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[P1.5]

3rd Edition Psionics (Psionic Frequency 3)

[Q3]

Ability Score Point Per Level


[T2.6]


Ability Scores




[P2]

Ability Scores, going negative (listed as "Anti-Stats")
[C8]

Ability Scores, going to zero


[P2.6]


Ability Scores, old Collective 1.0 table

[P2.8]

Ability Scores, old Collective 0.X table

[P2.9]

Action Types




[C3]


Action Types (definition)



[T2.3]

AD&D Frequenty Asked Questions


[T2]

Adventures




[A]


Age





[A3]

Alcohol (listed as "Drunk")



[C8]

Alignment




[A1]


Alignment Innates (Innate Frequency 9)

[I9]

Alley Effect




[C8]

Annihilated




[C8]


Anti-Magic Spells (Magic Frequency -1)

[S(-1)]

Anti-Stats




[C8]

Armor





[E3]


Armor Class, Calculating



[C5]

Artifact Abilities (Effects Frequency 7)

[E7]

Artifacts List




[X2]


As You Are




[C8]

Astral (listed as "Phased") (see also Dual-nature)
[C8]

Attacks, Number of



[P6.2]


Average Damage




[C7.2]

Avoid Fate




[C8]

Awarding XP




[M2]


Background Points



[P10]

Barney'd





[C8]

Bash





[C7.2]


Battle Force Rating (BFR), Mass Combat

[C9.1]

Battle Rating (BR), Mass Combat


[C9.1]

Beholder Innates (Innate Frequency 8)

[I8]


Berserk





[C8]

Bibliography




[T3]

BlahR (definition)




[T2.4]


BlahR Evasion




[P8.2]

BlahR, Calculating (multiple sources)

[C5]

Blind





[C8]


Bonus Spells, Simplified



[P2.1-W]

Burned Out




[C8]

Bypassing Armor




[C7.2]


Calculating Combat Values (hp, AC, THAC0, dmg)
[C5]

Called Shot




[C7.2]

Cannot Move




[C8]


Causeall





[C8]

Channeling Classes



[P4.10]

Charm





[C8]


Class Frameworks



[P4.1]

Class Tables




[PC0]

Class Tables, How to Read


[P4.0]


Class VI / Esper-Blind / Damped Restraint

[C8]

Class-based/modifying Powers (Radioactive Freq 6)
[R6]

Classes





[P4]


Classes, Dropping



[P4.6]

Cleave





[C7.2]

Clone Insanity




[C8]

Cloud Innates (Innate Frequency 2)


[I2]


Collective (definition)



[T2.1]

Coma





[C8]

Combat





[C]


Combat Maneuvers (Bash, Parry, etc.)

[C7.2]

Combat Options




[C7]

Combat Sequence



[C4]


Concordant Group Classes, Descriptions

[PC7]

Concordant Group Classes, XP Tables

[PC0.7]

Confused




[C8]


Converting old Collective Psionic Frequencies to new
[PC0.5]

Countered Effect




[C8]

Cover





[C8]


Crapped





[C8]

Crapulence




[C8]

Creature Multipliers



[T2.10]


Cureall





[C8]

Cursed





[C8]

Custom Group Classes, Descriptions

[PC6]


Custom Group Classes, XP Tables


[PC0.6]

Custom Martial Arts Styles



[P7.9]

Custom Races




[P3.9]


Custom Saving Throws



[C2.2]

Cyberspace / Netrunning Psionics (Psionic Freq 8)
[Q8]

d20 System




[T2.11]


Damage, Calculating



[C5]

Dazed / Disoriented



[C8]

Deaf





[C8]


Death (D) Actions




[C3]

Destructed (reverse Resurrection)


[C8]

Diceless PC Generation



[T2.5]


Diminution (listed as "Reduced")


[C8]

Disarm





[C7.2]

Disbelieve




[C7.2]


Disease





[C8]

Disintegrated




[C8]

Dispelled Effect




[C8]


Disjuncted / Disjoined Effect


[C8]

Displacement




[C8]

DNA Scrambled




[C8]


Dodge





[C7.2]

Dominated




[C8]

Double XP Bonus




[P1.1]


Down a Hole




[C8]

Down a Hole Offense



[C8]

Dragon / Elemental Innates (Innate Frequency 6)
[I6]


Drained MF




[C8]

Dropping Classes




[P4.6]

Drowning




[C8]


Drunk





[C8]

Dual-classing




[P4.1]

Dual-nature




[C8]


Dungeon Dressing, Traps, Tricks, Specials

[D1]

Dungeon Modules



[DM]

Dungeons




[D]


Dust of Disappearance



[C8]

[T0] Index  (continued)
Ego Dominated




[C8]

Emotional State Psionics (Psionic Frequency 13)
[Q13]

Empathy Psionics (Psionic Frequency 10)

[Q10]


Enfeeblement




[C8]

Enlarged




[C8]

Enough (Capital E)



[C8]


Enraged





[C8]

Enslaved




[C8]

Equipment




[E]


Equipment, General



[E1]

Erased Forwards and Backwards through Time
[C8]

Escape





[C8]


Esper-Blind / Class VI



[C8]

Ethereal





[C8]

Exhausted / Fatigued



[C8]


Explain (Capital E)



[C8]

Falling





[C8]

Familiars, List




[S0.5]


Familiars, non-offensive / immune rule

[C8]

Fascinated




[C8]

Fatigued (listed as "Exhausted")


[C8]


Fear





[C8]

Feats





[P11]

Feeblemind




[C8]


Feign Death




[C8]


Frameworks




[P4.1]

Free Action




[C8]


Free Proficiencies



[P8.0]

Fumble





[C8]

General Equipment



[E1]


General Inner and Outer Planes Effects

[A6]

General Wildnerness Effects


[A5]

Generic Effects




[C8]


Godly Magic (Magic Frequency 7)


[S7]

Godly Psionics (Psionic Frequency 7)

[Q7]

Gold (Starting Money)



[P1.18]


Golem Magic (Magic Frequency 8)


[S8]

Gone





[C8]

Gravity (Zero/High)



[C8]


Harm (reverse Heal)



[C8]

Haste





[C8]

Head Blown Off




[C8]


Heal





[C8]

Heavily Stunned




[C8]

Held





[C8]


Heroes/Gods List




[X1]

High-Tech Items




[E8]

Hit Points, Calculating



[C5]


Hold (listed as "Held")



[C8]

Hold Life





[C8]

How to create a Player Character


[P1]


How to read the Class XP Tables


[P4.0]

Hunger / Thirst




[C8]

Hypnosis




[C8]


Imagination Psionics (Psionic Frequency 5)

[Q5]

Immortal





[X]

Immortal (definition)



[C8]


Immortals Rules




[X7]

Immovable / Stopped



[C8]

Immune





[C8]


Imprisonment




[C8]

Incantatrix Magic (Magic Frequency 10)

[S10]

Index





[T0]


Innate Abilities




[I]

Insane (list of Insanities)



[C8]

Insist (Capital I)




[C8]

Instantaneous




[C8]

Intelligent Items Abilities (Effects Frequency 6)
[E6]

Invisible





[C8]


Invulnerable




[C8]

Item Saving Throws



[C2.3]

Kick  (see also Martial Arts)


[C7.2]


Kits





[P5]

Lady's Smile




[C8]

Languages




[P8.3]


Lycanthropy




[C8]

Magic





[S]

Magic Dead




[C8]


Magic Jar / Possessed



[C8]

Magic the Gathering (Magic Frequency 5)

[S5]

Magic/Psionic Items



[E4]


Magic/Psionic Items, Starting PCs


[P1.17]

Magical Effects




[S]

Magical (Special) Effects, General Rules on

[C8]


Magical Factor




[T2.12]

Maintained




[C8]

Martial Arts




[P7]


Martial Arts Maneuvers



[P7.2]

Martial Arts Second Tier Maneuvers


[P7.3]

Martial Arts Styles



[P7.1]


Martial Arts Styles, Custom


[P7.9]

Martial Arts Styles, Multiple


[P7.8]

Martial Arts Powers (Psionic Frequency 0)

[Q0]


Mass Combat




[C9]

Material Componenting



[S0.6]

Mental Fury




[C8]


MF (Magical Factor)



[T2.12]

Mixed-Classing




[P4.2]

Mixing Races




[P3.2]


Monster Lists




[M1]

Monsters




[M]

Monsters as Races



[P3.3]


Morale





[C8]

Multi-classing




[P4.1]

Multi-classing (unequal XP division)


[T2.8]


Multipliers




[T2.10]

Mutant (Radioactive) Powers


[R]


Natural / 1st Edition Psionics (Psionic Frequency 1)
[Q1]


Nauseated




[C8]


Nonweapon Proficiencies



[P8]

Notes





[Z]


NPC Status




[C8]

Number of Attacks Table



[P6.2]

Object (Capital O)



[C8]


Open Slots




[T2.7]

Opposing (Opp) Actions



[C3]

Overbear




[C7.2]


Pain





[C8]

Panic





[C8]

Paralyzed




[C8]


Parry





[C7.2]

Pawned





[C8]

Permanency




[C8]


Petrified





[C8]

PF (Physical Factor)



[T2.12]

Phased / Astral




[C8]


Phlogiston Innates (Innate Frequency 3)

[I3]

Physical Factor




[T2.12]

Pissed





[C8]


Pixelated




[C8]

Plague





[C8]

Planar Stable




[C8]

[T0] Index  (continued)
Player's Reference



[P]

Possessed (listed as "Magic Jar")


[C8]

Priest Group Classes, Descriptions


[PC3]


Priest Group Classes, XP Tables


[PC0.3]

Priest Spells (Magic Frequency 2)


[S2]

Priests Affecting Undead



[C6]


Proficiencies, Free



[P8.0]

Proficiencies, Nonweapon



[P8]

Proficiencies, Switching Weapon & Nonweapon
[P8.1]


Proficiencies, Weapon



[P6]

Proficiency / 2nd Edition Psionics (Psionic Freq 2)
[Q2]

Prone





[C8]


Protection from Blah effects


[C8]

Psionic Frequencies (definition)


[T2.2]

Psionic Frequencies, conversion from old Collective
[PC0.5]


Psionic Link




[C8]

Psionicist Group Classes, Descriptions

[PC5]

Psionicist Group Classes, XP Tables

[PC0.5]


Psionics





[Q]

Quest / Geas




[C8]

Quick (Q) Actions




[C3]


Races





[P3]

Races, Custom




[P3.9]

Races, How to Read



[P3.1]


Races, Mixing




[P3.2]

Races, Monsters as



[P3.3]

Racial Adjectives




[P3.5]


Racial XP Divisors, Lowering


[P1.2]

Radioactive / Mutant Powers


[R]

Raised <or> Raised Fully



[C8]


Reduced / Diminished (reverse Enlarge)

[C8]

Regeneration




[C8]

Reincarnation




[C8]


Reset





[C8]

Resist





[C8]

Resurrection




[C8]


Rewritten out of Time



[C8]

Rogue Abilities




[I0]

Rogue Group Classes, Descriptions


[PC4]


Rogue Group Classes, XP Tables


[PC0.4]

Rotating Truename



[C8]

Rune Magic (Magic Frequency 0)


[S0]


Sanctuary (Phoenix)



[C8]

Sap





[C7.2]

Saving Throws




[C2]


Saving Throws, Custom



[C2.2]

Saving Throws, Items



[C2.3]

Secondary Skills




[P9]


Selective Targetting (listed as "Called Shot")

[C7.2]

Set





[C8]

Shadowrun Magic (Magic Frequency 3)

[S3]


Shield Bash




[C7.2]

Silenced / Mute




[C8]

Single Class Double XP Bonus


[P1.1]


Single-Classing




[P4.1]

Size of Weapons which can be wielded

[C7.1]

Slain / Killed / Dead



[C8]


Sleep





[C8]

Slow





[C8]

Specific Campaign notes



[D2]


Spell Progressions, Letter Codes


[P2.1-W]

Spell Research




[S0.9]

Spells & Magical Effects



[S]


Spent





[C8]

Split-Classing




[P4.3]

Starting Money




[P1.18]

Step Out of It




[C8]

Stopped (listed as "Immovable")


[C8]

Stun





[C8]


Sub-Ability Scores



[P1.6]

Sub-Ability Scores, Table



[P2.1]

Subdue





[C7.2]


Summoning Sickness



[C8]

Superstition Innates (Innate Frequency 5)

[I5]

Surprise 




[C4]


Sustained




[C8]

Switching Weapon & Nonweapon Proficiencies
[P8.1]

Synnibarr Animal Powers (Radioactive Frequency 4)
[R4]


Synnibarr Fate Powers (Radioactive Frequency 12)
[R12]

Synnibarr Sentient Powers (Radioactive Freq 8)
[R8]

Table of Contents




[T1]


Taunt





[C8]

Templates




[M4]

Temporal Factor




[T2.12]


TF (Temporal Factor)



[T2.12]

THAC0 (To Hit) Table



[C1]

THAC0, Calculating



[C5]


Thirst (listed as "Hunger/Thirst")


[C8]

Time/Distance/Movement



[A2]

Time/Reality Stability



[C8]


Time Stop / Temporal Stasis


[C8]

Timeline





[D3]

Times Blah Effects



[C8]


Times Zero Being




[C8]

Transports/Buildings



[E9]

Trap the Soul




[C8]


Treasure Types




[M3]

Truename, Dominated



[C8]

Truename, Erased



[C8]


Truename, Rotating



[C8]

Turning Undead




[C6]

Turning Undead, Specialization


[C6]


Twilight Effect




[C8]

Twist (Find/Remove Abjurations), definition

[C8]

Twist (Find/Remove Abjurations), listed on chart
[I0]


Two-Handed Fighting



[P6.4]

Two-Weapon Fighting



[P6.3]

Unaging





[C8]


Unaware




[C8]

Unconscious




[C8]

Unenforced Rules



[T2.9]


Unlive





[C8]

Unnatural Psionics (Psionic Frequency -1)

[Q(-1)]

Unusual Materials



[E5]


Vulnerable




[C8]

War Machine (Mass Combat)


[C9]

Warrior Group Classes, Descriptions

[PC1]


Warrior Group Classes, XP Tables


[PC0.1]

Warrior/Rogue/Miscellanious Spells (Magic Freq 4)
[S4]

Weapon Proficiencies



[P6]


Weapons




[E2]

Weapons & Armor Allowed by Class

[E10]

Weapons, Size which can be wielded

[C7.1]


Weather





[A4]

Wisdom Bonus Spells, Simplified


[P2.1-W]

Wizard Group Classes, Descriptions

[PC2]


Wizard Group Classes, XP Tables


[PC0.2]

Wizard Spellbooks



[P1.13]

Wizard Spells (Magic Frequency 1)


[S1]


Wounded (weapon effect)



[C8]

"xBlah" (Times Blah) Effects


[C8]

XP Divisors, Lowering



[P1.2]

