EXPERIENCE AWARDS

XP is awarded based on Challenge Rating. When awarding experience to characters, use their average CR, not their average ECL, when calculating experience. When determining the amount of experience characters require to advance, use their ECL. The reason for this is simple: CR represents their ability to overcome any individual challenge, whereas ECL represents their staying power or overall usefulness.

A prime example is an epic character. Epic characters have a CR equal to 20 plus one-half their epic levels. A 40th-level paladin has a CR of 30 and an ECL of 40. If said paladin were to fight a 40th-level cleric and win, under normal experience rules he would earn no experience (CR 30 encounter for an ECL 40 character). Using these revised rules, the challenge is considered a perfect match, as it should be.

For simplicity of calculations, use the EL of an encounter instead of the CRs of the individual creatures. It turns many calculations into one.

Some creatures (notable dragons and epic creatures) have CRs based on certain assumptions, assumptions that may not be true in some campaigns.

Dragons’ CRs assumes that a party facing them is at full strength and is aware of the upcoming encounter, and is therefore prepared. This is a situational modifier that reduces CR by 2 and it has already been included in a dragon’s CR. Therefore, increase the CR of all dragons by 2 and then apply situational modifiers as the case arises.

Epic creatures’ CRs assume that a party is able to purchase magical equipment at the prices given in the core rulebooks and that all equipment is generally available. It also assumes that spellcasters have a caster level equal or near their ECL and that characters have bonus epic feats for having pursued a single class extensively. In some campaigns one or both of these conditions may not be true. For each case for which the conditions are not the norm (regardless of whether or not it is true for a particular character) increase the CR of an epic creature by 2. This only applies to creatures from epic source products; solars and other creatures with CRs higher than 20 from products that do not involve epic characters and items are treated normally.

Finally, the current rate of advancement in games is far faster than that of previous editions. Many DMs and players find themselves cheated of past accomplishments when a newly created character in one month exceeds the level of an older character they played for years. This also dampens the sense of accomplishment a player feels when they have a high-level character they worked for. Another frequent occurrence is that a party overcomes a challenge whose CR is more than 7 points higher than the party but without the near-guaranteed death that should accompany such a challenge.

To fix both of these problems, simply reduce the CR of all traps, monsters, and other challenges by 4 points, after all other adjustments. In the case of CRs of 4 or lower, use incremental fractions instead. The benefit of incremental fractions is that the reduction of XP is less pronounced than at higher levels, allowing low-level characters to advance more quickly than higher-level characters, and the fact that characters of medium-level will still receive awards for CR 1-4 creatures, albeit much smaller than previously.

As an optional rule for calculating appropriate experience awards for role-playing accomplishements, as well as a way of quantifying special player activities such as character drawings, miniature paintings, and written stories or journals, use the following qualitative descriptions:

· Character’s CR –5: A player puts more effort into role-playing than usual or otherwise maintains a degree of character uniqueness over and above the norm; a quick drawing, perhaps representing a specific situation, helps define a character’s personality; a short letter written in character; a brief background in writing, similar to what most player’s define for their characters at the time of creation.

· Character’s CR –3: A player shows strong evidence of sharing the anger, love, or other emotion of their character while role-playing or otherwise makes an empassioned speech or argument tailored to their character’s personality; painting a miniature specifically to represent a character; a detailed background, a story of an adventure that took place outside of gameplay, or an above-average daily journal, any of which should be no less than one page.

· Character’s CR –1: as below, but for comical situations resulting in laughter from a sober DM

· Character’s CR: A player puts such passion into their role-playing that the brings tears to a DM’s eyes or otherwise provoke a strong emotional reaction; a miniature that perfectly matches the character is custom-painted with an eye for unique details; any written work equalling or exceeding five pages.

SAMPLE DISTRIBUTION OF EXPERIENCE AWARDS:
Average party CR: 12 (Caeldrim) + 22 (Linelle) + 22 (Azrael) + 16 (Falaris) /4 = 18

Total party ECL: 12 (Caeldrim) + 22 (Linelle) + 24 (Azrael) + 16 (Falaris) = 74

Share of XP earned:

Caeldrim: 12/74

Linelle: 22/74

Azrael: 24/74

Falaris: 16/74

In response to arguments that the contributions of some characters are not proportionate to their relative ECL: The CR of creatures encountered is not determined by relative strength either. Do you want it to be?

TRAPS

Crushing Floor: CR 5 (6d10 damage mechanical) +1 (sliding stairs) = EL 6

Glyph of Warding: CR 7 (6th-level spell) +3 (falling risk) +4 (9th-level spell add-on) +1 (animation) = EL 

15

Flipping Door: CR 2 (2d6 damage) +1 (falling risk) +2 (2nd-level spell) +1 (slick walls) = EL 6

Rot Grubs: CR 11 (3rd-level spell required to overcome) = EL 11

Lightning Stairwell: CR 4 (3rd-level spell) +1 (2nd bolt) +2 (strength-drain) = EL 7

Teleportation Dirt: CR 3 (gelatinous cube) +3 (spiked pit) +4 (difficult situation) = EL 10

Platform Peril: CR 9 (8th-level spell) +1 (8th-level spell add-on) +4 (falling risk) +3 (hidden risk) = EL 17

Wall of Force: CR 6 (5th-level spell) +2 (electricity damage) +1 (locked door) = EL 9

TRICKS

Bloody Hands Transport: Average party CR –3 (zero-risk experimentation) = EL 15

CREATURES

Trolls and Black Puddings: CR 7 (black pudding) +6 (8 encountered) +1 (lower-CR trolls) +1 (climbing) +2 (surprise) = EL 16

Images of Vytholus: CR 18 (Vytholus image) +4 (4 encountered) = EL 22

Thornslingers: CR 2 (thornslinger) +3 (3 encountered) +1 (difficult situation) = EL 6

Daergul and Yquis: CR 15 (Yquis) +1 (Daergul) +1 (difficult situation) +1 (reverse gravity) = EL 18

Medusa and Manticores: CR 9 (medusa) +2 (2 encountered) +2 (manticores) +1 (mirrors) +1 (portcullis) = EL 15

Subtracting 4 from all ELs yields:

EL 11 or less (x10), 12, 13, 14, and 18

An 18th-level party earns 450 XP for any EL of 11 or below that presents a challenge. Total XP: 12,825

Caeldrim: 2,080 xp

Linelle: 3,813 xp

Azrael: 4,159 xp

Falaris: 2,773 xp

This roughly equates to 52,000 xp each in 2nd-Edition. The suggested xp award in the 2nd-Edition module is 21,503 xp each... SO YOU’RE ALL STILL EARNING MORE THAN DOUBLE THAN 2ND ED!

