PLAYERS HANDBOOK ERRATA

Page 21 - The wizard and illusionist spells per day table has an
error at 20th level. The spells per level at 20th level should be:
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Page 24 - The cleric and druid spells per day table has an error
at levels 17-20. At levels 17-20, clerics and druids should have

seven O-level spells per day instead of six.

Page 22 - the bonus progression for the illusionist is missing
the +5 bonus at 13 level for the Sharp Senses ability.

Page 33 - An elf is allowed a saving throw against sleep with a
+10 bonus. This is an exception to the spell description for sleep
on page 94.

Page 35 - A halfelf is allowed a saving throw against sleep with
a +4 (elf lineage) or +2 (human lineage) bonus. This is an
exception to the spell description for sleep on page 94.

Page 40 - in the entry for breastplate, “300 g p” should be “300

gp -

Page 40 - in the entry for a full chain suit, “600 go” should be
“600 gp”'

Page 40 - in the entry for clubs, the throwing range should be
10 feet, not O feet.

Page 41 - in the weapons list, the following should be labeled
with an asterisk and required to be used two-handed: bardiche,
bec de corbin, bill or billhook, crowbill, heavy flail, military
fork, glaive, glaive guisarme, godentag, guisarme, halberd, heavy
lance, light lance, lucerne hammer, man catcher, heavy pick,
light pick, ranseur, scythe, spear, long spear, wolf spear, staff,
trident, and voulge.

Page 41 - Flamberge is misspelled “Flameberge”.
Page 41 - Main Gauche is misspelled “Main Guache”.

Page 41 - the stats for a poniard suggest it is a polearm when in
fact it is the same size as a dirk with the following exceptions:
the blade is slim, triangular or square, and is used for stabbing
in close quarters. The damage and weight of this weapon
should be identical to the dirk, including the elimination of the
+2 bonus against certain armors. The price should be retained,
as poniards were more decorative than practical.

Page 41 - The damage in footnote 4 should be 1d4, not 14.
Page 42 - Javelin damage is 1d4.

Page 42 - All belt pouches on the equipment list should have a
superscript 2 attached to them to reference the following note:

"2 A humansized character cannot place more than two large
pouches and one small pouch on a belt. Large belt pouches
equal one scabbard, one quiver, two small pouches, or one spell
component pouch in size."

Page 42 - Belt Pouch, Spell Component has EV 2(w) and
should have superscript 1 attached to reference note 1 on page

43.

Page 42-43 - Flasks, holy water flasks, and flasks of oil should
have superscript 1 attached to reference note 1 on page 43.

Each flask has CAP 1 pint.

Page 43 - Delete superscript 1 from quivers. Quivers have EV
2(w).

Page 43 - the capacity for a large sack is 10 while the small sack
has a capacity of 6. The capacity for a shoulder pack is 10 and
its EV is 3(w).

Page 45 - Replace the first paragraph of the Worn and
Capacity Objects section with the following:

"The EV for objects assumes that the character is carrying the
object. Some objects are instead designed to be worn by the
character (clothes, armor, etc.). As such, load-bearing items
(such as backpacks, sack, chests, etc.) reduce the total EV of the
items inside by 1 for every 2 points (i.e. divide total EV by two,
rounding down) of EV contained within. Thus, a character that
has a backpack carrying a Bedroll (EV 3), hammer (EV 2), 50
nails (EV 1), and one torch (EV 1) would have a total EV for
the items of 7. This would be reduced to 3 (7/2 = 3.5, rounded
down to 3) and thus make the backpack's total EV 4(w) (EV of
1(w) for the backpack plus the modified EV 3 for the items
contained within). Also note that load-bearing items and worn
items can reduce the EV of the items to 0, as would be the case
of a Small Pouch carrying 1 EV of equipment. One-half of 1
EV, rounding down would be 0 EV, so the EV of the Small
Pouch and the item contained within would be 0 EV."

Page 45 - In the section on expert weapons and armor, the
phrase “spears which extra points” should instead read “spears
with extra points”.

Page 47 - delete “per level” from the cost of writing a spell into
a spell book. The cost is 100gp per page.

Pages 51-104 - In the spells section, there are several spells that
have asterisks missing, both in the spell lists and the full spell
descriptions. The following alphabetical list notes the spells and
the pages where the missing asterisk occurs.

Antipathy (Page 58)

Cure Critical Wounds (Page 53)

Cure Serious Wounds (Page 53)
Darkness (Pages 51, 55, 57)

Detect Chaos, Evil, Good, Law (Page 68)
Discern Location (Page 52)



Dispel Chaos, Evil, Good, Law (Page 70)

Fire Shield (Page 73)

Hallow (Page 51)

Healing Circle (Pages 51, 77)

Holy Aura (Page 77)

Locate Object (Page 51)

Mass Heal (Page 52)

Protection from Chaos, Evil, Good, Law (Page 88)
Restoration (Page 51)

Tongues (Pages 51, 55, 100)

Page 55 - The brief description for ray of enfeeblement does not
match the full spell description on page 89. Replace the
description with the following, “-1 on to hit and damage rolls
per four levels.”

Page 68 - Dancing Lights is a level O wizard and illusionist spell.
Page 72 - Entangle area of effect is a 50 foot diameter circle.

Page 77 - Holy Aura is a reversible spell and should have an
asterisk in its title. The spell description should be edited to
reflect this.

Page 84 - In the Move Earth spell, the amount of earth moved
cannot exceed 10 feet in depth.

Page 84 - Obscuring Mist is shown in the spell description as
usable by clerics and illusionists, but the spell lists show the
spell as being usable by druids and illusionists. The spell lists
are correct.

Page 86 - Polymorph Self/Other is given twice, once as Polymorph
Self/Other, and once as Polymorph Other.

Page 89 - Remove Blindness or Deafness is a level 3 cleric and
level 2 illusionist spell.

Page 96 - certain familiars in the summon familiar spell have
more than one value in items like movement and armor class.
The extra values refer to giantsized versions of the creature.

Page 97 - the example given for Summon Lesser Monster is
incorrect. It should be two 3 Hit Dice and a 1 Hit Dice
creature.

Page 119 - “rogue and thief can disarm” should be “rogue and
assassin can disarm”.

Page 120 - In the third paragraph, first column, under Hit
Points, delete the sentence “Constitution modifiers are added
to or subtracted from this” so as to agree with the information
given for Hit Dice on page 9.

Page 124 - in the stat blocks for Goblin/Hobgoblin and Worg,

» » ”

“creature’s” should be “creatures’.



OPEN GAMING LICENSE

This book is published under the Open Game License (OGL) version 1.0a by
permission of Wizards of the Coast, Inc. The Open Game Content appearing
in this book is derived from the 3.0 System Reference Document, copyright
2000 Wizards of the Coast, Inc. All contents, excluding the OGL, is property of
and copyright 2004 Troll Lord Games. All Rights Reserved.

Designation of Open Game Content: The following is designated Open Game
Content pursuant to the OGL v1.0a: all text.

Designation of Product Identity: Product identity is not Open Game Content.
The following is designated as product identity pursuant to OGL v1.0a(1)(e)
and (7): (A) product and product line names, including Castles & Crusades,
Castles & Crusades: Player’s Handbook, Castles & Crusades: Monsters and
Treasures, Castles & Crusades: Castle Keeper’s Guide; (B) logos, identifying
marks, and trade dress; (C) all artwork, logos, symbols, graphic designs,
depictions, likenesses, formats, poses, concepts, themes and graphic,
photographic and other visual representations; (D) logos and trademarks,
including Castles & Crusades, Castle Keeper, SIEGE engine, and Troll Lord
Games, or any other trademark or registered trademark clearly identified as
product identity by the owner of the product identity, and which specifically
excludes the open game content.

OPEN GAME LICENSE Version 1.0a: The following text is the property of
Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc
(“Wizards”). All Rights Reserved.

1.  Definitions: (a)’Contributors” means the copyright and/or trademark
owners who have contributed Open Game Content; (b)”Derivative
Material” means copyrighted material including derivative works and
translations (including into other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work may be
recast, transformed or adapted; (c) “Distribute” means to reproduce,
license, rent, lease, sell, broadcast, publicly display, transmit or otherwise
distribute; (d)”Open Game Content” means the game mechanic and
includes the methods, procedures, processes and routines to the extent
such content does not embody the Product Identity and is an
enhancement over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and means any
work covered by this License, including translations and derivative works
under copyright law, but specifically excludes Product Identity. (e)
“Product Identity” means product and product line names, logos and
identifying marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue, incidents, language,
artwork, symbols, designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or audio
representations; names and descriptions of characters, spells,
enchantments, personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures, equipment, magical or
supernatural abilities or effects, logos, symbols, or graphic designs; and
any other trademark or registered trademark clearly identified as Product
identity by the owner of the Product Identity, and which specifically
excludes the Open Game Content; (f) “Trademark” means the logos,
names, mark, sign, motto, designs that are used by a Contributor to
identify itself or its products or the associated products contributed to the
Open Game License by the Contributor (g) “Use”, “Used” or “Using”
means to use, Distribute, copy, edit, format, modify, translate and
otherwise create Derivative Material of Open Game Content. (h) “You”
or “Your” means the licensee in terms of this agreement.

2.  The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only be
Used under and in terms of this License. You must affix such a notice to
any Open Game Content that you Use. No terms may be added to or
subtracted from this License except as described by the License itself. No
other terms or conditions may be applied to any Open Game Content
distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate
Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-free,
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non-exclusive license with the exact terms of this License to Use, the
Open Game Content.

Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient
rights to grant the rights conveyed by this License.

Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying,
modifying or distributing, and You must add the title, the copyright date,
and the copyright holder’s name to the COPYRIGHT NOTICE of any
original Open Game Content You distribute.

Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as to compatibility, except as expressly licensed
in another, independent Agreement with the owner of each element of
that Product Identity. You agree not to indicate compatibility or co-
adaptability with any Trademark or Registered Trademark in conjunction
with a work containing Open Game Content except as expressly licensed
in another, independent Agreement with the owner of such Trademark
or Registered Trademark. The use of any Product Identity in Open Game
Content does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game Content
shall retain all rights, title and interest in and to that Product Identity.
Identification: If you distribute Open Game Content You must clearly
indicate which portions of the work that you are distributing are Open
Game Content.

Updating the License: Wizards or its designated Agents may publish
updated versions of this License. You may use any authorized version of
this License to copy, modify and distribute any Open Game Content
originally distributed under any version of this License.

Copy of this License: You MUST include a copy of this License with
every copy of the Open Game Content You distribute.

Use of Contributor Credits: You may not market or advertise the Open
Game Content using the name of any Contributor unless You have
written permission from the Contributor to do so.

Inability to Comply: If it is impossible for You to comply with any of the
terms of this License with respect to some or all of the Open Game
Content due to statute, judicial order, or governmental regulation then
You may not Use any Open Game Material so affected.

Termination: This License will terminate automatically if You fail to
comply with all terms herein and fail to cure such breach within 30 days
of becoming aware of the breach. All sublicenses shall survive the
termination of this License.

Reformation: If any provision of this License is held to be unenforceable,
such provision shall be reformed only to the extent necessary to make it
enforceable.
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