D&D v3.5: Optional House Rules  [V1.2]
Selling Items

Characters can try to sell their used items or recovered treasures in most any kind of settlement.  For each item (or collection of related or identical items, like arrows), the selling character makes a Charisma ability check to attract an NPC buyer.  The character may instead make a Diplomacy skill check (or even Bluff or Intimidate if he is willing to resort to illegal deception or extortion).  The character may only make one check per item per week in the same settlement (the result represents his “best effort” at finding a buyer).  Regardless of the character’s skill ranks, if the d20 rolls a natural 1 then the character can find no interested buyer at all during that visit; this failure range increases to 1-2 if the object’s listed cost or value is at least double the settlement’s listed GP Limit, 1-3 if it is triple, 1-4 if it is four-times the limit, etc. (in other words, the item is too fancy and expensive for the locals to afford).

· Used items (normal weapons, armor, and gear) sell for 60% of their list cost, modified by the check result.

· Objects d'art, gems, and most magic items sell for 75% of their list value, modified by the check result.

· The DC of the check depends on the size of the settlement (Metropolis = 10; Large City = 13; Small City or Large Town = 15; Small Town = 17; Village = 19; Hamlet = 22; Thorp = 25).

· For every 3 full points by which the fully modified result exceeds the DC, the character gets 5% more of the item’s list cost or value (e.g., if the DC is 15 and the result is 22, the character would get 70% for a used sword or 85% for a gem).  For every 3 points (or fraction of 3 points) by which the fully modified result is lower than the DC, the character gets 5% less of the item's list cost or value (e.g., if the DC is 15 and the result is 11, the character would get 50% for a used sword or 65% for a gem).

· There is a +2 situation bonus to the check if the settlement’s economy is flourishing, a -2 penalty if it is in an economic recession, and a -4 penalty if it is in a serious economic depression.  Likewise, there is a +2 situation bonus to the check if the settlement is currently suffering from an embargo or natural disaster that would lower the supply of the item being sold, and the bonus increases to +4 if the settlement is under blockade or siege.

· Buying items sold by player-characters reduces the settlement’s “ready cash” assets.  Each week, the “ready cash” assets will go back up by a number of gold pieces equal to the settlement’s GP Limit x 1d4+4 (up to its maximum total).  A settlement’s maximum “ready cash” assets are reduced by one-third if the settlement is suffering an embargo, natural disaster, or economic recession, by two-thirds if it is suffering a blockade, siege, or serious economic depression.

· Coins may be exchanged in a settlement within the limits of its “ready cash” assets.  At any one time, 50-80% (1d4+4 x 10) of the settlement’s “ready cash” will be in gold pieces.  One-half of the remainder will be in silver, one-fourth in copper, and the rest in electrum or platinum (DM decides).  In most settlements, there is a 10% off-the-top fee to exchange coins.
Automatic Hits and Feats

A natural attack roll of 20 always hits, regardless of the target’s AC.  This can be abused by characters with feats like Power Attack or Combat Expertise, who might as well apply the full bonuses if they need a natural 20 to hit regardless.  Using this optional rule, a character automatically hits on a natural 20 only if he does not use any feat to modify his attack roll.

Energy and Ability Drain

With this optional rule, level drain is never permanent.  Instead, each 24-hour period after accruing negative levels the character must again roll the Fortitude saving throw.  The DC is the same, usually 10 + one-half the attacker’s hit dice + the attacker’s Charisma modifier.  The character makes one saving throw regardless of the number of negative levels accrued.  If the saving throw succeeds, one negative level goes away.  The character makes one new saving throw every 24 hours thereafter until all negative levels are gone.  Failing a saving throw never causes the loss of experience points. 
Neither is ability drain permanent.  When a character suffers non-temporary ability loss, each 24-hour period after suffering ability drain the character must make one Fortitude saving throw (regardless of the number of ability points lost).  The DC is 10 + one-half the attacker’s hit dice + the attacker’s Charisma modifier.  If the saving throw succeeds, the character recovers one ability point (choose randomly among abilities if more than one has been drained).  The character makes one new saving throw every 24 hours thereafter until all ability points are recovered.  Failing a saving throw never causes permanent, unrecoverable ability loss. 

Ranged Attacks and Distance
If a character making a ranged attack is two squares (ten feet) away from his target, he may give up his five-foot step for the round and treat the distance to the enemy as if it were 5 feet less, thereby potentially avoiding a range increment penalty.  The character remains in his current square, so he does not provoke attacks of opportunity for moving (though making a ranged attack would provoke attacks from other adjacent foes).
Ready Action and Intercepting an Opponent

A character who readies a single attack (partial action) to intercept an opponent may use either his five-foot step or the remainder of his normal movement to close within reach as soon as any opponent (specified by the ready action) moves into range.  No more than one-half of the character’s speed may be reserved, and a five-foot step may be taken in place of normal movement.  Movement in this manner can be used with a ranged attack as well.  Movement used as part of a ready action provokes attacks of opportunity as normal.  No movement may be taken after making the attack.  The character’s initiative result is changed as normal.

· Example: A fighter with a speed of 30 feet advances 10 feet and readies an action to intercept the first opponent who attempts to rush past him and reach the door he is guarding.  He has 20 feet remaining in his normal movement, but he can only actually reserve 15 feet (one-half of his speed).  An orc begins to move his way, hoping to slip around the fighter and reach the door.  The fighter interrupts the orc’s action, moves up to 15 feet, and attacks the orc.
Skill Critical Failures
If you roll a natural (unmodified) 1 on a skill check that does not meet or exceed the required DC, roll again.  If the second check is a failure, the skill check result is a critical failure and something really bad happens.  If the second check succeeds, then skill check result is just a normal failure.

Skill Modifications
· Intimidate: When trying to use Intimidate on a helpless victim, you can substitute your Strength modifier in place of Charisma if you are willing to inflict physical pain.  However, if you fail the check by more than 5 you seriously injure the victim (his hit points automatically drop to 0, or he takes 1 point of damage if his hit points were already at 0).  If you fail by more than 10 (or get a critical failure), you might even accidentally kill the victim (as above, plus the victim must make a Fortitude save at a DC equal to your Strength score or die).

· Knowledge: Use these skills as revised in V3.5 D&D.  The DC should be based on how closely the subject of inquiry relates to the character’s background (-5 DC if it falls within the character’s personal experience, +5 DC if it is well outside the character’s personal experience).  This should avoid having to choose topical specialties.
Variant System: Metamagic Feats

Using this variant, metamagic feats do not inflate the spell-level slot used.  Instead, casters sacrifice a number of extra spell levels from their choice of memorized Spells per Day (or available Spells per Day for sorcerers and bards) equal to the level of the spell being augmented plus a number of extra spell levels equal to the slot-inflation for the Metamagic feats applied.  This is in addition to the actual memorized spell (or available spell slot) itself.  The level of the spell plus the total slot-inflation from applied Metamagic feats cannot exceed 9th level.  For the purposes of sacrificing spell levels, 0th-level spells count as one-half of a spell level.  Metamagic feats can be applied spontaneously when a spell is being cast, but the cost of the feats in lost spell levels is doubled (instead of increasing the casting time).  Bards and sorcerers must use metamagic feats spontaneously, but spellcasters who prepare spells can apply metamagic feats during preparation or choose to apply them spontaneously when the spell is cast.  

For example, augmenting lightning bolt with Empower Spell (+2) and Heighten Spell to 5th level (+2) uses up the 3rd-level spell slot for the spell itself, plus the character must give up 7 levels worth of other memorized spells.  A wizard might choose to sacrifice dimension door (4th-level), resist energy (2nd-level), and alarm (1st-level) from his prepared list just as if he had cast them.  If these feats are applied spontaneously when the empowered, heightened lightning bolt is cast, 11 levels worth of extra spell slots would need to be sacrificed.  A sorcerer might choose to sacrifice all 6 slots of his 0th-level spells (counting as 3 levels) and 4 slots of his 2nd-level spells (counting as 8 levels) just as if he had cast them.  In neither case would the spell’s casting time be affected.  It would be impossible to cast a maximized (+3), quickened (+4) lightning bolt because the total slot inflation would exceed 9th level.
Variant System: Spell Mana
With this variant system, all spellcasters can cast spells more flexibly by paying a point cost subtracted from a pool of magical energy (called “mana”).  Spells cast by mana are always cast spontaneously and are never prepared in advance.  Otherwise, all regular rules governing spellcasting still apply.  Exceptions and new rules are listed below.
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Minimum ability scores: A spellcaster must have a minimum score in the class’s controlling ability (Int, Wis, Cha) equal to 10 + the spell’s level in order to cast a spell.

Mana pool: Every spellcaster has a pool of magical energy that is reduced with every spell cast.  The full pool is equal to 3 + the class’s controlling ability bonus (Int for wizards; Wis for clerics, druids, paladins, and rangers; Cha for bards and sorcerers) times the character’s effective class level.  For example, the full mana pool of a Level 4 wizard with 17 Intelligence (+3 bonus) equals 24 points: [(3+3=6) x 4 = 24].
Mana Cost by Spell Level and Type
	Spell

Level
	Standard

Spells
	Combat
Spells
	Cure
Spells

	0th
	1
	1
	1

	1st
	2
	3
	4

	2nd
	4
	6
	6

	3rd
	8
	10
	8

	4th
	12
	14
	10

	5th
	16
	18
	14

	6th
	20
	22
	18

	7th
	24
	26
	22

	8th
	30
	32
	28

	9th
	38
	40
	[36]


“Combat spells” include any spell that deals damage (e.g., fireball), provides extra attacks (e.g., haste), hinders opponents (e.g., hold person), provides bonuses to Strength, Dexterity, Constitution (e.g., bull’s strength or similar spells), or Armor Class (e.g., shield), improves potential attack damage (e.g., righteous might or keen edge), or that grants any kind of miss chance or special defense against enemy attack rolls (e.g., mirror image).  “Cure spells” are any spell with “cure” in the name.  “Standard spells” are any other spell that does not fit in the above classifications.

Mana pool recovery: With time, spent mana points are recovered.  Arcane spellcasters regain mana through study and restful meditation, divine spellcasters through prayer and sleep.  To regain mana, a spellcaster must meditate or pray for at least one full hour of uninterrupted concentration; for each consecutive hour of uninterrupted, complete rest thereafter, the spellcaster regains a number of mana points equal to one-half (round down) his/her ranks in Concentration.  A spellcaster who gets 10 full hours of continuous, uninterrupted meditation/prayer and sleep gains back his/her full mana pool automatically.  Characters who are starving, dangerously dehydrated, or dying (-1 hp or less) do not regain mana.

Special Rules for Spellcaster Classes:
· Bards treat their class level as 2 lower when calculating their mana pool (e.g., a Level 3 bard treats his/her class level as 1 when calculating the mana pool).  However, a bard with an effective class level less than 1 has a full mana pool equal to 1 + his/her Cha bonus.  On the bard’s “Spells Known” table, increase every entry by 1.
· Clerics no longer get the “spontaneous healing” ability, since all spells are cast spontaneously.  Instead, spells with “cure” in their name have a special cost on the Mana Cost table, less than other spells as the level goes up.
· Paladins and rangers treat their class level as 4 lower when calculating their mana pool (e.g., a Level 7 ranger treats his/her class level as 3 when calculating the mana pool).  However, a paladin or ranger with an effective class level of exactly 0 has a full mana pool equal to 1 + his/her Wis bonus.

· Prestige classes usually increase the level of an existing spellcasting class, but prestige classes that have their own separate spellcasting ability and spell lists (Assassins, Blackguards) treat their class level as 1 lower when calculating their mana pool.  However, a prestige-class spellcaster with an effective class level of exactly 0 has a full mana pool equal to 1 + his/her controlling ability bonus.

· Sorcerers are the most problematic class in this variant system.  Considering that wizards now cast spells spontaneously, the DM may choose to remove the sorcerer class from the game.  If the DM chooses to keep this class in the game, the sorcerer’s mana pool is equal to 6 + his/her Charisma bonus times effective class level.  In addition, sorcerers need to be able to cast a slightly larger number of different spells to remain competitive with wizards.  On the sorcerer’s “Spells Known” table, increase every entry by 1.
· Wizards have considerably more magical flexibility in this variant system.  Wizards still have spellbooks and must scribe pages in them in order to learn new spells.  In most campaign settings, wizards still must study their spellbooks every day during their meditation in order to regain mana points (any spells missing cannot be cast).
· Multiclass spellcasters have multiple mana pools.  Every spellcaster class has its own mana pool for casting its own spell list.  Multiclass characters cannot use points from one class’s mana pool to cast another class’s spells.  Multiclass characters regain mana for each class independently and concurrently (so resting to regain mana for one class’s pool also restores mana for all other class pools).

Bonus spells:
· Ability scores do not grant bonus spells per day.  The benefit of a high score is factored into the mana pool.
· Domain spells are still granted to clerics.  A cleric still receives one bonus domain spell for every spell level he/she can cast (1st level and beyond) per day.  However, the cleric does not prepare bonus domain spells in advance: he/she casts them spontaneously (though they always must come from his/her domain lists).  Casting a bonus domain spell does not reduce the cleric’s mana pool.  If metamagic feats are applied to the domain spell, however, the extra cost is removed from the mana pool.  Likewise, if the cleric casts the domain spell an additional time in the same day the cost is removed from the mana pool (i.e., a cleric can cast a bonus domain spell for an available spell level for free only once per day).
· Specialist bonus spells are still granted to wizards who specialize in a school of magic.  A specialist wizard still receives one bonus spell for every spell level he/she can cast per day.  However, the specialist wizard does not prepare bonus spells in advance: he/she casts them spontaneously (though they always must come from his/her specialization school).  Casting a bonus spell does not reduce the wizard’s mana pool.  If metamagic feats are applied to the bonus spell, however, the extra cost is removed from the mana pool.  Likewise, if the specialist casts that spell an additional time in the same day the cost is removed from the mana pool (i.e., a specialist can cast a bonus spell for an available spell level for free only once per day).

Metamagic:

· In this variant system, metamagic feats do not use up higher spell levels.  Instead, metamagic feats raise the spell’s mana cost.  Feats that normally use up a spell slot 1 level higher increase the spell’s mana cost by +50%, 2 levels higher by +100%, 3 levels higher by +150%, and 4 levels higher by +200%.  Round fractions down, but applying a metamagic feat always increases a spell’s cost by at least 1 point.

· When multiple metamagic feats are applied to a spell, the cost increases are cumulative (for example, Empower Spell and Quicken Spell used together increase the spell’s mana cost by +300%).
· No metamagic feat can be used to increase a spell’s cost by a percentage more than 50 times 9 – the spell’s level (e.g., by no more than 300% for 3rd-level spells).  Furthermore, no metamagic feat can be used to raise a spell’s total cost above 55 mana points (45 for “cure” spells).
· Metamagic feats are always applied to a spell spontaneously and do not penalize the spell’s casting time.
