Quick Reference of Changes Between 6.8 and 7.0

Chapter 2 – General Rules
Playing Down

· Pg 26 – If you are not playing at your character’s current level there are now specific rules to follow.

Subdue

· Pg 28 – This is an alternative to Throat Slit.
Chapter 3 – Weaponry 
Thrown Weapons

· Pg 36 - Acid and Flaming Oil damage was increased.
· Pg 36 - Holy Water damage is set by the script not the rules.

Chapter 4 - Armor
Shields

· Pg 39 – Shield size is determined by their outside circumference not, a 30” diameter or a 24”X36” rectangle.  This allows for much greater variety of shapes.  Note there are still some minimum dimensions that you must meet.

Chapter 5 - Combat
Combat

· Pg 40 – You are now required, for the most part, to verbally respond to an attack that has no effect on you.

Propelled Missile Combat

· Pg 45 – This type of combat has changed too dramatically for a short explanation, please read this thoroughly.

Opportunity Fire

· Pg 48 – New option when using missile combat, where you can state a spot you will fire at without a target present at the time.

Archery Testing

· Pg 49 – New rules for testing.
Knockdowns

· Pg 52 – New methods for taking a knockdown.

Encumbrance/Pursuit

· Pg 54 – Encumbrance number is equal to the armor you are wearing, shields add one and Knight Strengths subtract from the number.  The lower number wins.

Chapter 6 – Poisons and Diseases
Poisons

· Pg 56 – Some poison types have changed definitions

Chapter 7 – Character Changes and Death
Permanent Life Point Changes

· Pg 58 – These losses are now capped, unless game design states differently.

Fate Point Option

· Pg 61 – Replaces the “Clone Rule”.

Chapter 8 – Lock System
Lock Difficulty

· Pg 64 – The definition of what qualifies for most difficulty has changed.

· Pg 64 – Pictures have been added to show examples of each type.

Chapter 9 – Using SASs
Casting Spells

· Pg 73 – Invocation requirements have been changed slightly and clarified.
Using Abilities and Skills 

· Pg 74 – Invocation requirements have been changed slightly and clarified.

Chapter 10 - Magic
Glyphs

· Pg 80 – All glyphs have been moved to this chapter.

· Pg 80 – Pronunciation guide has been included for all glyphs.

· Pg 86 – Mitnal has a changed effect.

Magic Items

· Pg 87 – What a magic item is has been more broadly defined.

Healing Items

· Pg 89 – These items are no longer based on a SAS, but are pools of healing that can be used in even increments based on your level.

Bonding of Magic Items
· Pg 90 – The rebonding time has been lowered to 4 game hours. 

Activation of Magic Items

· Pg 91 – Invocation requirement have been standardized.

Magic Item Level Limit (MILL)

· Pg 92 – What items your character can use is based on your level.  

Increments

· Pg 92 – Items that have an incremental values (e.g. Fireball), must match the increments that are possible by a unmodified character of the base class.

Maximum Level

· Pg 93 – The maximum level of effect of any SAS from an item is 10th level.

Items and SASs Cannot Effect Other Items

· Pg 93 – Clarification on how SASs and items interact with other items.

Treasure Limits and Approval of Magic Items

· Pg 94 – The total amount of magic items a character can take in to a game is based off of the current experience of the character.

Chapter 11 - Stacking
General Stacking Comments
· Significant changes have happened in stacking, please read the whole chapter.

· The descriptors of Category 1 and Category 2 no longer have any bearing on the use of items.
· All items and SASs fall under the following groups, Special, Damage, Dimension, LI and Time.

· Other than the limited list in the Special category, a character may only gain benefit from one positive and one negative item or SAS from each group at a time.

Chapter 12 - Cleric
General

· Life Points, Spell Points and Damage have changed.

· The ranges of spells have been standardized.

Innate

· Identify Undead now has no cost.
Level 1

· Enhance wording has changed from “positive” and “negative” to “Enhance Damage” or “Enhance Armor”.  All “E” spells work the same.

· Haven can now be cast above your base level.
· Repulse Good/Neutral/Evil now works against Neutral alignments and is a 10ft radius from the target.
· Reveal Magic has a new area of effect.

· Reveal Supernatural Creatures this replaces Reveal Undead.

· Simon’s Spell has a different interpretation.

Level 2

· Additional Armor and Damage vs. Supernatural this replaces the two spells that gave extra armor or damage versus undead.

· God’s/Goddess’s Boon requires less gold.

· Supernatural Wathit is a new spell, it replaces Undead Lore.
Level 3

· Blessed Bolt is a new spell.

· Elemental Protection now protects from earth no matter the class that casts it.

· God/Goddess Favor new spell.

· Know Aura now a cleric spell as well as MU.

· Reveal Curse is a new spell.

Level 6

· God’s/Goddess’s Hammer is no longer variable in cost; damage is based on your level.

Level 7

· Cleanse is a new spell.

· God’s/Goddess’s Shadow has been moved to this level.

Level 8

· Truth Force has been changed from Truth Tell.
Level 9 

· Killing Attack vs. Supernatural Creature replaces Killing Attack vs. Undead and maximum damage has changed.

· Purify is a new spell.

· Restore Permanent Life/Spell Points has been moved to this level.

Level 10

· Raise Dead mechanics have changed

Chapter 13 - Druid
General

· Life Points, Spell Points and Damage have changed.

· The ranges of spells have been standardized.

Level 1

· Clinging Vine allows you to fall down if your character chooses or go unconscious. 

· Reveal Magic has a new area of effect.

Level 2

· Flare now does elemental damage that the cast chooses at casting.

Level 3

· Elemental Damage is a new spell.

· Elemental Protection can now be cast on another by a Druid. 

Level 4

· Tree Shift requirements have been changed.

Level 5

· Earth Slap is a new spell.

· Plant Seek has changed

· All plants found by the use of this spell will last all day.

· Motherwort is a new plant available.

· Resin is a new plant available.

· Sponge is a new plant available.

Level 6

· Rock to Mud now specifically states how it can be used in combat.

Level 7

· Dust Storm can be countered in a new way.

Level 8

· Aspect of the Beasts has significant changes.

· Flower of Avalon has specific activation requirements.

Level 9 

· Aspect of the Elements replaces Elemental.
· Elemental Fury replaces Earthquake.

Chapter 14 – Fighter
General

· Life Points, Spell Points and Damage have changed.

· Fighter Skills have a minimum of 2 uses per day.

· Several related skills us the same “pool” of uses look for the *.

Level 1

· Battle Field Lore is a new skill.

· Fighter’s Recovery has been moved to this level with changes.

· Gauge Opponent – Armor split of the previous Gauge Opponent.

Level 2

· Blade Sharp +1 has moved to this level.

· Gauge Opponent – Damage split of the previous Gauge Opponent.

Level 3

· Gauge Magical Weapons and Armor moved to this level.

· Weapon’s Instructor has moved to this level.

Level 4

· Bind Weapon has moved to this weapon.

· Fighter’s Recovery in Combat has been moved to this level replaces Improved Fighter’s Recovery.
· Gauge Opponent – Total Armor is a new skill.

Level 5

· Blade Sharp +2 has moved to this level.

· Disengage has moved to this level.

· Gauge Opponent – Total Damage is a new skill.

Level 6

· Battle Focus is a new skill.

· Disarm has moved to this level.

Level 8 

· Blade Sharp +3 has moved to this level.

Level 9

· Battle Fever: Limited Knockdown Immunity has been changed.

Level 10

· Extreme Blade Sharp is a new skill.

Chapter 15 - Knight
General

· Life Points, Spell Points and Damage have changed.

· All Strength abilities except for level 1 has had the cost lowered.

Innate

· +0 Magic Weapon is gained by the knight at 1st level.

· Immunity to Magical Diseases is now gained at 4th level.

· +2 Magic Weapon is now gained at 5th level. 
· Plate armor is now gained at 6th level.

· +3 Magic Weapon is now gained at 7th level.

· Improved Immunity to Fear gained at 8th level.

· Immunity to Enthrall gained at 9th level.

· Attuned Magic Weapon gained at 10th level.
Level 1

· Identify Supernatural Creature is a new ability.

· Reveal Supernatural Creature has a new area of effect.

Level 2

· Supernatural Wathit is a new ability.

Level 3

· +1 vs. LI now has an immediate counter option.

Level 6
· +2 vs. LI is a new ability.

· Neutralize Magical or Supernatural Disease is a new ability.

Level 8

· Killing Attack vs. Supernatural Creature maximum damage has changed.

· Nullify Point Drain is a new ability.

Level 9

· Numbing Blow has moved to this level.

Level 10

· Death Commitment has a new mechanic.

Chapter 15 – Magic User
General

· Life Points, Spell Points and Damage have changed.

· The ranges of spells have been standardized.

Level 1

· Reveal Magic has a new area of effect.

· Savvy gives more information.

Level 3

· Confusion is a new spell.

· Create Scroll has been moved to this level.

· LI Enhancement +1 is a new spell.
· Weakness is a new spell.

Level 6

· Enhanced Savvy has been moved to this level.

· LI Enhancement +2 has been moved to this level.

· Spell Negation only works against LI spells but at a higher level.

Level 7

· Double Effect does not change areas of effect just number of targets or range.

Level 8

· Spell Absorption only works against damaging spells.

Level 9

· Bolt is a new spell.

Level 10

· Killing Attack maximum damage has changed.

Chapter 16 - Monk
General

· Life Points, Spell Points and Damage have changed.

Innate

· Sense Magic Item is now free.
Level 2

· Diagnose Self has been moved to this level.

· Savvy is a new ability for Monks.

Level 3

· Death Feint mechanics have changed.

· Major Lore is a new ability.

· Safe Fall is a new ability.

Level 5

· Balance has been moved to this level.

· Elemental Protection now protects from earth damage as well.

· Missile Protection has been moved to this level.

Level 6

· Killing Monk

· Base Proficiency with Two Weapons is a new ability for Killing Monks.

· Spirit Monk

· Improved Sense 1 is a new ability.

· Improved Sense 2 is a new ability.

Level 7

· Killing Monk

· Delay has been moved to this level.

· Movement Monk 

· Improved Speed is a new ability.

· Spirit Monk

· Life Spark is a new ability for Spirit Monks.

Level 8

· Killing Monk

· Killing Attack maximum damage has changed.

· Spirit Monk

· Life Support mechanic has changed.

Level 9


· Death Commitment has a new mechanic.

· Killing Monk

· Nerve Strike has moved to this level and has a new mechanic.

· Movement Monk 

· Improved Speed is a new ability.

· Spirit Monk

· Life Spark is a new ability for Spirit Monks.

Chapter 17 - Ranger
General

· Life Points, Spell Points and Damage have changed.

· Potions now last for the game day or until used whichever comes first.

· Special arrows are not prepared, they just have a longer aim time.

Innate

· Sense Potion Type is a new ability.
Level 1

· Identify Potion is a new ability.

· Sense Poison has been moved to this level.
· Tie Knots was removed.

Level 2

· Hone Arrow +1 now does 5 arrows at a time.

· Make Arrow has been moved to this level.

· Penetrating Arrow has been moved to this level.

Level 3

· Sense Trap has been moved to this level.

· Target Arrow has been moved to this level.

· +1 LI for Untying Knots has been removed.

· +10% to Archery Scores has been removed.

Level 4

· Hone Arrow +2 is a new ability.

· Investigate Habitation has been moved to this level.

Level 5

· Long Arrow replaces Far Arrow (talk to the Texans about this;-P)

· +10% to Archery Scores has been removed.

Level 6

· Ranger Herbs replaces Find Herbs, mechanic changed.

· Scan has been removed.

Level 7

· Githar’s Arrow has changed.
· Hone Arrow +3 is a new ability.
· Stun Arrow is a new ability.

· Track Lore has been moved to this level.

· Tripline replaces Pitfall.

· 10% to Archery Scores has been removed.

Level 8

· Aspect of the Beasts has significant changes.

Level 9 

· 10% to Archery Scores has been removed.

Level 10

· Killing Arrow maximum damage has change.

Chapter 18 - Thief
General

· Life Points, Spell Points and Damage have changed. 
· Several related skills us the same “pool” of uses look for the *.
Level 1

· Backstab stacking group changed.

Level 2

· Gauge Value of Magic Item has moved to this level.

· People Lore replaces Legend Lore on People.

· Sharpen Daggers +1 is a new skill.

Level 3

· Define Trap – Mechanical has been moved to this level.

· Escape Bonds is a new skill for Thieves.

· Reduce Lock Type, -1 is a new skill.

Level 4
· Bypass Trap – Mechanical has been moved to this level.
· Distrust has been moved to this level.

· Improved Thief’s Hearing is a new skill.

· Intuit Code is a new skill.

· Intuit Trap is has been moved to this level.

Level 5
· Disarm Trap – Mechanical has been moved to this level.
· Sharpen Daggers +5 is a new skill.

· Thief’s Edge replaces Toxin Poison.

Level 6
· Distrust for Others is a new skill.

Level 7
· Brew Venom Poison is a new skill for Thieves.
· Define Trap – Magical is a new skill.

· Dodge Blow is a new skill for Thieves.

· Neutralize Poison Potion is a new skill for Thieves.

· Reduce Lock Type, -2 is a new skill for Thieves.

Level 8
· Improved Conceal Self is a new skill.

· Sharpen Daggers +3 is a new skill.

Level 9

· Disarm Trap is a new skill.

Level 10
· Backstab with Knockdown is a new skill.
· Brew Red Death Poison is a new skill for Thieves.

· Improved Neutralize Poison Potion replaces Neutralize Poison Potion.
Chapter 19 - Loremaster
· Mechanic and range changed.

Appendix B
· Class SAS tables can be found here.
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