Ye Olde House Rules
· Character generation
· Ability Scores
· roll 6 sets of 4d6, keeping the top three of each 4d6 roll and re-rolling all 1’s
· roll another 6 sets of 4d6
· keep the set of six rolls you like the best
· arrange the scores how you see fit to your abilities
· you may shift up to two points from any ability to any other – no ability score can go up or down by more than two points
· Hit points are maximum for 1st level, roll as normal for every level after that and re-roll any 1’s
· Healing potions are at full strength assuming a 5th level caster created them. So:
· Cure Light heals 13 points of damage
· Cure Moderate heals 21 points of damage
· Cure Serious heals 29 points of damage
· Cure Critical heals 37 points of damage
· Idea Rolls: if the DM thinks a character might have a chance at an idea, roll d100; if the roll is equal to or less than the character’s INT score x 3 then the DM will give the player a hint at an idea that might help
· Faith Rolls: if the DM thinks that a character could potentially pull off something of divine importance, roll d100; if the roll is equal to or less than the character’s WIS score x 3 then the DM will make Deus Ex Machina shit happen
· Nat 20’s are always double damage and sometimes result in crazy cool damage / effects
· Nat 1’s are always incredibly unfortunate and open to the DM’s sick sense of humor as to what happens next
· Fortune points: if characters do cool shit that adds to the story or make a brilliant deduction or just about anything that doesn’t have to do with straight hack-and-slash then the DM awards Fortune Points which can be saved and used in the course of the game
· You can use Fortune points thusly:
· Add points to any dice roll
· Use 10 points to do something awesome (DM’s discretion)
· Use 20 points to take back the last dumb thing you did
· HONOR POINTS
· Character classes for the Sakura campaign gain additional kick-ass abilities
· To use the abilities, roll d100 and if it’s equal to or lower than your HONOR points total you get to do one of them!
· You start out with 50 HONOR points. Do something that fits the code of your character class, win more points. Do something that violates your code, lose points. Simple!
· Example: Kiro the Samurai is challenged to a duel with a powerful rival. Kiro says “nope!” and turns it down. What a blow to his honor. He loses 10 HONOR points. 
