AD&D 6th Edition House Rules:
Flanking:

1.1 When flanked, if the flanked character has a Dex or Dodge bonus, he can apply his Dex and/or Dodge bonus to one attacker, but gets a penalty of that amount for the other attacker.  If so, that character is not considered to have lost his Dexterity bonus for the first attacker.  

1.2 A creature two size categories or more smaller than you cannot flank you.

MP (Mind Power):

2.1 There is a seventh Ability Score called Mind Power.  Mind power is your personal natural magical strength.  Mind Power affects how much damage and/or healing you will do with magic.  It affects healing potions you drink, fireballs you cast and any other magical healing or damage that you initiate using dice to decide how much.  The bonus or penalty applies after the roll is made, but will not adjust it past either of the maximum boundaries of the roll.  If the roll is 1d6, the bonus or penalty will not adjust it above 6 or below 1.  For a roll of 3d6+5, it will not adjust it above 23 (3x6+5) nor below 8 (3x1+5).  Mind Power is used for Concentration skill checks instead of Con.

Criticals and Fumbles:

3.1 Rolling a 1 on a d20 skill check or attack roll is not automatically a failure, it is treated as a -10. In combat, natural 1s should be backed by a secondary roll. Natural 1s are also not considered a fumble if backed by a success.

3.2 Rolling a 20 on a d20 skill check or attack roll is not automatically a success, but is treated as a natural 30. In combat, natural 20s should be backed by a secondary roll as normal to ensure a critical hit.

Additional Feats: 

Improved Mind Power

Improved mind power negates the adjustment cap for magical healing and damage for your character.  With this feat, you may add your entire MP bonus to any magical damage or healing you cause or magical healing you receive.

Fae-Touched
Fae-touched are humanoids with animal traits.  They are either born or made, always through Fae contact.  Sometimes the Fae has a purpose for this bestowal (like Merlin) but sometimes the Fae is unintelligent and grants no purpose, or the purpose is lost as the Fae is slain before the purpose can be realized. Fae-touched can be made in midlife, as the patron fae decides to bestow upon a particular being this special heritage either as a curse or a boon. Fae-touched that are born as fae-touched can be born to a humanoid couple (very rare); to a mixed Fae/humanoid pairing (uncommon); or to an animal pairing signifying that Fae (more common for medium or large fae-touched). Some born fae-touched do not know their own heritage, however, as they are orphaned or abandoned at an early age. Fae-touched gain racial stat adjustments reflect their heritage, racial skill bonuses, are small, medium, or large sized, may gain natural weapons and forms of movement (through level advancement) and are vulnerable to cold iron weapons. 

Personality: Fae-touched tend to take on personality traits of the animals they gain physical traits of.  For example, dog fae-touched tend to be very loyal and detest being alone.

Physical Description: Generally fae-touched are humanoid-shaped with some or many of the physical traits of their fae patron.  There is always enough of the physical traits that anything more than a passing glance would make it very obvious to the viewer that this character is fae-touched.

Relations: Fae-touched are not always accepted by society.  Most societies either fear, shun, or revere them.

Alignment: Fae-touched tend away from lawful alignments simply because of their fae heritage.

Fae-Touched Lands: Fae-touched have no lands of their own.  They are spread thinly across the world, and do not occur in great concentration in any specific part of the world.

Religion: Fae-touched have no society of their own, and thus will often take on the religion of those around them.  

Language: Fae-touched speak the languages they are born to, Common and the language of their animal type.  Because of their physical characteristics, they typically can speak the animal language as well as Common, but with a bit of an accent in both.

Names: Fae-touched are often given names by the fae who created them.

Adventures: Fae-touched often adventure simply because that is literally what they were born to do.

Fae-Touched Racial Traits
The racial traits for fae-touched are based on two things: the animal type, and the humanoid type. 
Stat Adjustments - Any base stat in the animal type of 13 or greater can give the character a +2 if another stat from the base creature at 8 or less is selected to have a -2. An owl for instance has Str 4, Dex 17, Con 10, Int 2, Wis 14, Cha 4. Because the owl’s Dex and Wis are 13 or greater, the fae-touched could take a +2 bonus in either of those if they take a -2 penalty in Str, Int, or Cha. The owl fae-touched could even take a +2 bonus in both Dex and Wis if she took a -2 penalty in two of Str, Int, or Cha.

Size - The size of fae-touched is based on the humanoid type, but affected by the animal type.  If the animal type is 2 or more size categories away from the humanoid type, the size of the fae-touched is equal to the size of the base humanoid but shifted one size category towards the animal size. Otherwise, the size category is equal to the humanoid size. If the size is not Medium, be sure to apply the applicable penalties and bonuses to Armor Class, attack rolls, hide checks, lifting and carrying limits, and weapons and other equipment.

Racial Skills - Every skill with a racial bonus in the animal type becomes a class skill.  At first level, the faetouched gets 4 extra skill points to spend in just those skills, and one extra skill point per level to spend in those skills.

Movement - If base land move for the animal type is less than the base move for the humanoid type, average the two for base land move. Other modes of locomotion in the animal type (such as fly, swim, climb, dig, etc.) may be taken as racial feats.  The speed for that movement type is equal to the speed for the animal up to a max of 30' movement rate. This feat may be taken multiple times per movement type. Each time it is taken, the speed cap increases 10' for that movement type. Racial feats can also be used to increase land speed if animal's base land speed is greater than the character’s base move speed, to max of the animal's base move. Your Dex bonus (or Str for flight and digging) must equal or exceed the number of racial feats taken in a particular movement speed. If the animal type has a special ability related to their movement ability, such as the lizard’s ability to always take a 10 when climbing, you get that automatically with the movement ability.

Natural Attacks - If the creature has any natural attacks, those may be taken as a racial feat.

	Color
	Minor
	Major
	Racial Skill Bonuses

	Black
	+2 Dex, -2 Wis
	+2 Str, -2 Con, -2 Cha
	+2 to Hide, Move Silently and Swim

	Blue
	+2 Int, -2 Wis
	+2 Str, -2 Dex
	+2 to Bluff, Hide, and Spellcraft

	Green
	+2 Dex, -2 Cha
	+2 Str, -2 Con, -2 Cha
	+2 to Bluff, Hide, and Move Silently

	Red
	+2 Int, -2 Wis
	+2 Str, -2 Dex
	+2 to Appraise, Bluff, and Jump

	White
	+2 Dex, -2 Int
	+2 Str, -2 Int, -2 Cha
	+2 to Hide, Move Silently and Swim

	Brass
	+2 Con, -2 Int
	+2 Con, -2 Dex, -2 Cha
	+2 to Bluff, Gather Information, and Survival

	Bronze
	+2 Str, -2 Dex
	+2 Str, -2 Dex, -2 Cha
	+2 to Disguise, Swim, and Survival

	Copper
	+2 Dex, -2 Wis
	+2 Dex, -2 Con, -2 Cha
	+2 to Bluff, Hide, and Jump

	Gold
	+2 Wis, -2 Int
	+2 Wis, -2 Dex
	+2 to Disguise, Heal, and Swim

	Silver
	+2 Cha, -2 Wis
	+2 Cha, -2 Dex
	+2 to Bluff, Diguise, and Jump


Natural Armor - If the creature has a natural armor bonus, you may gain a +1 natural armor bonus to AC as a racial feat. This feat may be taken multiple times, and its effects stack. You may not take this feat more times than the creature has natural AC bonuses, or greater than your Con bonus. 

Ex Abilities - Ex abilities may be taken as racial feats. The exception to this are senses which the fae-touched automatically gets.

Automatic Languages - Common + Animal type.

Bonus Languages - Aquan, Auran, Draconic, Giant, Sylvan. 

Bonus Racial Feat  - Fae-touched get one racial feat at first level, which must be used toward a racial ability, such as movement or gaining an Ex ability of the animal. Any feat gained by the character can be used toward a racial feat.

Darkvision, etc. - The fae-touched creature has all extrasensory abilities of the animal and humanoid type, such as darkvision, blindsense, low-light vision, keen scent, etc.

Cold Iron - Fae-touched creatures are vulnerable to weapons made with cold iron. Cold iron weapons deal an additional 1 point of damage per die to fae-touched characters.

Fae-Touched Template - Human Fox
Stat Bonus Candidates: Dex, Int, Cha. 

Stat Penalty Candidates: Str, Con. 

Size: Medium

Racial skills: Hide, Move Silently, Survival. 

Movement 30’. 

Possible Racial Feats: +10 move (taken only once to the max of 40’), Bite 1d4, Nat AC +1 (can be taken twice to a total of +2).

Automatic: Low light vision, Scent (+4 to Track when using sense of smell).

Dragonkin
Dragonkin are humanoids with dragon traits. Many dragons are fond of taking humanoid form, and the dragonkin are literal descendants of a dragon and humanoid pairing.  Depending on how much dragon blood a particular dragonkin has, they will manifest differing amounts of traits. Half and quarter blood dragonkin have very obvious physical differences, as well as many abilities and attributes. Eighth blood dragonkin will have some physical traits of the 

dragon as well as some abilities and attributes. Sixteenth blood and less tend to just have a few attributes. However, all dragonkin that realize their heritage can work towards becoming more and more dragonlike by taking special racial feats in place of normal feats.

Personality: Dragonkin tend to take on personality traits of the dragons they are decended from. Green dragon dragonkin will tend to want to fight first for the sake of fighting. Brass dragon dragonkin will tend to be very talkative. All dragonkin have a great fondness for treasure.

Physical Description: Half blood dragonkin will be scaled all over (always matching the color of the parent dragon type), have claws, wings and a tail, spines and very reptilian facial features, dragonish eyes, and horns. They will often have some hair as their humanoid parentage. Quarter blood dragonkin will have a tail and smooth scales all over their body and have very reptilian facial features as well as dragon eyes. They may have wing stumps, horns, or claws and usually have most the same hair as the humanoid parentage. Eighth blood dragonkin will have far more humanoid features, tinted skin and a few patches of scales where rough skin would normally be, and any number of the following things: a small (less than a foot long) tail, tiny (one inch) horns, vestigal claws, wing stumps, and/or dragon eyes. Sixteenth blood and less dragonkin will not have any obvious dragonish features at all, but will likely have sharp facial features, lightly tinted skin and thinner hair.

Relations: Dragonkin are not always accepted by society.  Most societies fear, shun, or revere them.

 Alignment: Dragonkin tend towards the alignments of their heritage.

Dragonkin Lands: Dragonkin have no lands of their own.  They may find solace with their parent dragon or humanoid (if they know them), but generally half or quarter bloods will not have a place in society.  Eighth bloods might find acceptance, while sixteenth bloods should generally have little trouble blending into humanoid society.

Religion: Dragonkin have no society of their own, but may find themselves worshipping a god of dragons or a god of strength or magic.  

	Racial Feats
	Prerequisites
	Benefit

	Claw Attack
	Must be a dragonkin
	Grow claws and gain attack with claws

	    Breath Weapon
	Claw Attack, Natural Armor, Energy Resistance
	Gain 2d8 breath weapon as dragon type

	        Greater Breath Weapon
	Claw Attack, Natural Armor, Energy Resistance, Breath Weapon
	Breath weapon improves to 4d8

	    Multiattack
	Three or more natural attacks
	Secondary attacks at –2 penalty

	    Tail
	Claw Attack
	Grow tail and gain a tail attack

	    Wings
	Claw Attack
	Grow wings and gain ability to glide at ½ move

	        Flight
	Claw Attack, Wings
	Double flight speed to max flight speed

	        Wing Attack
	Claw Attack, Wings
	Gain wing buffet attack

	Natural Armor1
	Must be a dragonkin
	+1 Natural AC

	    Damage Resistance1
	Natural Armor
	Damage Resistance 1/Magic

	    Energy Resistance
	Natural Armor
	Resistance 5 to energy type of dragon's breath

	        Spell Resistance
	Natural Armor, Energy Resistance
	Spell Resistance 10+ MP Bonus

	Secondary Movement
	Must be a dragonkin
	Gain secondary movement ability (if any)

	1 You can gain this feat multiple times.  Its effects stack.


Language: Dragonkin speak the languages they are born to, Common and often Draconic.

Names: The names for Dragonkin are either based on their dragon heritage, based on the humanoid heritage, or a mix of the two.

Adventures: Dragonkin adventure for treasure (the can’t help it) or to find a place in the world for themselves. Sometimes a dragonkin may adventure to find out more about his heritage or to explore his heritage through growing his dragonlike abilities.

Dragonkin Racial Traits
The racial traits for dragonkin are dependent on how much dragon blood they have. 

Stat Adjustments – Only half, quarter, and eighth blood dragonkin get stat adjustments.  Half blood dragonkin get the major and minor adjustments for their dragon type, while the others only get the minor.

Size - The size of a dragonkin is based on the humanoid heritage. For example, a gnome/dragon hybrid is Small, while a human/dragon is Medium.

Skills – Every dragon type has a unique set of racial skill bonuses. These skills are always class skills no matter what classes they take.  Dragonkin with a tail gain a +2 to Balance checks.

Movement – The base land move for the dragonkin is equal to the base move for the humanoid type. Other modes of locomotion as listed in the table may only be earned via Dragonkin Heritage levels.  The speeds are listed for Medium dragonkin, and are always 10’ less for Small dragonkin.

Darkvision, etc. – Half blood dragonkin have darkvision 60’ and low light vision. Quarter blood dragonkin have darkvision 30’ and low light vision. Eighth blood dragonkin only have low light vision. One sixteenth dragonkin get no special vision abilities even if their humanoid lineage has some.

Automatic Languages - Common.
Bonus Languages - Any. 

Racial Feats – Instead of taking a normal feat, a dragonkin may take one of their racial feats. 

Dragonkin Racial Feats

Breath Weapon

You have developed the ability to use the breath weapon of your dragon heritage.

Prerequisites: Claw Attack, Natural Armor, Energy Resistance.

Benefit: You may use the energy breath weapon of your heritage 2/day. Using it is a standard action.  When you use it, you cannot use it again until 1d4 rounds later. If the weapon is a line, the length is 60 feet and it is 5 feet tall and 5 feet wide. If the weapon is a cone, it is 30 feet long. The attack deals 2d8 damage and has a reflex DC equal to 10 plus 1/2 your level plus your Con bonus.

Normal: A dragonkin normally does not have a breath weapon.

Claw Attack

Your claws are deadly weapons.

Prerequisites: Must be a dragonkin.

Benefit: Your claws do 1d6 lethal damage each. You no longer are considered unarmed when carrying no other weapons.

Normal: A dragonkin normally cannot do lethal damage with her claws.

Damage Resistance

You regenerate damage as it occurs.

Prerequisites: Natural Armor.

Benefit: You gain damage resistance 1/Magic.

Special: A character may gain this feat multiple times. Its effects stack.

Energy Resistance

You have gained some immunity to energy of the breath weapon your dragon heritage uses.

Prerequisites: Natural Armor.

Benefit: You gain energy resistance 5 to the type of energy produced by the dragon breath your dragon heritage could use.

Flight

You have mastered your wings and have learned to truly fly like a dragon.

Prerequisites: Claw Attack, Wings.

Benefit: You gain the full flying movement for your dragon type. Your maneuverability is average.

Normal: A half blood character starts with wings but cannot use them to fly without the Flight feat.

Greater Breath Weapon

You have improved your ability to use the breath weapon of your dragon heritage.

Prerequisites: Breath Weapon, Claw Attack, Natural Armor, Energy Resistance.

Benefit: You may now use the energy breath weapon of your heritage 3/day. If the weapon is a line, the length is now 80 feet and it is 5 feet tall and 5 feet wide. If the weapon is a cone, it is now 40 feet long. The attack deals 4d8 damage and has a reflex DC equal to 11 plus 1/2 your level plus your Con bonus.

Multiattack

You are adept at using all your natural weapons at once.

Prerequisites: Must have 3 or more natural attacks.

Benefit: Your secondary attacks with natural weapons take only a –2 penalty.

Normal: Without this feat, your secondary attacks with natural weapons take a –5 penalty.

Natural Armor

You have tougher, scaly skin.

Prerequisites: Must be a dragonkin.

Benefit: You gain a +1 natural armor bonus to your Armor Class.

Normal: A dragonkin normally gets no natural armor bonus to her Armor Class.

Special: A character may gain this feat multiple times. Its effects stack.

Secondary Movement

	Color
	Breath Weapon Type
	Earned Move

	Black
	Line of acid
	Fly 50, Swim 30

	Blue
	Line of lightning
	Fly 50, Dig 20

	Green
	Cone of acid gas
	Fly 50, Swim 20

	Red
	Cone of fire
	Fly 60

	White
	Cone of cold
	Fly 40, Climb 20

	Brass
	Line of fire
	Fly 50, Dig 30

	Bronze
	Line of lightning
	Fly 50, Swim 30

	Copper
	Line of acid
	Fly 50

	Gold
	Cone of fire
	Fly 60, Swim 30

	Silver
	Cone of cold
	Fly 60


You have mastered your form’s special movement abilities.

Prerequisites: Must be a dragonkin.

Benefit: You gain the non-flying secondary movement for your dragon type. If your dragon type has none, you may not take this ability.

Spell Resistance

You have gained a resistance to magic spells.

Prerequisites: Natural Armor, Energy Resistance.

Benefit: You gain a spell resistance of 10 plus your MP bonus.

Tail

You have grown a flexible tail and can use it to balance and as a weapon.

Prerequisites: Claw Attack.

Benefit: Your tail slap does 1d8 lethal damage. Your tail gives you a +2 to Balance checks.

Normal: A dragonkin may start with a tail, but cannot do lethal damage with it without this feat. A dragonkin with a tail but without this feat simply has a stiffer and smaller tail that isn’t as effective.

Wings

You have grown wings and have begun to learn how to use them to fly.

Prerequisites: Claw Attack.

Benefit: You gain half the flying movement for your dragon type. Your maneuverability is clumsy.

Normal: A half blood character starts with wings but cannot initially use them to fly. She is otherwise considered to already have this feat for the purposes of feat progression.

Wing Attack

Your wings are tough and suitable for attacking foes at a range.

Prerequisites: Claw Attack, Wings.

Benefit: Your wings do 1d4 lethal damage each. They have a reach of 10.

Normal: A dragonkin may start with wings, but cannot do lethal damage with it without this feat.

Unfinished:

- Dark Human - 5'9" Ancient mostly CE race of humans who long ago deeply admired Koron who blessed them with red eyes + dark skin.  +2 when hiding in shadow.  Eyes glow when angry.

- High Human - 5'11" Strong willed race who worship Kala and lived on the ice plains.  Pure white skin and hair + icy blue eyes.  Can gain magic resistance.

Elves

- Desert Elves - 4'6" Short thin fast 40' move.  These elves live in desert caves and have infravision 120'.  They gain a naturally tough skin.

- Wood Elves - 4' Small.  Short, animal empathy.  They can gain a wolf companion.  +4 to hide in wooded areas.  Infravision 60'

- Jungle Elves - 3'6" Small.  Preferred Shapeshifters Small, no Dex/Con adjustments. +2 Hide, Move Silently. 60' infravision.

- High Elves - 6'10" Society, City, Wizards.  These tall elves live in the mountains and some learn to ride the backs of giant eagles.  Ride +4, infravision 60'.

