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CAMPAIGN AND WORLD RULES MENU

Defense Bonuses
Minimal Changes, Dead Fast Heroes �

Special Training is Available �
No Organizations Needed �
No Influence Checks Needed �
Gold Instead of Influence �

Defense Bonuses Make Sense �
Shields Provide Deflection Bonuses �
Nerfing Natural Armor �
Force Armor Destructive Synergy �

Defense Bonus as World Rule �

Modern Stuff Pulled Over
Action Points �
Occupations/Background Options �

Background Options cost a Feat �
Reputation �
Wealth System �

Split Wealth and Influence �

CAMPAIGN RULES

World Rules: 
Keeping the Players Nervous
Massive Damage Threshold �

Size Matters �
Big Guns are Manly +1 Save DC per ___ dam-

age over MDT
Wounds �

Use Base Critical Threat × _____
Ambushes Suck �
Sirprise Strike... �
One inch to the left… �

A Quantum World
Lucky Hits auto hit on natural ____
Unlucky Breaks auto fail on natural ____

Hitting them Hard +___ attack/+___ damage
Dazing Blows �
Permanent Scars �

Supernatural Power
World Resistance

Arcane SR ___  /Take 10? �
Divine SR ___  /Take 10? �
Psionic SR ___  /Take 10? �
High Level Spell Blocks × ___

Caster Level Reduction
Arcane CL -___
Divine CL -___
Psionic CL -___

Magic Item Suppression
No Cheese greater than ______ gp
All You Need is Cheese less than ______ gp
Power Suppression factor ____

DR is Tough �

Miscellaneous World Rules
Armor Damage Reduction �

Armor Coverage Values �
Just Like Armor Class �

World Rules: 

Notes:

Keeping the Players Nervous
Massive Damage Threshold �

Size Matters �
Big Guns are Manly +1 Save DC per ___ dam-

age over MDT
Wounds �

Use Base Critical Threat × _____
Ambushes Suck �
Sirprise Strike... �
One inch to the left… �

A Quantum World
Lucky Hits auto hit on natural ____
Unlucky Breaks auto fail on natural ____

Hitting them Hard +___ attack/+___ damage
Dazing Blows �
Permanent Scars �

Supernatural Power
World Resistance

Arcane SR ___  /Take 10? �
Divine SR ___  /Take 10? �
Psionic SR ___  /Take 10? �
High Level Spell Blocks × ___

Caster Level Reduction
Arcane CL -___
Divine CL -___
Psionic CL -___

Magic Item Suppression
No Cheese greater than ______ gp
All You Need is Cheese less than ______ gp
Power Suppression factor ____

DR is Tough �

Miscellaneous World Rules
Armor Damage Reduction �

Armor Coverage Values �
Just Like Armor Class �
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