Pathfinder House Rules – 09/21/2009
1.  Beginning characters can be created in either of the following ways:

a.  roll 4d6, dropping the lowest die.  The dice must be rolled in the presence of the DM.  The results can be discarded only if the character has no attribute higher than 13 or the total modifiers are zero or less.

b.  Standard point buy.  Total of 25 points.

2.  Characters gain +1 attribute every even level, rather than every 4th level.

3.  A 1st level Wizard may choose to exchange the ability Familiar/Item Bonding for one of the wizard bonus feats.

4.  The retraining rules from PH II (p. 192) are used.  To recap, whenever a character in advances in level he can choose to do one of the following:

a.  exchange one feat for another for which you qualify
b.  transfer up to 4 points from one class skill to another, as long as the max skill level is not exceeded.
c.  exchange one class feature option for another (eg. cleric domain, ranger combat style, choice of familiar, choice of animal companion, choice of rogue special ability, etc.)
d.  exchange one language for another
e.  exchange one spell known for another
f.  trade a class level for a substitution level

A specialist wizard may not use retraining to change specialization or prohibited schools.  A cleric may not change deity without major consequences.

5.  Sorcerers are not limited to a certain number of spells per level each day but use spell points instead.  A zeroth level spell counts as ½ level (round down).  Ex:  A 1st level Sorceror (no bonuses) would have 5 spell points and could cast 0th through 1st level spells.  A 9th level Sorceror (no bonuses) would have 54 spell points and could cast 0th through 4th level spells.  Spell points are regained only by 8 hours of  rest.

6.  For a Sorcerer, metamagic feats are applied to spellcasting by expending additional spell points.  The total number of spell points expended cannot exceed the maximum level of spell that can be cast by the caster.

7.  Wizards and Clerics need not prepare their spells in advance but are limited by the number of spells per level per day.

8.  Beginning characters can choose to take a Flaw, which allows an additional Feat to be chosen.


The next three items deal with the Illusion spells Silent Image, Minor Image, and Major Image in combat (use caster’s BAB to determine melee attacks):

9.  Silent Image – This spell cannot deal damage of any type.  A successful touch attack or the infliction of at least 1 point of damage to the image causes it to vanish.

10.  Minor Image – this spell can be used to create a single creature which appears to fight in combat.  The level of the creature (or hit dice) cannot exceed 2.  Humanoid creatures should be created using the Warrior class, although they may appear to cast spells.  Each time a victim is struck in combat, he gets a Will save (DC 12 + caster’s ability bonus) to disbelieve the damage.  If the save is failed, the victim takes non-fatal damage.  If enough damage is taken to reduce the victim below zero HP, he faints.  All such illusionary damage disappears after 5 minutes rest.  If the save succeeds, the victim cannot be affected by that illusion for the remainder of the spell duration.  If the illusion sustains damage greater than 2 points, it vanishes.  Any one may take a move-equivalent action to disbelieve an illusion.

11.  Major Image – as above, except the victim only gets a Will save (save (DC 15 + caster’s ability bonus) the first time damage is sustained.  Multiple creatures may be summoned, but if the total levels exceed 3, subtract 2 from the DC per level of difference.   These creatures may speak in any language known by the caster.  If the illusion sustains damage greater than 3 HP, it vanishes.

12.  Persistent image – as above.  The victim gets a Will save (DC 18 + caster’s ability bonus).  Multiple creatures may be summoned, but if the total levels exceed 5, subtract 2 from the DC per level of difference.  If the illusion sustains damage greater than 5 HP, it vanishes.

13.  As an option, a 1st level Sorcerer can renounce the ability to take any item creation feats (now or in the future) and in exchange receives a bonus feat.

14.  Add a Synergistic Feat: gain a +2 on any two related skills (if you have 10 or more ranks in one of these skills, the bonus increases to +4 for that skill).  Cannot duplicate any other feat.

15.  Wands deplete on a roll of 00.  Alternately, a wand will start out with a d20 charge die when created. When you use it, roll a d20. On a 1, it goes down a die to a d12, then d10, then d8, then d6, then d4. If you roll a 1 on a d4 charge die, the wand is completely expended.  Multiple charges require multiple rolls.

16.  Wands always function using the wielder’s DC (much simpler).

17.  Magic items require gp cost / (50*caster level) days to create.

18.  Certain magic items cannot be purchased: attribute buffs, ring of protection, amulet of natural armor, cloak or protection. Rationale: too good.  Such items can still be found as treasure or crafted by PCs.

19.  Bardic music can be invoked as a swift action.

20.  See the Darkness table

21.  Magic items have a resale value of 10%.

22.  Intimidate uses either Strength or Charisma (highest).
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