or trademark owners who have contributed Open Game Content; (b)'Derivative
Material” means copyrighted material including derivative works and translations (including into other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may
be recast, transformed or adapted; (c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise
distribute; (d)’Open Game Content” means the game mechanic and includes the methods, procedures, processes and routines to the extent such
content does not embody the Product Identity and is an enhancement over the prior art and any additional content clearly identified as Open
Game Content by the Contributor, and means any work covered by this License, including translations and derivative works under copyright
law, but specifically excludes Product Identity. (e) “Product Identity” means product and product line names, logos and identifying marks
including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols,
designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; names and
descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or registered
trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically excludes the Open Game Content;
(f) “Trademark” means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the associated
products contributed to the Open Game License by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit, format, modify,
translate and otherwise create Derivative Material of Open Game Content. (h) “You” or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be
Used under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or
subtracted from this License except as described by the License itself. No other terms or conditions may be applied to any Open Game Content
distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free,
non-exclusive license with the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date,
and the copyright holder’s name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed
in another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-
adaptability with any Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as expressly
licensed in another, independent Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in
Open Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open
Game Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open
Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of
this License to copy, modify and distribute any Open Game Content originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have
written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game
Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days
of becoming aware of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to
make it enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich
Baker, Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell, based on original material by E. Gary Gygax and Dave Arneson.

Modern System Reference Document Copyright 2002, Wizards of the Coast, Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman, Charles
Ryan, based on material by Jonathan Tweet, Monte Cook, Skip Williams, Richard Baker, Peter Adkison, Bruce R. Cordell, John Tynes, Andy
Collins, and JD Wiker.

Swords of Our Fathers Copyright 2003, The Game Mechanics.
Mutants & Masterminds Copyright 2002, Green Ronin Publishing.
Unearthed Arcana Copyright 2004, Wizards of the Coast, Inc.; Andy Collins, Jesse Decker, David Noonan, Rich Redman.



