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J IM’S RULES REGARDIN G 

EVERYTHING 

EV ER YT H ING WR I T TE N C ON TR ADI CT S AND HA S P R IOR I TY OV ER  AL L P R I O R  R U LING S  

GENERAL 

1. You will have fun. That’s not a promise, that’s a command. 
2. It is the prerogative, but not obligation, of the DM to solicit and accept input before 

determining what is right.  
3. The DM is AA LLWW AA YY SS  right.  
4. If you believe the DM is wrong, please file a complaint with the complaint department. 
5. The game will be run as a cooperative, storytelling, and role playing game. It will not 

be a “Players vs. the DM” tactical game. This does not in any way mean that big battles 
won’t occur and minis aren’t used. It just means that there’s a lot more that goes on than 
just on the grid. 

ETIQUETTE 

Sad to say, but I’ve had some bad experiences in the past with a very, very small minority of players 
who thought Seinfeld, Friends, and Internet Porn would teach them all they needed to know about 
other people. This brings me to put in a couple of friendly reminders: 

1. The Game is by invite only. There is not a big rigorous process for getting an invite… as 
long as you a) haven’t worn out your welcome and b) there’s room in the game, we’ll 
give anyone an invitation to play. 

2. Both the DM and the host of the game have veto power over any invite.  
3. If someone is ruining your fun, please let them and/or the DM know. 
4. The game is primarily a PG-13 game. Keep your XXX fantasies to yourself, the DM and 

probably everyone else just doesn’t want to know. Keep it G if children are present. 
5. Spouses are very important to the people who have them. Do not piss off spouses that 

are not your own, because you don’t have to live with them. Don’t piss off your own 
spouse to be at a game, because you DO have to live with them. 

6. The game starts on time. If you are late, the Bag of PC Holding will be used, but don’t 
expect to share equally in rewards if you make a habit of it. If you’re having problems 
with the time, just tell us, ok? 

 

We now interrupt this rant to bring you your regularly scheduled JRRE…  
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CHARACTERS 

CREATION 

1. Ability Scores: Use Method 1 or Method 2 from the Player’s Handbook for ability score 
generation. Please keep your math handy if using #2 so the DM can check you, or just 
use one of the suggested lines. 

2. All class/race combinations from the PHB are fair game. Additionally, Gnomes as 
described on p.277 of the MM are fair game. 

3. No other races allowed at this time. 
4. Starting level will be determined shortly beforehand and shared with all players. 

CHARACTER POOLS 

1. You may have two characters available for use in the campaign. 
2. You only use one at a time. 
3. You may only swap the active and inactive characters with DM permission. 
4. Both characters earn the same XP. 
5. If one of the characters has not been played in the entire time it takes to gain a level, 

mention this to the DM and you may get some “consolation” treasure to make sure the 
character is able to be swapped (it’s no fun to switch in a level 8 char with no magic). 
This will probably be equal to ONE treasure packet for the level you are moving the 
character FROM. 

ALIGNMENT AND ROLE PLAYING 

1. Your alignment represents your personal outlook on life, not what “side” you are on in 
any mundane sense. At a cosmic level, it matters, but the “natural” and “spiritual” 
worlds are different things. 

2. There is no “role playing” reason, including alignment, for making the game “un-fun” for 
others.  

3. But… there’s no reason that the players can’t have fun with putting their characters at 
odds with one another, as long as it’s the CHARACTERS and not the PLAYERS that are at 
odds. This is a great way sometimes to drive story along. Keep in mind that there will 
probably be a winner at the end of this sort of competition, and you may not be it. 

EQUIPMENT AND ENCUMBRANCE 

There are some additional modifications and clarifications to encumbrance, as well as an extra 
option or two available as house rules. 

ACCESSIBLE GEAR RULES (EXPERIMENTAL HOUSE RULES) 

The “Accessible Gear Rules” are intended to make an abstract, easy, system to avoid the “tool belt 
syndrome” where a character seems to be able to whip out just the right thing right away while 
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being attacked. In essence, no matter how hale and hearty you are, there’s just a limit to how many 
swords, axes, bows, maces, trebuchets and so on you can have strapped to your body and not 
impede your combat performance. The core way for determining how much you can have ready is 
to calculate the number of “hands” for the items you want immediately accessible. Anything else 
must be stowed in a harder to reach spot. 

HANDS CALCULATIONS 

Any item usable in a combat setting as a personal item will have a “hands” value. 

Item Hands 

Off-hand weapons ½ 

One handed weapons 1 

Two handed weapons 2 

Shield 2 (counts as 1 weapon, 1 other item) 

Pouch 1 (any item in a readied pouch is also 
readied) 

Backpack 2 (any item in a backpack is NEVER 
readied) 

Any item <= 1 lb ½ 

Any item <= 3 lbs 1 

Any other item 2 

Ammunition First 20 are part of the weapon, after 
that, assess container weight. 

 

Any item in a container does not count as part of the hands calculations. 

AT HAND ITEMS 

1. You may have up to four “hands” worth of items “At Hand” at any given time. 
2. Of these four, only three and one half may be weapons. 
3. You may keep a maximum of two weapons larger that are not Off-Hand weapons “At 

Hand” regardless of the “hands” count. 
4. If you are mounted on a horse or similar, three more “hands” worth of items may be 

kept “At Hand”. Only two of these “hands” may be weapons. (notice this is “hands”, not 
two weapons) 

5. Some items require adjudication, bulkiness or density will help determine this. 
6. Any two handed weapon MUST be in your hand to be “At Hand”. It may be held one-

handed while you use another item. 
7. Shields may be equipped with a sling so that they may be “At Hand” while not In 

Use/Readied. 

STOWED ITEMS 

1. Items not “At Hand” (“Stowed”) will be required to be “Retrieved” first, a minor action.  
2. You need as many hands free to get to something that is stowed as it requires for use. 

Items tied to or in a backpack always require two hands free. 
3. Any One handed item that is not also Off-hand will count as one half “hand” of your At 

Hand items. 
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4. Any two handed weapon which you stow will also count as one “hand” of your At Hand 
items.  

5. When stowed, weapons do not count against the weapon limit for At Hands purposes. If 
bringing it “At Hand” sends you over your three and half weapon hands, you may not 
make it “At Hand” (drop something first). 

6. Two handed ranged weapons are assumed to have a sling (crossbow) or can be slung by 
their strings (bow).  This slinging does not interfere with backpacks. 

7. Pole type weapons (any weapon where a shaft would make up more than 80% of its 
length such as spear, halberd, or staff) may be tied to a backpack and thus stowed. 

8. Special harnesses are required to stow non-pole type two handed melee weapons. 
Backpacks will interfere with these harnesses and so such weapons will require a move 
action to make ready. 

GENERAL ENCUMBRANCE 

1. Other than the “Hands” rules, Encumbrance will only be approximately enforced. In other 
words, as long as you aren’t carrying what appears to be too much, I won’t pull out the 
calculator.  

2. Remember: Coins weigh 1 pound for every 50, as outlined in the PHB. Coins are about 1 
inch in diameter and about 1/8 of an inch thick. This is about the size of a Sakagewa dollar. 
Gems, but not Astral Diamonds, average 10 to the pound (These are D&D gems, not your 
pansy Kaye/Shane/Zales gems). 

MISCELLANEOUS EQUIPMENT 

You may purchase up to 10 pounds of “Misc. Equip” in 1-pound lots for 5gp per pound. For each 
pound that you have, you have a 5% chance of having any common item weighing less than 1 pound 
and costing less than 2gp. This batch resets itself every gaming session. If you want something 
permanently, you need to buy it separately from this. This represents everyday stuff like string and 
rags that you have stuffed in your pack or wherever. Keep in mind the nice little starter kit in the 
PHB. 

OTHER GAME RULES 

DICE 

Arms Reach Rule: Any die that is rolled which lands out of arms’ reach of the player rolling the die 
WILL be re-rolled. This includes dice that land on the floor or some distance away from the player, 
but still on a level surface. 

Cocked Die Rule: A die that lands next to any object that causes it to stop before it lands properly 
WILL be re-rolled. 

No metal dice unless you bring something adequate to roll them in. A notebook/PHB is not 
adequate. 
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BOOK RULES 

Player’s Handbook only: The only books that a player may have at the gaming table are the Fourth 
Edition Player’s Handbook and such supplements as are needed.  

In fourth edition, there is really no need for a player to have a DMG at the table. There is very little 
to no need for MM at the table as well. 

CREATING MAGIC ITEMS 

Please check with the DM before assuming you can use Enchant Magic Item. In addition to the 
normal Reagents, you will need a “distinctive” example of the item to be enchanted. Some items are 
described as being made in a certain way; this will affect the requirements for Enchant. 

LOGISTICS 

WHAT YOU NEED TO BRING TO EVERY GAME SESSION: 

 You 

 Character Sheet (If you have a history of forgetting them, the DM can hold on to it for you) 

 A healthy imagination, a friendly disposition, and a desire to see things turn out differently 
than you expected. 

WHAT YOU REALLY SHOULD BRING TO EVERY GAME SESSION: 

 Dice 

 Writing implement of choice 

 Notepad or notebook (If anyone can find dry erase boards about ½ letter size anywhere, 
please do tell.) 

WHAT IT IS NICE FOR YOU TO BRING TO EVERY GAME SESSION: 

 Player’s Handbook (Should have at least 1 for every 2 players. 1:1 is ideal) 

 Snacks, drinks, etc. 

 Minis if you want. 

WHAT YOU SHOULD HAVE: 

 Access to a Player’s Handbook at home 

WHAT YOU SHOULD DO: 

 Check your e-mail! 

 Nutrition: We’ll establish whether we all eat beforehand, bring food, or we do group 
takeout/delivery and try to stick to it.  
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VARIOUS TIDBITS ON MINIATURES 

Miniatures are a great supplement to the game. I have a pretty fair supply, there’s no absolute need 
to bring your own, but the more the merrier (bringing a special one for your PC is an excellent 
idea). Any 25mm-30mm “scale” mini is acceptable for play with the following requirements.  

 If you care about them, make sure your minis are marked as yours. If they are hand painted, 
the underside is a great place to put your initials. Finishing bases in a consistent manner 
also serves well. For pre-painted, stickers on the base work too. 

 PLEASE, PLEASE, PLEASE don’t put any minis in play which you’re going to be upset over if 
they get damaged.  Just putting it in a case to take to the game can cause damage to the 
finish. In addition to being moved around, minis will be placed prone or supine to reflect 
various states and things happen. 

 BUT: Please be careful with others’ stuff. Even though we should expect damage to happen 
in play, that doesn’t mean we shouldn’t care. 

 Please make sure your bases are compatible with table tops and vinyl grid mats... make sure 
any flash on metal bases is filed down, there are not any sharp edges, etc. 

 Minis will probably not be used for every single encounter. 

COMPLAINTS 

If you have any complaints, please file these in person with the Director of the Complaint 
Department. The Office of the Director of the Complaint Department can be found at: 

Eternal Torment Office Park 
1313 First Circle 
The Abyss 

Please ask for Ms. Tiamat. All such meetings are dinner meetings, so please come prepared. 


